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Getting Started with Light-O-Rama

Welcome to Light-O-Rama

Light-O-Rama is a computerized lighting system designed to control elaborate or simple lighting
displays. The Light-O-Rama system can be applied to almost any lighting situation, from stand-alone
controllers to synchronizing hundreds of controllers.

This page gives a high-level oveniew of how to start controlling your lights using Light-O-Rama:

e Getting Help about Light-O-Rama

¢ Important Terms and Information
e Connecting the Lights Using Light-O-Rama Controllers

e Creating a Show

For more detailed information, please see Light-O-Rama Concepts and the Light-O-Rama Software
Package.

Experienced users may wish to see what's new in the latest version of Light-O-Rama.

Getting Help about Light-O-Rama

This help file contains a lot of information about the Light-O-Rama Software Suite. If you need more
help, please \sit the Light-O-Rama website. Click the word "Support" at the top of the page to find
links to more resources, including tutorials, Frequently Asked Questions, our User Forum, and our
Help Desk.

Important Terms and Information

Companion Unit

A companion unit is a Light-O-Rama controller that receives lighting commands from another
source - either a PC running Light-O-Rama software, or from another controller known as a director
unit.

Control Panel

The Light-O-Rama Control Panel is a program that can be used to manage the Light-O-Rama
system on your PC. The Control Panel runs in the system tray (where the PC's clock is displayed).
Light-O-Rama is made up of a number of different programs, and the Control Panel is a convenient
way of accessing them. The Control Panel must be running in order to control shows from your PC.

Daisy Chain

This is the term generally used to describe the manner in which Light-O-Rama light controllers are
connected. A wire goes from the source (a PC running Light-O-Rama software or a director unit) to
a companion unit. Another wire goes from that companion unit to another companion unit, and so
on, until all companion units are "chained" together.
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Do not put "Y"s or forks in the data cable. Only connect the units in this daisy chain configuration.

Data Cable

Light-O-Rama controllers can be connected using both data cables and phone cables, but you must
know which type of cable it is (for the purposes of Light-O-Rama, a cable is considered a data
cable if its wires are connected straight through).

How do you know if it is a data cable? Well, most likely the only cable that you will see that is not a
data cable is a wire that is intended specifically for phones. If you go to your local hardware store
and purchase a phone extension cable, then that wire is not a data cable. The distinction between
data cables and phone cables is important, because the wires are swapped around. There are
selectors or jumpers on most Light-O-Rama controllers that allow you to specify which wire type you
are using.

Only the wire coming into a controller (from the previous controller or from a PC running Light-O-
Rama software) should be used to determine which selector setting to use. The wire leaving a
controller (if there is one) can be of any type, and has no bearing on which selector setting should
be used. For example, if a controller has a phone cable coming in from the previous controller, and
a data cable leaving to the next controller, the selector should be set for "phone cable”.

Director Unit

A director unit is a Light-O-Rama controller that sends lighting commands to other controllers
(known as companion units). Controllers can run individually in standalone mode, but to
synchronize multiple controllers together, they must be directed either by a PC running Light-O-
Rama software, or by a director unit.

Standalone sequences may contain lighting commands for a number of different units. A director
unit is a unit that is running standalone - i.e. not connected to a PC - that contains lighting
commands for other units cabled to it (the companion units). The director unit can also control its
own lights, simultaneously.

There is no difference in the hardware of a director unit and a companion unit - the only difference is
the mode that they are in.

A PC running Light-O-Rama software can also be thought of as a director unit, in that it can send
lighting commands to Light-O-Rama controllers. There must be one and only one director unit (or
PC running Light-O-Rama software) on a daisy chained group of controllers.

Hardware Utility

The Light-O-Rama Hardware Utility is a program that can be used to set up and test the hardware
used to control lights, as well as download sequences to standalone controllers or director units.

Phone Cable

Light-O-Rama controllers can be connected using either data cables or phone cables, but you
must know which type of cable you are using. See data cables for details.

Preview
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A preview is a representation of your light display. It defines the lighting elements, how they are
arranged, and what channels they use. Creating a preview is required before you can create a
sequence. One preview can be associated with multiple sequences. Update the preview once, and
the next time you open any sequence associated with that preview, the update will automatically be
applied. The display elements in a preview are referred to as ‘props'. You must add a prop to the
preview for every display element that you want to control. A prop could be a single string of lights, a
wireframe, an arch, a wreath, or a tree. In fact you can model just about any lighting element in a
preview.

The Sequencer program is used to create and modify previews.

Schedule

A schedule is a list of shows and the times at which those shows are to be played.

If the Light-O-Rama Control Panel is running on a PC, and its "Enable Schedule" option is turned on,
then the schedule will be monitored, and its shows will be started and stopped at the appropriate
times.
The Schedule Editor program is used to create and modify schedules.

Sequence
A sequence is a file that contains a set of lighting commands to be sent to Light-O-Rama
controllers. There are two types of sequences: musical sequences, which have an associated

music or video file that is to be played at the same time, and animation sequences, which do not.

Before creating a sequence, you must create a preview. The lights you can control in the sequence
are defined by the props in the preview.

Sequences can be grouped together into shows.

The Sequencer program is used to create and modify sequences.

Show

A show is a file that contains a number of sequences, and the order in which they should be played.
A schedule can be created to specify the times at which various shows should be played.
The Show Editor program is used to create and modify shows.

Standalone
A Light-O-Rama controller can be controlled by another controller (or a PC running Light-O-Rama
software), or it can control itself and/or other controllers, in standalone mode. A sequence,
created using the Sequencer, can be downloaded to a standalone controller using the Hardware
Utility. The controller can then be set up to run this sequence whenever it has power, or, if the unit

is a model with an internal clock, it can be instructed to run the sequence during a particular time.

A standalone controller whose sequence contains lighting commands for other controllers will
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transmit those commands to the other controllers. In this case, the controller is known as a director
unit.

Unit

A unit is another term for a Light-O-Rama controller. Each unit has a number of circuits, each of
which can be used to control lights independently of each other. Each unit is identified by a unit ID.

Unit ID

Each unit has an identifier assigned to it, known as a unit ID. When a lighting command is sent to
a unit, all of the units that are daisy chained together can see that command. Howeer, the
command contains a unit ID; only the units having that unit ID will act upon that command.

For Light-O-Rama controllers, the unit ID is a two characters, each of which can have any of the
values 0, 1, 2, 3,4,5,6,7,8,9, A, B, C, D, E, and F. For example, "01", "25", "37", "5C", "BD", or
"E2". However, not all possible combinations are allowed: "00" and "F1" through "FF" are
disallowed.

Controllers other than Light-O-Rama controllers use different formats for their unit IDs.

Connecting the Lights Using Light-O-Rama Controllers

To connect lights using Light-O-Rama controllers, take the following three steps:

1. Determine the serial port and hook up a controller.
2. Select a unit ID.

3. Test the lights.
Step 1. Determine the Serial Port and Hook Up a Controller

Insert an SC485 conwerter into your PC's DB9 serial connector which you plan on using for the Light-
O-Rama network. If you are using a USB/RS-232 converter, then make sure that it is properly
installed, and that the SC485 conwerter is connected. If you're not sure what all this is about, simply
try to find a connector on the back of your PC that has nine pins and which will accept the SC485
adaptor.

Using a cable, connect a Light-O-Rama controller to the SC485 adaptor. Make sure that the LOR
controller is powered on. The LED in the controller should be blinking.

Using the Light-O-Rama Control Panel, start the Hardware Utility program. In the Hardware Utility's
Setup Comm Port section, use the Auto Configure button. This will cause the Hardware Utility to
look for the attached controller and determine which comm port is being used.

Step 2. Select a Unit ID

If your controller has unit ID selection switches, you can select its ID by adjusting the selectors to
the desired ID. If your controller does not have these unit ID selection switches, then you will need
to set its unit ID by using the Hardware Utility:

To set the unit ID using the Hardware Utility, connect one and only one unit to the PC using the
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SC485 adaptor and a cable. In the Set Unit IDs section, go to Set New Unit ID, select the ID that
you wish to use for the controller, and click the Set Unit ID button. This button will only work on
new units that have never been assigned a unit ID (to change the unit ID of a unit that already has
one assigned, use the Change Existing ID section instead).

TIP: Assign unit IDs sequentially, starting at 01. This will make maintenance of the units faster.
Step 3. Test the Lights

With the unit connected to the PC, attach lights and power the unit on. In the Hardware Utility, click
the Refresh button in the top center of the screen. After a short time, your unit should appear in the
dropdown list to the right of the Refresh button. Select the unit, and you can then test the lights
using the various controls in the Test Unit's Operation section of the Hardware Utility.

TIP: Before clicking Refresh, set the Hardware Utility's Max Unit ID to as low a value as possible.
This is the maximum unit ID of controllers that you plan on using (you can always change it to a
higher value if you add more controllers later). Setting it to a low value makes the Hardware Utility
run faster (though it will not find any connected units with higher unit IDs).

Creating a Scheduled Lights Display
To create a lights display and hawe it run at certain times, take the following steps:

1. Make your sequences.
2. Make a show.

3. Make a schedule.
4. Turn on the Control Panel's "Enable Schedule".

Step 1. Make Your Sequences
Using the Sequencer, create the sequences that will be used in your show.

You can test how the lights will look for a sequence while in the Sequencer: Make sure Control
Lights is enabled, and that you have assigned the channels in the sequence to a controller that is
hooked up to your PC. Then, click the play button (which is the green arrow in the toolbar).

Step 2. Make a Show
A show is a collection of sequences. A show can be created using the Show Editor program.
Shows hawe seweral sections, each of which can have sequences:

e Background: Sequences listed in the "background" section will be played for the entire
duration of the show.

e Startup: Sequences listed in the "startup” section will be played when the show first begins.

e Animation and Musical: After the "startup” sequences have completed, sequences in both of
these sections will run, until it is time for the show to stop.

e Shutdown: When it is time for the show to stop, the "animation” and "musical" sequences
will stop running, and the sequences in the "shutdown" section will start. Only after the
"shutdown" sequences are finished will the show truly end.
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In the Show Editor, you can add sequences to any of these sections by selecting the appropriate
section's tab, and hitting the big PLUS button.

After you have created your show, you should sawe it using the "Sawe" or "Sawe As" button. Assign
the show a meaningful name - this is the file name that you will be using in the next step.

Step 3. Make a Schedule

Unlike sequences, you cannot run a show interactively. Instead, to test a show, put that show into
a schedule, using the Schedule Editor program:

In the Schedule Editor, click the Add button, and select the show file with the name that you
created in the previous step. Select a start and end time that will allow the show to start at a
convenient time for you to view it. Then click Save to save your schedule.

Step 4. Turn On the Control Panel's "Enable Schedule”

To view the scheduled show, turn on the "Enable Schedule" option in the Light-O-Rama Control
Panel. Doing this will cause the Control Panel to monitor your schedule, and start and stop your
show at the appropriate times.

2 What's New?

What's New in the Latest Version

What's New in Version 5.2.4
What's New in Version 5.2.2
What's New in Version 5.2.0
What's New in Version 5.1.4
What's New in Version 5.1.2
What's New in Version 5.1.0

What's New in Version 5.2.4

e LOR Hub now supports all SD card options

e | OR Hub can now turn off SD card schedule days if desired

¢ Improvements in LOR Hub for creating SD cards with PC configuration
e Simple Show Builder is being removed with the next release

e Superstar Improvements

e Sequencer Improvements

e Sequencer Bug Fixes

e Bug Fixes

LOR Hub now supports all SD card options
The LOR Hub program can now create SD cards with a full range of options, including triggers, filler
sequences, starter sequences, etc. In a future release, SD card building will be removed from the
Hardware Utility and the Simple Show Builder will be removed from the suite.
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LOR Hub can now turn off SD card schedule days if desired
Previously there was no way to stop an SD card show from running on a particular day, except by
using a workaround of setting the start and end times for a particular day the same. LOR Hub can
now properly turn OFF a schedule for a particular day.

Improvements in LOR Hub for creating SD cards with PC configuration
When creating an SD card in Advanced mode in Hub, a new option has been added to configure the
MP3 Director's ports the same way as those ports are defined on the computer. This can help with
ease of setup of MP3 directors.

Simple Show Builder is being removed with the next release
LOR Hub has taken ower all functions of the old Simple Show Builder program. In the next release
this program will be removed from the suite. Instead, use LOR Hub to create your shows.

Superstar Improvements

e Added support for group modify of "average time length of effects” and "skip inactive grid squares"
Added the "Do Scene Thinning" option in the "Mowve or Scale Selected Effects" dialog box

Added "Orientation" setting in the Preferences dialog box

Added support to convert 6 channel star effects to white effects on RGB stars from other vendors
(previously it only worked for the standard 200 pixel RGB star)

Sequencer Improvements

All 3 windows on the Motion Effect Generator now update simultaneously, which is also a
performance improvement. Previously they could update slightly out of sync for very large props.
Requested by Light-O-Rama.

If the user selects Create Playback Files from the menu and the sequence hasn't been sawved, the
user is now offered a chance to sawe it (without having to cancel, save the sequence, then try and
create playback files again). Requested by user ndutton.

http://forums.lightorama.com/topic/48065-reduce-the-clicks/

Enhancement: when opening a sequence, archived props will automatically be un-archived if a prop
with the same name has been added back to the sequence's preview since the sequence was last
opened. Same logic will also apply when you change the preview assigned to a sequence.
Requested by Light-O-Rama.

Enhancement: more accurate conversion when assigning a different preview to an existing
sequence. Requested by Light-O-Rama.

Performance improvements to the Picture motion effect. Requested by user jamills706.
http://forums.lightorama.com/topic/48263-spinning-orange-circle-forever/

In the New Animation Sequence dialog, show the sequence length as words, and give a warning
when OK is clicked and the length is more than an hour. Requested by user Rabeiler.

http://forums.lightorama.com/topic/48288-animation-sequence-will-not-preview/

In the sequence grid, the drop-down list of grid views would previously display views in the order they
were created. Now, the system grid view (Show All ltems) is listed first, and then user-created grid
views are listed in alphabetical order. Requested by user Jade Rymkos.

http://forums.lightorama.com/topic/48687-is-there-a-way-to-reorder-grid-views/
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Increased the maximum number of bulbs in a bulb shape to 999. Requested by users dibblejr and
gsmith37064.

http://forums.lightorama.com/topic/48682-maoving-s4-to-s5/

In the Paste Special dialog, you can now specify the spacing between horizontal copies. A negative
value yields an owerlap, a positive value leaves a blank space between each copy. 0 is always the
default value (it is not remembered between uses). Requested by user spascall.

Added new "hold" effect, which freezes the state of the prior effect. For example, you can freeze and
unfreeze a spiral effect to the beat of the music by alternating spiral and hold effects on the same
motion effect row. The hold effect must be touching the prior effect to work. Requested by Light-O-
Rama.

In Prop Definition, added "Arm Thickness" parameter to the Star shape. A value of 1.0 is the normal
thickness. Smaller values make the arms thinner. Requested by Light-O-Rama.

New tab on Sequencer Preferences that allows the user to choose among 3 edit cursors. Previously,
only the yellow pencil was available. Requested by user bdwillie.

http://forums.lightorama.com/topic/48787-sequencer-pencil-pointer/

"Custom Chase" options are now available on the toolbar via a new drop-down arrow next to the
chase button. The chase options will also get saved with the sequence, and recalled the next time
the sequence is opened. Requested by Jack Richter via help desk.

Add the "+" shortcut key for the Repeat function (to match SE). Requested by Light-O-Rama.

Added the Enter shortcut key to place an effect in the grid (to match SE). Requested by Light-O-
Rama.

Added option in preferences (Channel Effects tab) to view fades as ramps. Requested by multiple
users.

Added option in preferences (Channel Effects tab) to adjust background color of channel rows in the
grid. Requested at Christmas Expo.

In Prop Defintion's layout tool for custom and advanced shapes, there is a new "Crop" function that
removes extra rows and columns. Requested by Light-O-Rama.

Added Help buttons ("?" icon) to Preview Design, Prop Definition, Group Definition, and Custom Grid
screens. Requested by Light-O-Rama.

Increased the max width and height on the SimpleShape effect to 1000% in order to allow shapes to
expand beyond the prop boundaries. Requested by user Mike Baldwin.

Sequencer Bug Fixes

Bug fix: in the sequence grid, right-clicking on a "member props" or "member groups" node and
selecting "Hide Group Members" from the pop-up menu disabled further highlighting of prop hames
as the mouse pointer was moved. Reported by John Johnson Jr via help desk.

Bug fix: in rare cases the Sequencer could crash if 1) the LOR Control Panel was running when the
Sequencer started, and 2) a Schedule was enabled or Show on Demand was running, and 3) the

© 2019 Light-O-Rama, Inc.


http://forums.lightorama.com/topic/48682-moving-s4-to-s5/
http://forums.lightorama.com/topic/48787-sequencer-pencil-pointer/

Light-O-Rama v5.2.4

option to Control Lights when the Sequencer started was enabled. Reported by Jim Wright via help
desk.

Bug fix: S5 Verifier checked for application files that don't exist in S5, which resulted in "Message
Number 7" errors that were not really errors. Reported by stevehoyt, TitusCarnathan, richmuller and
others.

http://forums.lightorama.com/topic/47959-tc-72-verifier-losing-its-mind/
http://forums.lightorama.com/topic/47777-52-verifier-errors/

Bug fix: when using music to control a slider in the Motion Effect Generator, the audio data was
being pulled from the wrong part of the sequence. The effect used the correct audio data when
placed in the sequence grid -- the error was only when the effect was displayed in the Motion Effect
Generator. Reported by Light-O-Rama.

Bug fix: when you imported an S5 prop file in Preview Design, clicked the "Set Channels" button,
then changed the name of the prop while setting channels, the resulting list of props and groups to
Ithe left of the design canvas would no longer be in alphabetical order. Reported by user ndutton.

http://forums.lightorama.com/topic/48041-preview-design-bugs-and-suggestions/

Bug fix: if a sequence gets moved to another folder or to another computer and the media file is in
the same folder as the sequence, then playback files created from the new location could point to
the wrong folder for the media file. Reported by user ndutton.

http://forums.lightorama.com/topic/48059-missing-files-bugs-and-suggestions/

Bug fix: when the sequence length was changed, the sequence was not marked as containing
unsaved changes. Reported by Light-O-Rama.

Bug fix: in rare cases, effects could exist in sequences past the end of the sequence. When using
playback files for such sequences, the Show Player would refuse to play the song with the message
"ERROR STARTING SEQUENCE (Invalid end centisecond for last replacement event: 78195;
channel is 55210 centiseconds)". Reported by NJ Malenke and stevehoyt.

Bug fix: if Holiday Lights Designer was enabled in S4 and then the user upgraded to S5, the Show
Player would display errors in the log like "ERROR PLAYING SEQUENCE (Address in use Trace:
UDP Setintensity Trace: HandlelO)". Reported by Derek Flint via help desk.

Bug fix: certain combinations of removing and renaming props in a preview could leave a sequence
unable to be opened (error message "An entry with the same key already exists"). Reported by
Michelle Lovering via help desk.

Fix crash when Windows policy "System cryptography: Use FIPS compliant algorithms for
encryption, hashing, and signing" is enabled. Reported by Dave Webb via help desk
https://support.microsoft.com/en-us/help/811833/system-cryptography-use-fips-compliant-
algorithms-for-encryption-hashi

The LOR SC485 serial port adapter (not USB) now works with the S5 Sequencer. Reported by
several users \ia the help desk.

Fixed the online import of "Boscoyo ChromaStar 36 3 ring". Reported by Mike Baldwin via help
desk.

Bug fix: in the Motion Effect Generator, double-clicking on a slider did not fully unlock it. Reported
by Light-O-Rama.
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Bug fix: in the Motion Effect Generator, effects with alpha transparency were not displayed correctly
in the left and right windows. The combined window was correct. Reported by Light-O-Rama.

Bug fix: if the user right-clicked on a cell in the sequence grid, and then right-clicked on another cell
in a different row, seweral cells in the clicked column would be selected. Reported by Light-O-Rama.

Bug fix: when doing Repeat, then Undo, then Redo, the Redo was done in the wrong place.
Reported by Light-O-Rama.

Fixed a bug with clipboard files, where files created as part of the "Papagayo to LOR" process could
not be pasted. Reported by Dennis Holliday via the help desk.

Bug fix: in the Control Lights window, unchecking a box for an enhanced LOR network or for DMX,
did not actually stop output from going to those networks. Reported by Light-O-Rama.

Other Bug Fixes

¢ In LOR Hub and Hardware Utility, sequences with DMX Fades when written to the SD card could
cause the MP3 director to go out of sync.

e LOR Hub was not able to properly create an SD Card schedule. The schedule would always
revert back to the defaults instead of what the user specified.

¢ L OR Hub would crash if the user attempted to create an SD card show with no sequences in the
create list.

e During installation, the Post Install process was not creating 3 new superstar visualization
samples.

¢ In Superstar, text masks were not working in visualizations where some of the mask is outside of
the matrix.

¢ In Superstar, fixed a bug where the white color control was not appearing if the only white that
existed was in images.

¢ In Superstar, changed it so you can do "merge intensity data files" even in the demo version

¢ In Superstar, fixed a bug where scene pixels were getting clipped out if the clip region was on the
right half of the wrap around screen

What's New in Version 5.2.2

e Updates to the Sequencer
e Superstar 'Add +' button
e Bug Fixes

Updates to the Sequencer

A "Where Used" function has been added to the File References dialog, so you can find the effect
that uses a missing reference. Requested by Michael Lenbom via help desk.

In the Prop Definition screen, when defining a "Tree 360 Up & Ower" shape using pixels, the shape
diagram will now indicate the location of the first pixel on each string. Requested by Light-O-Rama.

The user now has control over how "smooth to fades" is applied with a new sub-menu: Sequence >
Smooth To Fade Lewel. This setting controls whether adjacent effects are merged together or not.
Previously, the level was fixed at the "mild" setting; however, with the mild setting it is impossible to
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create DMX intensities that are 2 steps apart (for example: 65, 63, 61). Requested by Drew
Hickman.

Updated the pencil icon to be more \visible, and mowed the tip to the upper left. Requested by Ernie
McAnally via help desk.

If the user had a Pro license, when they created Playback Files an intensity data file (.LID
extension) was always created. Now an intensity data file is only created if the sequence has props
that use DMX or Enhanced LOR networks. Requested by Light-O-Rama.

Added a "How Do | Get Started?" link at the top of the "Start Page". Requested by Light-O-Rama.

Superstar 'Add +' button

In the "Image Setup" dialog box, a new button was added called "Add +". The "Add+" button adds
the current image to the image action, selects the next image, and bumps the time ruler selection
forward. This makes it easy to add a series of images for an animation.

Bug Fixes

¢ In certain circumstances, LOR Hub could create a computer show with incorrect sequence
entries. When enabling the show, LOR Show Player would not be able to find the correct
sequence.

¢ In certain circumstances, LOR Hub could create an SD card with sequences that in the future
could not be edited. The SD card would however work.

¢ |f a MotionPak in LOR Hub did not have the same upper/lowercase as the base sequence, LOR
Hub would not be able to find it.

What's New in Version 5.2.0

e New Program: LOR Hub
e Updates to the Sequencer
e Bug Fixes

New Program LOR Hub

A new program for the Showtime Suite has been added called 'Hub'. Hub currently has 2 main
functions.

1. It enables our new MotionPak technology which allows you to modify LOR Sequence Store
sequences for use with props the LOR Hardware Store will sell. The first props will be 'Singing
Faces'

2. It is the replacement for Simple Show Builder. Simple Show Builder is still available in this
release, however it will be removed in a future release. If you previously used Simple Show
Builder you should move to Hub.

Hub can create both simple computer shows, as well as SD card shows for MP3 directors.

In future releases, Hub will continue to grow and will be taking over all 'show' type functionality
including things like the Show Editor, Show Scheduler, and Building advanced SD cards for MP3
Directors from the Hardware Utility.

Updates to the Sequencer
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If the content of the Start Page extends beyond the bottom of the window, the vertical scrollbar that
is displayed now spans the entire right edge of the window - making it easier to scroll. Reported by
Light-O-Rama.

Bug fix: if the user made the Start Page a floating window, then selecting Window > Reset Window
Layout would close the Start Page. Reported by Light-O-Rama.

The first 4 items on the Windows menu have been renamed: "View Playback Window", "Viiew
Motion Effects Window", "View Previews Window", and "View Control Lights Window". Also these
items will only be shown if the respective window is currently hidden ("X"' in the upper right corner of
the window has been clicked). This should make it clearer what these menu items do, particularly
the Control Lights item. Reported by Light-O-Rama.

If the content of the Control Lights window extends beyond the bottom of the window, a vertical
scrollbar is now displayed. Reported by Light-O-Rama.

The Start Page can now be hidden, unhidden, and floated just like the Previews and Control Lights
windows. Reported by Light-O-Rama.

Bug fix: the TextPE effect did not display the text specified by the user. Reported by user Dave
Trollope via help desk.

Bug fix: if a sequence used video media and Loop At End was enabled for playback and video
playback was set for full screen, the video window would often get resized instead of remaining full
screen. Reported by user Bry.

http://forums.lightorama.com/topic/47295-video-playback-issue-in-shows/

When you right click on the sequence grid, there is a new sub-menu under Timing Marks > Insert
Timing at Selection, with options for Left, Right, and Both. This will insert timing marks at the left
and/or right edge of the grid selection. Reported by user Luke Kamp via help desk.

Bug fix: on Preview Design's Channel Conflict tab, clicking a column heading in the conflict list
would crash the program. Now clicking a column heading sorts the table according to the values in
that column. Reported by Light-O-Rama.

On Preview Design's Channel Conflict tab, there are now fields for the user to enter text to filter the
list by name or by channel. A "Select All" checkbox was also added. Reported by Light-O-Rama.

When dragging a favorite or subfolder in the Motion Effect Generator, the favorites tree will now auto-
scroll when the cursor nears the top or bottom edge. Reported by user NJ Malenke via help desk.

Bug fix: when moving a timing mark with "Drag events with timings" enabled, the Sequencer could
crash in some cases. Reported by user Peter Dusaitis via help desk.

Bug fix: the "Create an empty freeform timing grid" check box on the New Animation Sequence
dialog did not actually create a freeform timing grid. Reported by Light-O-Rama.

You can now right-click on the Playback Window and change the brightness of the background
image (if there is one). Reported by Light-O-Rama.

RGB aggregates with one or more sub-channels (red, green, or blue) left undefined, could cause the
Sequencer to crash when modifying effects. Reported by user Keith Henrickson via help desk.
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Added new dimming curves to the Prop Definition screen: Linear_30pct, Linear_40pct,
PixelCune_30pct, PixelCune_40pct. Reported by user jamills706.

http://forums.lightorama.com/topic/47355-dimming-curves-question/

Windows Shell Commands get shared between sequences if you use File > Save As to create a
new sequence. Specifying a new command from the revised screen will only affect the sequence
that is open. Reported by user k6ccc.

http://forums.lightorama.com/topic/47372-windows-command-changes-affects-multiple-sequences/

In rare cases where 2 props in a preview have the same name, the entire preview file would not load
at startup. Now the preview is loaded and a warning about duplicate names is shown on the "Other
Warnings" tab of Preview Design. Reported by Light-O-Rama.

Fixed playback issues when sequences are arranged side-by-side. Reported by user NJ Malenke via
help desk.

A "Copy to Clipboard" function has been added to the File References dialog. For sequences with
many motion effect file references, this can allow you to paste the list of files into a spreadsheet or
word processor for further analysis. Reported by user Stephen Chapman via help desk.

Bug fix: title bar of Playback Window was not showing the name of the current motion effect when
one was clicked on in the sequence grid. Reported by Light-O-Rama.

During sequence playback, the Color Fade tool is now grayed out like the rest of the toolbar.
Reported by Light-O-Rama.

If a comm port is unable to be opened, added a tip to the error message: "Make sure shows are
disabled and the Hardware Utility is closed". Reported by user stevehoyt.

http://forums.lightorama.com/topic/47470-problem-enabling-comm-port/

Added new menu items when right-clicking on the Preview Design canvas: Add, Modify, Copy, and
Delete. Reported by Light-O-Rama.

Improvements when upgrading Pixel Editor previews and sequences to S5 for non-US customers --
problem occurred on PC's configured to use a comma as the decimal separator in numbers.
Reported by user Niklas Adolfsson via help desk.

Bug fix: When using the space bar in the Tapper Wizard -- if you go one tap past when the music
ends, the space bar defaults to the “exit” button and closes the wizard (thus erasing all of your
“beats”). Reported by user Steve Warner.

Bug fix: the Sequencer could crash when the toolbar channel effect was set to DMX Intensity and
you tried to add a motion effect. Reported by user Steve Warner.

Bug fix: clicking the Refresh button on the online prop import screen did not display the updated
data correctly. Reported by Light-O-Rama.

In Archived Prop Management, added button to select all props with no effects. Reported by Light-O-
Rama.

Bug Fixes

¢ The Post Install process failed to copy 3 new examples for Superstar.
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e The configuration for PixConl16 MKII devices was incorrectly showing 32 ports.

¢ In Superstar, if the preview uses horizontal orientation and you go into "floating windows" mode,
the program could crash.

¢ In Superstar, the first time beat marks are created they are created without issue. Creating beat
marks a second time incorrectly deleted them.

¢ In Superstar, if you changed timings the program may not prompt you to save your work.

¢ In Superstar, when using Text Masks along with scenes or morphs, it was possible that the mask
was not applied.

¢ In Superstar, when using a Text Mask or an Image Mask, if Layer Priority was disabled,
foreground effects would be incorrect and background effects would not be rendered.

¢ In Superstar, if the program was launched from S5 changes would not be sawved if "Sawe" or "Save
As" was used to sawe the sequence as a .sup file.

¢ In Superstar, when using Autosequence effects, the displayed timings may be incorrectly
changed to the most recently used Autosequence settings.

¢ In Superstar, when using Autosequence if "average the time length of effects" was selected then
the last few seconds of an autosequence effect may not generate triggers.

¢ In Superstar, when using Autosequence if "Burst and Return" was used, there could be a compile
issue. This happens most frequently with low sensitivity settings such as 1 or 2.

¢ In Superstar, when using Autosequence morphs with transparency set to transparent were not
being saved properly.

¢ In Superstar, when shrinking using the pixel extender and smooth effects, the shrink did not occur
properly.

¢ In Superstar, the "Center X,Y" control in the Smooth Effects dialog box the buttons were not
oriented properly when creating a horizontal sequencing grid.

¢ In Superstar, if the pixel extender is enabled and a visualization with a sequencing grid was
imported with a "max length" , a crash could occur.

¢ In Superstar, if the pixel extender is enabled and a sequence was being shunk, only half of the
effects would get applied.

What's New in Version 5.1.4

¢ Reqistry Wipe can now clean Program Files folder
e Updates to the Sequencer
e Updates to SuperStar

Registry Wipe can now clean Program Files folder

Some ersions of the LOR S4/S5 uninstaller can leave behind unwanted programs in the user's
Program Files(x86)\Light-O-Rama folder. This can lead to installation problems the next time the
user tries to install the software. Registry Wipe can now clean those entries up.

Updates to the Sequencer

Performance improvements:
1. The Sequencer starts about 20% faster. Reported by Light-O-Rama.
2. Improved the calculation time of Text and Picture effects. Reported by Light-O-Rama.

Countdown effect changes:
1. Added a "MM:SS" display option and allow a max of at least 1 hour. Reported by Light-O-Rama.
2. Text can now be positioned in both the Xand Y directions. Forum request.
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Changes to Preview Design:

1.

2.

you can now double-click on a prop in the design area to open its Prop Defintion. Reported by
Light-O-Rama.

The "Tree 360 Spirals" shape could display an erroneous message regarding the number of folds
when the number of rewolutions was set to a large number. This message has been removed and
the revolution limit restored to 25. Reported by Drew Hickman and user ukoberon. http://

forums.lightorama.com/topic/46953-spiral-360-prop-tree-issue-512/

. Created new "Cylinder Spiral" shape for spiral-wrapped tree trunks and columns. Reported by

user jamills706. http://forums.lightorama.com/topic/46949-wrapped-tree-trunk-propmodel/

. On the Prop Definition screen, if the diagram area was taller than it was wide, many of the shape

diagrams would overflow. Now they are properly scaled. Reported by Light-O-Rama.

. Bug fix: a prop made of pixels that uses the "Tree 360 Spiral" shape could crash the Sequencer.

Reported by Light-O-Rama.

. Bug fix: the Prop Definition window was expecting the "Arial Narrow" font to be installed, but that

font is not on all computers. On some computers this could cause the program to show a
continual stream of error messages. The program will now check if the font is installed before
using it. Reported by user Norm Bowman (va help desk).

. The "Tree 360 Up & Ower" shape now supports folds in the string. When used with pixels, the

layout has been redone to represent pixel strings that go up and over the top of the tree. Reported
by Drew Hickman and Jesse Tryon.

. If there are any unsaved changes in the Preview Design screen and you click the Cancel button or

click the Windows "X' button to close it, then you will get a message confirming that you want to
continue without saving the changes. Reported by user Gordon Varney (va help desk).

. You can now delete props from the Channel Conflicts tab in Preview Design. Select Change

Seleced Props > Delete Props. All of the actions on the Change Selected Props menu are also
now available by right-clicking on the selected props in the Channel Conflict list. Reported by
Light-O-Rama.

10.When copying a prop in Preview Design (Item > Copy), channels will no longer be renumbered if

the "Uses the same channels as" field is set on the source prop. Reported by Light-O-Rama.

Changes to freeform play ranges:

1.

2.

Bug fix: when you were defining a freeform range for playback and you moved the cursor to the left
- past the left edge of the grid - it cleared the selection. This made it difficult to select 0:00.00 as
the starting point. Reported by Drew Hickman.
The following menu items have been added when you right-click on the timeline or the waveform
(reported by user spascall):
a. Set Play Range Start - if no freeform play range exists, it creates a range from the selected
point to the end of the sequence; otherwise it moves the start point of the existing range.
b. Set Play Range End - if no freeform play range exists, it creates a range from the beginning of
the sequence to the selected point; otherwise it mowves the end point of the existing range.
c. Clear Freeform Play Range - clears an existing freeform play range.

Do not allow channels to be copied in the "Show All ltems" grid view. This grid view is system generated
- items can be mowed, but not hidden or copied. Reported by user daughjs.

http://forums.lightorama.com/topic/47021-cant-delete-duplicate-channel-button/

In the sequence grid, when you right click on a channel name for a prop that has multiple strings, a new
"Set Channel Name" option will appear. This capability will primarily help custom props with multiple
strings which get channel names like "Horatio Hornblower: r64 ¢31". The channel nhame will be stored
with the preview, so it will apply to all sequences that use that preview. Reported by Robert Brescia.

In the Skew All and Skew Selection commands, the maximum offset has been increased from 10
seconds to 600 seconds. Also, the user will now have the option of skewing the current timing grid or all
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freeform timing grids. Reported by user NJ Malenke.

Bug fix: changes made to the sequence while calculations are occurring (icon in the upper left is
splnnlng) mlght not be reflected durlng pre\new pIayback Reported by user kéccc.

until-after- openlng -and- savlng-the -effect/

After clicking on a slider in the Motion Effects Generator, you can now fine-tune the value using the left
or right arrow keys. If the slider is unlocked, shift-left-arrow and shift-right-arrow can be used to change
the ending value. Reported by Drew Hickman.

When you right-click on the timeline or the waveform and select "Zoom In" from the menu, the zoomed
sequence grid is now centered on where the right-click took place. Reported by Light-O-Rama.

In rare cases, a preview could get saved that had a prop with an invalid circuit number (like 0). In prior
versions, this would result in a popup error message as the Sequencer opened; and if the preview were
subsequently opened in Preview Design could result in a crash. Going forward there is no popup
message when the program is opened. The preview can then be opened in Preview Design and the error
will be reported on the "Channel Conflicts" tab - where it can be corrected. Reported by Light-O-Rama.

Bug fix: you are no longer allowed to drag beat channels into the list of preview props and vice versa.
Reported by Light-O-Rama.

The 3 versions of the chase tool (intelligent, by prop, and by row) have been condensed into 2: regular
chase and custom chase. Regular chase is the same as intelligent chase (chase by prop when the first
row is a motion row, and chase by row for anything else) with the addition that the selected area for the
chase is now cleared. For a custom chase, the user is prompted whether they want to chase by row or
prop, and whether the selected area should be cleared. A new keyboard shortcut shift-H initiates a
custom chase. Custom chase is also accessible from the right-click menu. Reported by user spascall.

When exporting the grid configuration and "Show All ltems" is the current grid view, the user will now get
a warning stating that "Show All Items" is a system-generated view and will not be included in the export
file. Reported by Drew Hickman.

In the Paste Special window, the "All the way to the end of' drop-down box now includes the last item in
the selection and the last row in the grid view. The last row in the grid view is now the default. Reported
by user spascall.

Bug fix: motion effects on props should override effects on groups that they are a member of. Howeer,
that was not happening in all cases. Reported by user John Trp (via help desk).

Bug fix: the Fill tool would display the message "Trying to fill between effects, but the row is empty!"
when the sequence row was not empty. Reported by user Ikcubsrule.

http://forums.lightorama.com/topic/47070-s5-fill-error/

Bug fix: Ampersands (&) in prop names would not display correctly in the sequence grid. Reported by
Light-O-Rama.

When playing back a sequence to real lights and when saving playback files, the Sequencer now
checks if motion effects have been placed on props connected to an LOR network that is not enhanced.
If so, then the action is cancelled until the condition is fixed. Reported by Light-O-Rama.

The music is only supposed to play one time when you click the play button in the Motion Effect
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Generator. However, due to a bug, if the loop button on the toolbar for the sequence was enabled, it
would cause the music to repeat in the Motion Effect Generator as well. Reported by Light-O-Rama.

The Motion Effect Generator now has a mute button so users can turn off the music while creating their
motion effect. Reported by NJ Malenke.

When using the Max Intensity, Min Intensity, Fade Up, or Fade Down tools, the message "'Motion effect'
is selected on the toolbar, but no motion effect is currently displayed in the playback window. Would you
like to create an effect using the Motion Effect Generator?" will now only get displayed when motion
effect rows are part of the selection. If the effect shown on the toolbar is "motion effect" but only channel
rows are selected, then the toolbar effect is changed to the ON effect. Reported by Drew Hickman.

The checkbox to enable or disable looping of effects in the Motion Effect Generator has been replaced
by a toggle botton (press on, press off). Also, the loop icon shown there and on the sequence toolbar will
now show a red slash through it when disabled. Reported by Light-O-Rama.

Bug fix: when attempting to open a playback file (.play.Ims), the program would display an error
message, then go ahead and open the file anyway. Now no attempt is made to open the playback file
after the error is displayed. Reported by Light-O-Rama.

Fixed the File References dialog so that long sequence names, media file names, and preview
background file names wrap if they extend beyond the width of the window. Reported by Light-O-Rama.

Updates to SuperStar
FEATURES:

e Sevweral new options and effects have been added to Superstar's Auto Sequence tool including
effects 'Folding Ricochet’, 'Snake Up/Down’, along with options to 'Skip Inactive Grid Squares' as
well as 'Awverage the Time Length of Effects".

¢ The Sequencer now sends the current timing grid to SuperStar when inserting a SuperStar effect.
This allows SuperStar to display the same timings as the Sequencer.

BUG FIXES:

e Exporting as intensity data could cause the program to crash

e Text masks and image silhouette masks were not keyed on their clip rectangle. Any effects that
fall entirely with in the mask's clip rectangle get applied to the mask.

¢ In the Auto Sequence dialog box if the user did not select one of the 8 custom colors, a message
is now displayed.

¢ \When saving in the Demo ersion, the file added to the recent files dialog was incorrectly specified
as ',supe.sup'.

¢ \When saving in the Demo Version, the suggested filename was incorrectly defaulted to
.supe.sup'.

* In some cases, opening a valid .supe file would cause an error stating the file was not created on
this computer.

¢ Improved export speed of sequences that use large Visualizations

¢ Increased the number of images allowed from 1500 to 3000.

¢ \When automatic modification of Star Scenes occurred, it was incorrectly changing the archive
status of the file.

¢ Increased the width of every 5th long tick mark on the edge of the sequence grid

¢ In sequences with effect groups, after a 'select all' effect groups could no longer be expanded.
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¢ Increased available memory for both 32 and 64 bit systems.

¢ The number of channel elements has increased from 8 million to 50 million.

e When using Single Step, if the stop button was pressed the first selected effect was not made
active. This could lead to a warning or error.

e Writing large images could cause the program to crash.

¢ The number of fonts has been increased to 30 to allow for user created fonts to be used.

e While using the Pixel Extender, if the Layer Priority feature was active pixels were extended too
far.

e When using the Mowe or Scale effects tools after selecting effects that have a group in the
selection, the effects would not be applied.

e When using the Mowe or Scale effects tools while in wrap around mode, some effects were not
wrapped properly.

What's New in Version 5.1.2

e Updates to the Sequencer
e Updates to SuperStar

Updates to the Sequencer

Sequence grid row height:

1. Bug fix: if the user repeatedly shrunk the row height in the sequence grid, they would reach
certain sizes where some prop/channel names did not get displayed. Now names are always
displayed, regardless of the row height. Reported by user ndutton.

2. Enhancement: depending on the row height, the Sequencer would choose one of 3 font sizes to
display prop/channel names with. Now it will choose among 4 font sizes - a new one was added
when the row height is extra tall. Reported by Light-O-Rama.

In Preview Design, renamed "Channel Conflicts” tab to "Channel Conflicts (and bulk change tool)" to
better reflect its functionality. Reported by Light-O-Rama.

Audio wizard changes:

1. Bug fix: when the VU Wizard was set to analyze only part of the song, it would still insert timing
marks and/or channel effects for the entire song. Reported by Light-O-Rama.

2. The default timing grid shown in the Beat, VU, and Tapper wizards is now the one currently
selected in the sequence grid. Reported by Light-O-Rama.

3. Improved performance when the Apply button is clicked in the Beat, VU, and Tapper wizards.
Reported by Light-O-Rama.

4. Bug fix: when clicking the "Start" button on the Tapper wizard, typing the space bar did not
produce taps. Reported by Drew Hickman and NJ Malenke.

Moved menu item Sequence > Audio Wizards > Add Beat Channel to Sequence > Add New > Beat
Channel. On the sequence grid's right-click menu, the Audio Wizards > Add Beat Channel item was
removed. Added item to the Grid View menu: Add New > Beat Channel. Reported by user Drew
Hickman.

Fixed multiple issues with the Renumber Strings dialog (accessed by going to Preview Design, Channel
Conflicts tab, Change Selected Props > Renumber Strings). Also added a "Reverse Order" button to this

dialog. Reported by user kéccc. http://forums.lightorama.com/topic/46721-editing-channel-assignments-
information/

The "Other Warnings" tab in Preview Design will now display a warning when the channel assignments
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for a master prop and sub-prop are out of sync. A sub-prop has the "Uses the same channels as" field
populated in the Prop Definition screen. Reported by user k6ccc. http://forums.lightorama.com/
topic/46721-editing-channel-assignments-information/

Renamed the opening "Sequences" tab page to "Start Page" to better reflect its purpose. Reported by
Light-O-Rama.

Enhancements to the Prop Definition window:

1. All shape parameters are now displayed in a single column list and a scroll bar will be displayed if
the list does not fit in the available space.

2. There are no longer separate tabs for the "Custom™ and "Advanced" shapes. The grid to edit those
shapes is now accessed from a button which opens a separate window -- giving the user much
more screen space to edit custom props.

3. A thumbnail view is now displayed for Custom and Advanced props in the lower portion of the
Shape section.

4. The delete key can now be used to clear cells on the grid when editing a Custom or Advanced
shape.

5. The last shape you used to create a new prop is now remembered and set as the default the next
time you create a prop.

6. The Save and Cancel buttons were moved to the upper left corner to be consistent with the
Preview Design window.

New shapes in Prop Definition:

1. Tree 360 panels. This can model large commercial trees that are assembled by tiers, and those
tiers are broken into panels/branches. The shape assumes each panel has its own set of
channels and that every panel is lit the same way. Requested by user Drew Hickman.

2. Tree 360 tiers. Also known as "Z trees". This shape does not support RGB pixels. Requested by
user spascall.

3. Sphere and Cylinder shapes. These can be configured to display 1, 2, 3, or all 4 quadrants
(vertical sections). The Tree 360 Wedges shape was also updated with a parameter to choose the
number of quadrants it displays. Requested by user stevehoyt and others. http://

forums.lightorama.com/topic/46771-how-to-define-prop-for-tree-shaped-like-a-globe/

If there are no existing previews, the Upgrade Sequence screen now disables the choose existing
preview option. Reported by Light-O-Rama.

The sequence upgrade process now does a better job of handling inconsistent settings on RGB
channels. Previously, some situations could cause the Sequencer to crash. Reported by user Val
Bennett.

http://forums.lightorama.com/topic/46800-upgrading-sequence-error-from-s4-in-s5/

During the sequence upgrade process, warnings about subsequence channels now include the channel
name. Reported by Light-O-Rama.

Adjusted the size and layout of the New Animation Sequence and New Musical Sequence dialogs so
they display correctly when the "Visual Effects" tab of Window's Performance Options dialog is set to
"Adjust for best performance". Reported by user John Hall.

Adjusted the wording of items in Preview Design's "Add New Item" dialog. Reported by Light-O-Rama.

Changes to motion effects:
1. Remowed the align left, center, and right buttons for the Text effect -- as they did not have any
effect on actual lights. Reported by user k6éccc. http://forums.lightorama.com/topic/46834-feature-
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request-horizontal-position-offset-in-motion-effects/
2. Added TextPE effect that exactly replicates theA S4A Pixel Editor's text effect to improve

sequence upgrades. Adjustments to text effects in upgraded sequences are no longer required.
Note there are now 2 text effects in S5: "Text" and "TextPE". Reported by Light-O-Rama.

3. Renamed the "Full Length" option in the Movie effect to "Movie Length Matches Sequence
Length". Reported by Light-O-Rama.

4. Bug fix: when inserting a new motion effect, the Motion Effect Generator window could be
calculating the effect "None" (blank screen) even though the selection in the drop-down box
showed a different effect. This only occurred when Sequencer Preferences > Motion Effects >
"When opening, initialize from the current toolbar effect and color" was unchecked. Reported by
Light-O-Rama.

5. Bug fix: in some cases the bulb size slider control on the Motion Effects Generator could
disappear. Reported by Light-O-Rama.

6. Bug fix: the scanner effect could cause an error during effect calculations and result in the play
buttons not being enabled. Reported by Chris Reynolds and Eric Brown.

7. There is no longer a delay when you first open the Motion Effects panel until thumbnail images
appear. Reported by Light-O-Rama.

On the grid's toolbar, the Motion Effects and SuperStar tools are now only visible when the user has a
PRO lewel license. Reported by Light-O-Rama.

Added a warning when trying to use the Fill tool on an empty row. Reported by Light-O-Rama.

If the current toolbar effect is set to "Motion Effect" when the Color Fade tool is selected, the toolbar
effect is now automatically changed to "On". Reported by Light-O-Rama.

Updates to SuperStar
FEATURES:

¢ Added "Snake Up" and "Snake Down" as movement options in the Auto Sequence dialog box
¢ Added "skip inactive grid squares" option in Auto Sequence dialog box
e Added "Awerage the Time Length of Effects" option in Auto Sequence dialog box

BUG FIXES:

¢ Fixed a bug where an encrypted file from previous versions would not read in if it has groups or
timings in it.

e Added a check for "Full Range" color mode if launched from a SuperStarRequest. If in "Full
Range" mode, SuperStar forces "Balanced" mode and adjusts all the color values to be 100 or
less.

e Made it so every 5th long tick mark on the edges of the sequencing grid is thicker.

¢ Fixed a bug where if you had effect groups in a sequence and you did "select all" then you could
no longer expand the effects in the effect groups

¢ Doubled the amount of memory SuperStar can use This prevents memory errors when compiling
large sequences.

¢ Fixed a bug where writing out a large image could cause the program to crash.

¢ Fixed it so the Auto Sequence movement options work properly with pixel speeds other than 1.00

What's New in Version 5.1.0

Initial production release of S5 ShowTime Designer Pixels.
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3

Feature Comparison

The Light-O-Rama software package must be registered, with a valid license, in order to be used to its
full potential. Each license contains two separate types of license lewels: the main license level and the
SuperStar license level.

The main license lewvel covers all of the Light-O-Rama software package except for the Light-O-Rama
SuperStar Sequencer. Several different main license levels exist, each having different features: Basic,
Basic Plus, Standard, Advanced, and Pro. Additionally, there is an unlicensed Demo version (which is
the same as the Basic version, except that it cannot be used to actually control lights, and has
encrypted sawe files).

The SuperStar license level cowers the Light-O-Rama SuperStar Sequencer. Its possible levels have
names such as 2_CCR, 24 _CCR, 60_CCR, and the like, indicating the number of Cosmic Color Ribbons
you can use with SuperStar. Additionally, there is an unlicensed Demo version which does not allow
export to an actual sequence.

Any reference in this help file to a "license level" or "feature level" refers to the main license level, not to
the SuperStar license lewel, unless specifically noted otherwise.

You will be given a chance to register your Light-O-Rama software at the time that you install it. To
register after that time, or to upgrade to a higher level license, please see the "Register Light-O-
Rama" (or "Upgrade Light-O-Rama") menu item on the Sequencer's Help menu, or on the Control

Panel's popup menu.

The following chart summarizes what features are available with each license lewvel, with details on each
feature listed below the chart.

If a feature is listed as "(demo mode)", it means that the feature can be used with this license to see
what it's like, but it won't be fully supported. For example, if you try one of the Sequencer's demo mode
features while building a sequence, you won't be able to save your changes to that sequence. Please
see the details for each feature for exactly what "demo mode" means for that feature.

If a feature is listed as "(S4, not S5)", it means that the feature is support in version 4 of the Light-O-
Rama Software Suite, but support has been dropped in version 5.

Any features not listed here are available with all license levels.

FEATURE DEMO BASIC BASIC PLUS STAN | ADVA | PRO
DARD | NCED
Number of LOR 0 > 4 8 UNLIMI| UNLIMI
Units Supported TED | TED
Number of Grid 2 > 2 4 UNLIMI| UNLIMI
Views Supported TED | TED
Full Access XML No YES YES YES | YES | YES
Data Storage
Beat Wizard (demo mode) (demo mode) YES YES | YES | YES
VU Wizard (demo mode) (demo mode) YES YES | YES | YES
Video Playback
(Windowed No No YES YES | YES | YES
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FEATURE DEMO BASIC BASIC PLUS STAN | ADVA | PRO
DARD | NCED
Mode)
Show On No No YES YES | YES | YES
Demand
Schedule Shows
Based on Day of (demo mode) (demo mode) YES YES | YES | YES
Year
Startup
Sequencesin (demo mode) (demo mode) (demo mode) YES | YES | YES
Shows
Shutdown
Sequencesin (demo mode) (demo mode) (demo mode) YES | YES | YES
Shows
Background
Sequencesin (demo mode) (demo mode) (demo mode) YES | YES | YES
Shows
Sequence in
Sequence in (demo mode) (demo mode) (demo mode) (demo YES | YES
Seguence mode)
MIDI File Wizard (demo mode) (demo mode) (demo mode) f:i?e‘; YES | YES
Triggered (demo
Interactive (demo mode) (demo mode) (demo mode) mode) YES | YES
Sequences
Show Startu No No No No | YES | YES
Options
Execute Windows
Shell Commands No No No No YES YES
Full Screen Video No No No No YES | YES
Playback
Multiple Networks No No No No YES YES
Create Protected No No No No YES | YES
Sequences
DMX Intensity No No No No YES YES
Native DMX
Devices No No No No YES YES
Supported
Dasher
(S4, (S4,
Controllers No No No No- ot S5)| not S5)
Supported
X10 Controllers (S4 (S4
No No No No ' '
Supported not S5)| not S5)
Digital 10 Cards (S4, (S4,
No No No No
Supported not S5)| not S5)
BSOFT Digital 10 (S4, | (sS4,
No No No No
Cards Supported not S5)| not S5)
Motion Effects | create Faworites | Create Faworites | Create Faworites | Create | Create | Create
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FEATURE DEMO BASIC BASIC PLUS STAN [ ADVA | PRO
DARD | NCED
favorite
Faworit | Favorit saqd
es es use in
sequen
ces
Intensity Files
and Enhanced No No No No No YES

Networks

Number of LOR Units Supported

Except for the Advanced and higher license lewvels (which support an unlimited number of Light-O-
Rama controllers), each license level will send lighting commands to a limited number of Light-O-
Rama controllers: Basic supports a single controller, Basic Plus supports four, and Standard
supports eight.

Whether a particular controller is supported or not depends on its unit ID. For example, the Basic
license lewvel will send lighting commands only to unit ID numbers 1 and 2, while the Standard
license level will send lighting commands to any unit that has a unit ID between 1 and 8.

Regardless of whether a particular unit will be sent lighting commands, you can always use the
Sequencer to build sequences using that unit; Light-O-Rama simply will not control the lights for that
unit unless you upgrade to a higher license lewel.

The unlicensed Demo version will not send lighting commands to any controllers, so you cannot use
it to actually control your lights.

Number of Grid Views Supported

A sequence may have multiple grid views; howewer, certain license levels will only support a limited
number of grid views in any given sequence. The Demo, Basic, and Basic Plus lewels support 2 grid
views per sequence, Standard supports 4, and Advanced and higher support an unlimited number of
grid views per sequence. The system grid view "View All ltems" is not counted toward the limit.

You will not be able to add new grid views to a sequence if it already has the maximum supported
number. However, you can still open sequences that have more grid views (for example, a sequence
that was created by someone who has a higher license level than you do). In this case, the extra
grid views can be displayed in the Sequencer, but you will not be able to modify them.

Full Access XML Data Storage

When a sequence is saved using a licensed version of Light-O-Rama, its save file uses a standard
XML format, which is designed to be understandable by people. Technically advanced users may

feel comfortable editing these XML-based sequence files directly with a text editor, or even building
their own tools that can be used with these files (although please be careful when doing so, as it is
not terribly difficult to make a small mistake which may render the sequence file incomprehensible
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to the Light-O-Rama software package).

On the other hand, when a sequence is saved using the unlicensed Demo \ersion, it is saved
encrypted, and so the file itself cannot be easily understood or modified by anyone or anything
except the Light-O-Rama software package. Additionally, data from an encrypted sequence cannot
be copied and pasted, except on the computer that the sequence was originally encrypted on.

No matter whether a sequence is saved using the open XML format or using encryption, the Light-O-
Rama software itself will still be able to use it.

If you create an encrypted sequence using the unlicensed Demo version, and later purchase a
license, you can unencrypt the sequence by resaving it on the same computer it was originally
encrypted on, using your licensed version of the software.

Beat Wizard

The Beat Wizard can be used to analyze a song to try to determine its tempo, and to automatically
place timings and lighting effects into a sequence based upon that tempo. It is fully supported in
license lewvels Basic Plus and higher.

It is not supported in license level Basic (nor in the unlicensed Demo version). However, you can
still try it out in a "demo mode" to see what it is like; after trying it on a sequence, you will not be
able to save your changes. You will be given a warning about this when you try it, along with a
chance to back out before committing to using it. Additionally, if you do decide to use it, and your
sequence already has unsaved changes, you will be given a chance to save them before you
actually use this feature.

VU Wizard

The VU Wizard can be used to analyze a song to find peaks in the audio - much like a VU meter -
and to automatically place timings and lighting effects into a sequence based upon those peaks. It
is fully supported in license lewvels Basic Plus and higher.

It is not supported in license level Basic (nor in the unlicensed Demo version). However, you can
still try it out in a "demo mode" to see what it is like; after trying it on a sequence, you will not be
able to save your changes. You will be given a warning about this when you try it, along with a
chance to back out before committing to using it. Additionally, if you do decide to use it, and your
sequence already has unsaved changes, you will be given a chance to save them before you
actually use this feature.

Video Playback (Windowed Mode)

You can build musical sequences based on audio files (such as MP3) or on video files (such as
WMYV). When a musical sequence is played, the sound will always play, but the actual video (or
audio visualization) will only be displayed for license levels Basic Plus and higher. License level
Basic will not display video (or audio visualization).

Additionally, your license level may or may not support video playback in full screen mode; see "Full
Screen Video Playback™ for details.
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Show On Demand

Using license lewvel Basic Plus or above, you can cause a show to be played without having
scheduled it. This is done via the "Show On Demand" menu item of the Light-O-Rama Control
Panel's popup menu.

Schedule Shows Based on Day of Year

The Light-O-Rama Schedule Editor can be used to schedule shows to play in two different ways: by

the day of the week (such as "from 6:00 PM to 9:00 PM on Friday") or by the day of the year (such
as "from 9:00 AM to 9:00 PM on December 25th").

Howewer, scheduling based on the day of the year is fully supported only in license levels Basic
Plus, Standard, and Advanced.

Using the Basic license lewvel, you will still be able to use the Schedule Editor based on the day of
the year in a sort of "demo mode" to see what it is like, but the Light-O-Rama Show Player will not
actually play shows that are scheduled this way - it will only play shows that were scheduled by the
day of the week.

Startup Sequences in Shows

The Light-O-Rama Show Editor can be used to build shows with several different sections. Among
these is the Startup Section. Seguences in the Startup Section are played immediately upon the
show starting up, one at a time, in order. After all of them have been played, the main portion of the
show (i.e. the Animation Section and the Musical Section) begins.

Howewer, this section is fully supported only with the Standard or higher license lewvels.
Using the Basic and Basic Plus license lewels, you will still be able to use this section in the Show
Editor in a sort of "demo mode”, to see what it is like. Howewer, the Light-O-Rama Show Player will

not actually play the sequences in a show's Startup section; instead, the show will simply begin
play directly with the Animation Section and the Musical Section.

Shutdown Sequences in Shows

The Light-O-Rama Show Editor can be used to build shows with several different sections. Among
these is the Shutdown Section. When the scheduled end time for the show is reached, the main
portion of the show (the Animation Section and the Musical Section) stops, and the sequences in
the Shutdown Section are then played, one at a time, in order. After they hawve all finished, the show
is truly finished.

Howe\er, this section is fully supported only with the Standard or higher license lewels.
Using the Basic and Basic Plus license lewels, you will still be able to use this section in the Show

Editor in a sort of "demo mode", to see what it is like. However, the Light-O-Rama Show Player will
not actually play the sequences in a show's Shutdown section; instead, when the scheduled end
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time for the show is reached, the Animation Section and the Musical section will stop, and the show
will be ower.

Background Sequences in Shows

The Light-O-Rama Show Editor can be used to build shows with several different sections. Among
these is the Background Section. All sequences in the Background Section will play
simultaneously, looping back to their starts when they reach their ends, throughout the entire course
of the show.

Howe\er, this section is fully supported only with the Standard or higher license lewels.

Using the Basic and Basic Plus license lewels, you will still be able to use this section in the Show
Editor in a sort of "demo mode", to see what it is like. However, the Light-O-Rama Show Player will
not actually play the sequences in a show's Background Section.

Sequence in Sequence

Sequences can themselves contain subsequences - a parent sequence containing a child
sequence. The parent sequence can be set to start or stop the child sequence at any given point
during play.

Howewer, subsequences are only fully supported with the Advanced license level or higher.
Using other license lewels, you will still be able to use subsequences in a sort of "demo mode", to

see what they are like, but you will not be able to save changes to your sequence after having done
Sso.

MIDI File Wizard

The MIDI File Wizard can be used to automatically insert timings and lighting effects into a musical
seguence that is based upon a MIDI song. For example, it can make your lights chase each other
in time to the music, or turn certain channels on or off based upon what notes are being played.

Howewer, the MIDI File Wizard is fully supported only with the Advanced license level or higher.

Using other license levels, you will still be able to use the MIDI File Wizard in a sort of "demo
mode", to see what it is like, but you will not be able to save changes to your sequence after having
done so.

Execute Windows Shell Commands

Using the Advanced license lewel or higher, Light-O-Rama can optionally tell Windows to execute
any arbitrary command that you specify when a particular sequence is started. An example of how
this might be used: If you broadcast the songs playing during your show over the radio, you might
set your sequences up so that they tell Windows to tell your RDS ("Radio Data System") program
to also broadcast the name of the song, allowing people with RDS-enabled radios to see the name
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of the song currently playing in your show.

Triggered Interactive Sequences

In addition to being able to control lights, some Light-O-Rama controllers can also accept input,
acting as triggers to start particular sequences on demand during a show. For example, as part of
your display, you could have several buttons for people to push, each of which will play a particular
song.

Howe\er, this feature is fully supported only with the Advanced license level.
Using other license lewels, you will still be able to use this section in the Show Editor in a sort of

"demo mode", to see what it is like. Howewer, the Light-O-Rama Show Player will hot actually play
any sequences which are triggered during your show.

Show Startup Options
Normally, the sequences in a show will start playing immediately at the show's scheduled start
time. The Advanced license lewel or higher allows more control over this; for example, you could
hook a big red button labeled "Start the Show" up to one of your Light-O-Rama controllers, and the
show will not start until that button is pushed.

For details, please see "Show Startup Options".

Full Screen Video Playback
When a musical sequence is based upon a video file (such as a WMV file), the Advanced license
level or highercan show the video in full screen mode (and similarly, it can show full screen audio

visualizations for musical sequences based upon audio files).

Lower license levels cannot show full screen video (or full screen audio visualizations), but they may
still be able to show video and visualizations in a window instead of in full screen. See Video

Playback (Windowed Mode) for details.

Multiple Networks

The Light-O-Rama Software Package can send lighting commands to Light-O-Rama controllers over
seeral different Comm ports simultaneously. This has seweral potential uses, especially for people

with large numbers of controllers, or lights spread out physically far from each other.

Howe\er, this is supported only in the Advanced license lewel or higher. Other license lewvels will
send lighting commands to Light-O-Rama controllers only over a single Comm port.

Create Protected Sequences

The Light-O-Rama Sequencer can be used to create protected sequences, which are sequences
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which cannot be modified (generally speaking) or viewed in the Sequencer, but which can still be
played, control lights, scheduled in shows, and so forth.

Howe\er, this is supported only in the Advanced license lewvel or higher. Other license levels can use
protected sequences, but cannot create them.

DMX Intensity

Light-O-Rama allows the possible intensity of most lighting effects ranges from 0 to 100, i.e. a
percentage of full intensity. DMX devices, however, are capable of taking 256 different intensities
(from O to 255), rather than 101. Light-O-Rama supports this possibility via the DMX Intensity tool.
However, this is only supported in the Advanced license leve or higherl. Other license levels will not
have access to the DMX Intensity tool.

Native DMX Devices Supported

The Advanced license lewel or higher can send lighting commands to DMX devices, in addition to
Light-O-Rama controllers. Lower license levels can only send lighting commands to Light-O-Rama
controllers.

Dasher Controllers Supported

These controllers are not supported in the S5 version.

X10 Controllers Supported

These controllers are not supported in the S5 version.

Digital 10 Cards Supported

These controllers are not supported in the S5 version.

BSOFT Digital 10 Cards Supported

These controllers are not supported in the S5 version.

Motion Effects

Motion Effects can be fully used only with the Pro license level. Lower license levels can use the
Motion Effect Generator to test effects and save those effects as fawvorites, but they cannot be used

in sequences.
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Intensity Files and Enhanced Networks

The Pro license level can use intensity files and enhanced LOR networks. These can help with
displays inwlving very large numbers of independent lighting elements. Lower license lewvels cannot
use these features.

Light-O-Rama Concepts

Light-O-Rama allows your computer to control your lights and other equipment in synchronized displays.
Such a display is organized into seweral levels:

At the lowest lewel, a sequence contains commands to be sent to your Light-O-Rama hardware, which
will actually control your lights. For example, a sequence might contain a command to turn on one
string of lights while making another string twinkle, and two seconds later, fading the first string down
while fading the second string up. A sequence can contain commands for many circuits.

Sequence

A sequence contains commands to control lights

Typically, people build a sequence per song that they want in their display (known as musical
sequences), each one containing all of the lighting commands for its particular song. People also build
animation sequences, not associated with any particular song, and often build one for each independent
part of their display - for example, one animation sequence to control a group of snowmen having a
snowball fight, and another to control a tin soldier firing a cannon.

Sequences can be grouped together into shows. A show allows several sequences to be played at the
same time, or sequentially, or in random order. A show can contain different sections - for example,
some sequences might be played only at the beginning of a show, others only at the end, others in
between, and still others for the entire duration of the show.
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Sequence Sequence Sequence

A show contains sequences to be played together, or in order, or randomly

Finally, shows can be scheduled to be played at certain times. Only one show (at most) can be playing
at any given time, but any number of shows can be scheduled for different times, and the same show
can be scheduled to play at many different times.

A schedule is used to play shows at specific times

4.1 Sequences

A sequence is a set of commands to be sent to lights - for example, a sequence may command the
lights to turn on when the sequence starts, turn off a second later, stay off for a tenth of a second, start
twinkling for the next two seconds, and then fade up, from completely off to completely on, during the
next three seconds. The Light-O-Rama Sequencer is used to create and modify sequences.

e Key Sequencing Steps

¢ The Sequence Grid
e More Information

Key Sequencing Steps
There are several key steps in the sequence process as shown in the flowchart below:

e Create a preview

© 2019 Light-O-Rama, Inc.



38

Light-O-Rama v5.2.4

e Create a sequence
e Save a sequence
e Create playback files

S5 Process Flowchart
If upgrading (optional)
| Import Visualizer file | [ > Create a PREVIEW which Import from online
defines all of the <: |
| Import SE animation channels in your display prof '

A single preview can be used
to create many sequences

Upgrade a sequence
from a prior version

________________________________

Save 55 Sequence [ .LOREDIT file Cre;]tg a|nd
schedule

show
\/ > .PLAY. I.MS file
Create Playback Files —
PLAY. LAS file Cre;:ateaSD
an

Create a Preview

A sequence can control multiple sets of lights independently of each other. Each set of lights should be
hooked up to a particular circuit on a particular controller; each such circuit is referred to as a "channel".
Channels are assigned to props, and props are part of a preview. Every sequence is associated with a
single preview, and that preview determines the set of channels the sequence can control. A preview can
be associated with multiple sequences.

In the example abowe, the 3 sequences are all assigned to the "Christmas 2018" preview. Each
sequence will have 4 props that can be controlled: Window, Door, Eaves, and Gutter.
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Not only do you assign channels to a prop, but you also assign a shape to each prop. This lets you
draw and arrange your lights in a way that resembles your actual display. When you play a sequence in
the Sequencer and display its preview, the drawing will behave just like your lights will - the props in your
drawing will turn on and off, fade up and down, and so forth.

A preview with Window, Door, Eaves, and Gutter props

Create a Sequence

There are two types of sequences: animation sequences and musical sequences. Musical sequences
are associated with songs (or sound effects, videos, etc.); the lights can be made to turn off and on (and
do other effects) in sync with the music. Animation sequences are not associated with songs. Many
sequences can be played simultaneously, but at most one musical sequence can be playing at a time -
all others must be animation sequences. This means that you can control some of your lights in sync
to a song via a musical sequence, while simultaneously controlling other lights independently, via
animation sequences.

You can create a new sequence:

¢ from the Eile Menu,
¢ by clicking links on the Start Page, or
¢ by right-clicking on a preview name in the Previews Window.

You can also create an S5 sequence by upgrading a sequence created in a prior version.

Save Your Sequence

It is important to save your sequence often so you don't lose any work if your computer crashes or you
lose power. It is also a good idea to make backup copies of your sequences to a flash drive or to the
cloud. The Sequencer's Save Copy options can be configured to make time-stamped backup copies
every time you sawe.

S5 sequence files use a different file extension than prior versions:

S5 Sequences Prior Versions
Musical Sequences LOREDIT LMS
Animation Sequences LOREDIT LAS
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Sequence File Extensions

S5 sequence files (LOREDIT extension) cannot be written directly to an MP3 Director's SD card or used
to create a show. To do that, you need to create playback files first.

Create Playback Files

When you hawe finished your sequence, you must create playback files. If you create playback files, but
then go back and make additional edits to your sequence or to your preview, you will need to create
playback files again. Playback files have a ".play.Ims" extension for musical sequences, and a
".play.las" extension for animation sequences. Once the playback files are created, you can use them
to:

¢ download an animation sequence to a controller for standalone playback
e create an SD card for an LOR MP3 Director, for playback without a computer

e package sequences together into a show, using the Show Editor, and then schedule shows to be
played at certain times using the Schedule Editor. The Show Player (if enabled, via the "Enable
Schedule" on the Light-O-Rama Control Panel) will monitor your schedule and play your shows at
the appropriate times.

The Sequence Grid

Here is an example of a simple sequence containing 4 props, as represented in the Sequencer. The
props are listed down the left side and a timeline is displayed across the top. As time passes (from left
to right), you can see that the Window prop is turned on, then it is turned off and the Door prop is turned
on, then that is turned off and the Eaves prop is turned on, and so forth, through the 4 channels:

% - 1.00 0:00.50 0:01.00 0:01.50

Show All ltems

oWindow 0§ )
Tt Door

{F Eaves

T Qutter

A simple sequence with afixed timing grid
Timings
The vertical lines in the sequence grid, representing distinct points in time, are known as timings. These

timings do not have any direct effect on how your lights will look; instead, they allow you to select time
ranges for lighting effects to happen, using various tools in the Sequencer.

Timings are grouped together into timing grids. There are 2 types of timing grids: fixed and freeform. In a
fixed timing grid, all of the timings are a fixed distance apart and the timings cannot be mowed, deleted,
or added to. In a freeform timing grid, timings can be at any location, and can be mowved, added, and
deleted. A sequence can have more than one timing grid. For example, here is the same sequence, but
now with a freeform timing grid displayed:
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Show All ltems  ~ T ~ ]!'F][,] . ,__,_,_',:_]'_,D_?_'f[,] L 00100 L 00150 L
£ Window L . :
Lt Door
{F Eaves
L Guitter

A simple sequence with afreeform timing grid

Note that the timings in this freeform grid are not the same distance from each other. Also note that the
timings and the effects do not line up with each other - there is no reason that they would have to. This
is so as to allow flexibility in where effects can be applied, without cluttering the display with many
timings.

For example, perhaps you might want a sequence to have some effects that follow the drum beats in a
song, and other effects that follow the lead guitar. You could simply add timings representing both the
drum beats and the guitar to a single timing grid, but if you do, it could be difficult to remember which
timing is for which instrument; also, the display might become cluttered with so many timings. So,
instead, you could put the timings for the drums into one timing grid, and the timings for the guitar in
another timing grid, and use the drop-down box to easily switch between the two timing grids as
appropriate. The effects that you add using the timing grid for the drums will not necessarily line up with
the timing grid for the guitar, nor the effects added using the timing grid for the guitar with the timing grid
for the drums, but neither should they.

Grid Views

A grid view is the group of props displayed in the sequence grid. A sequence can contain multiple grid
views. Each grid view can have its own props, or can share props with other grid views, or both. There is
one system-generated grid view call "Show All Items" - it automatically shows all props in the preview.
You can change the order of the props displayed in the "Show All ltems" grid view, but you cannot
remove items from it.

Grid Rows
The sequence grid can display sewveral types of grid rows:

e Reqgular channel rows have a gray background and control a single output channel

e RGB channel rows have a black background and are used for props composed of RGB lights that
can display any color

e Motion effect rows are only available with a Pro license. They allow you to apply color patterns to
a prop made of RGB pixels. Motion effects can also be applied to groups of pixel props. Motion
effects can be created using the Motion Effect Generator or the SuperStar Sequencer (SuperStar
is licensed separately).

e Animation sequences (but not musical sequences) can be set up to use loops. When playing a
sequence that contains a loop, when the end of the loop is reached, the sequence will jump back
to the beginning of the loop. It will do this a certain number of times (that you specify), and then
will continue past the end of the loop. Each time that it jumps back, you can make it go through
the loop faster, slower, or the same speed as before. There can be many loops in a sequence
(set up for different time ranges), and loops can even contain other loops.

e Musical sequences can contain beat channels, which are intended to hold sequence effects
related to the beat of the music. They are merely a sequencing convenience and do not control
lights.

e A sequence can also contain another sequence as a subsequence. The subsequence can be
turned on or off at different points in the main sequence, and its effects will play only when it is
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4.1.1

turned on.

e A sequence can contain effects for props that were once part of the preview, but have since been

deleted. These are called archived props.

e A sequence can contain RGB aggregates which aid in the conversion of effects from props made

of traditional lights to RGB channels or motion effect rows.

A prefix symbol is added to certain types of grid rows to help identify them. Here is a master list of
symbols used:

J Beat Channel

A Motion Row

Lt Regular Channel

= RGB Channel
@ Archived Prop

& Subsequence

More Information
For more detailed information on sequences, please refer to the following sections:

The Sequencer
Previews
Animation Sequences

Musical Sequences
Grid Rows

Channels

Timings

Effects

Archived Props

RGB Aqggregates
Freeform Play Range

Previews

A 'Preview' is a representation of your light display. It defines the lighting elements, how they are
arranged, and what channels they use. Creating a preview is required before you can create a
sequence.

A preview can be a quick rough sketch, or a detailed, highly realistic depiction of your display. It is up to

you to decide how much effort you want to put in to it. In any case, the preview must define every
channel that will be controlled by your sequences.

When you play a sequence using the Sequencer, you can also watch the sequence’s preview in the
Playback window. The drawing will change as if it were the lights that the sequence controls - that is,
parts of the drawing will turn on and off, fade up and down, twinkle, and shimmer, just as the sequence
commands.
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Props

The display elements in a preview are referred to as 'props'. You must add a prop to the preview for every
display element that you want to control. A prop can be as simple as a single channel string of
traditional lights, or as complex as a big pixel tree or matrix. When you create a prop, you define the
type and color of lights that it uses, its shape, and the channels assigned to it. If one of the built-in
shapes doesn't meet your needs, then you can define a custom shape.
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A sample of some of the shapes that come built-in to S5

Groups

Props can be grouped together.
¢ You might do this so that the props appear together in the sequence grid.
¢ You might also create a group so that you can apply an effect to the group instead of individual
props. This enables things like sweeping a color across your entire display.

Background Image

A preview can be assigned a background image (for example, a photo of your house), which you can
draw the lights on top of. The brightness of the background image can be adjusted from within the
Sequencer.

! m -li_ihiijl"
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AL LA

One Preview > Many Sequences

One preview can be associated with multiple sequences. Update the preview once, and the next time
you open any sequence associated with that preview, the update will automatically be applied.
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Preview: Christmas 2018

Prop: Window Prop: Door Prop: Eaves Prop: Gutter
Channels Channels Channels Channels
Unit 01 Circuit 1 Unit 01 Circuit 2 Unit 01 Circuit 3 Unit 01 Circuit 4
Sequence: Sequence: Sequence:

Jingle Bells Let It Snow Joy to the World

Importing a Preview

You don't necessarily need to create a preview from scratch. S5 can import an existing display definition
from a variety of sources.

|mport an 84 V|S ua”Zer @ LOR Visualizer v2.9.111 Advanced-Sample Visualizer File. lee

. Fle Edit Hep Debug
file RIEIET [e=]=] [m] E
] ool glalglm| SlelE] slE]] T e B teae B vere [ 05 | WPt o

Fistures || Props ™ Simple Display
You can perform the 5

import from the Preview
Management window,
when upgrading a
sequence, or from within
Preview Design

Changed | Select Prop X831 Y457 1:55 P
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Import a block-style
animation defined in a
legacy sequence

You can perform the
import from the Preview
Management window, or
when upgrading a
sequence

ﬁ Animation for 2008\do you hear-2008.Ims
4| p|m|
Size
Bows lm—
’EU—

Update

]
—

LColumng

Zoom

Drawing

Track 1 =
House Star Left =

Background Image

Select
e

r

Import an S4 Pixel Editor
preview

Pixel Editor previews are
automatically upgraded to
S5 previews the first time
you run the S5 Sequencer

o o=

‘0 Preview Design - tutorial

Save

Preview

Name tutorial

Prop - Format - List =

Garage
(Garage Food

Roof Outline

r Bulb
Shape

Size
: U

Transparency
0% G

Dackg

Erightness

U

Import a preview from an
S5 sequence sent to you
from someone else

Each S5 sequence
contains a backup copy
of the preview it uses.
When you open an S5
sequence that has been
sent to you, the copy of
the preview inside the
sequence will
automatically be imported
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Conwert any legacy
sequence to an
automatically generated
preview. The preview won't
look like your house, but
channel information will
be set correctly and it will
allow you to get started
with your sequencing right
away.

You can auto-generate a
preview when upgrading a
legacy sequence, or by
using the Quick Preview
feature when creating a

new S5 sequence.

3 File Edit View Tools Play Wind
DS |m| &[5 B[] a
[A G || o | g || 52
-] Time Scale ,21,5}-5'0‘ ‘
_ HouseStarleft || | |

House Star 3 |
Houze Star Too |
House Star 5

Housge Star &
House Star 7

_ HouseStxB |

— HouseStarBioht 1| |
_ HowseStarDoorlt 1| |
— House StarDoor Too || |

Upit 01.13
Lpit 01.14
Fr Door Tres
Unit 01,16
B -TT3-1 1. S—
B -1 —|
. GasgeStalt |
— GaageSta2 || |
Gaaoe StarTon || |
. Garage Stard |

Garaoe Star At
Lychway
House Roof
Garage Roof

Preview Design - do you hear

Save Cancel Mame |doyou hear

Design Channel Conflicts (and bulk change tool) Other Warnings  String Summary  Statistics.

Add ltem a ¥ =3

Item - Format - &

Garage Roaf

Garage Star 2

Garage Star 4

Garage StarLt

Garage Star Rt

Garage Star Top

House Roof v

Bulb  Scale  Backgroumd

Shape Square v

Size '

1
Tansporency

The Preview Design Window

Previews are modified using the Preview Design window. It can be accessed several ways:

¢ To create a preview, go to the Previews window and click the "+" icon.

¢ To modify a preview, go to the Previews window and double-click on a preview name.

¢ To modify the preview for an open sequence, click the preview name on the sequence’s toolbar
and select Preview Design from the drop-down menu; or you can select Preview Design from the

Seguence menu.

For details on how to create and modify previews, please see the Preview Design topic.
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Preview Design - LOR-TypicalHouse-C68P32-1280-RevA O *

Save Cancel Mame |LOR-TypicalHouse-C68P32-1280-RevA

Design o Channel Conflicts (and bulk change tool) o Other Warnings  String Summary  Statistics

5 Add Item a ¥ @

ltern ~ Format + 4k~

01.01-Roof A ~
01.02-Roof B

01.03-Roof C

01.04-Roof D

01.05-Window A

01.06-Window B

01.07-Window C

01.08-Window D

01.09-Column A

01.10-Column B

01.11-Celumn C A

Bulb Scale  Background

Set Image Clear Image

Brightness

Dark Light

< >

The Preview Design window with lights drawn on top of abackground photo of ahouse

4.1.2 Animation Sequences

An animation sequence is a seguence that is not associated with a song (or video, or other audio file).
This is as opposed to a musical sequence.

There are some other differences between animation sequences and musical sequences:

e Animation sequences can contain loops, which musical sequences cannot;

¢ Various song-related tools such as the Beat Wizard, MIDI File Wizard, VU Wizard and Tapper
Wizard are only available for musical sequences.

e Animation sequences cannot contain beat channels.

e Generally speaking, only one musical sequence can be played at a time (although there is an
exception to this, described in the help page on musical sequences), whereas many animation
sequences can be played simultaneously.

You can convert an animation sequence to a musical sequence by simply setting the media file via
Sequence > Media File.

In S5, animation sequences and musical sequences have the same file extension (LOREDIT). This is
different from prior versions, where animation sequences had an LAS extension and musical sequences
had an LMS extension.

To create an animation sequence in the Sequencer, use the New Animation dialog.
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Mew Animation Sequence >

Sequence Author (cannot be changed later):

lane Doe

- Select Preview

A preview defines all of the display elements and channels in your sequence

Cluick Preview

2017 class sample

Length of animaticn (not including loops):

|1:DD.DD 1 minute

[] UseLoops

r Initial Timing
[] Tenth second intervals
Half second intervals
[] One cecond intervals

[] Custom interval

A NE e

-

[] Create an empty freeform timing grid

Default number of motion effect rows for pixel props: 4 x
(requires PRO license)

Save these choices as defaults Create Cancel

The New Animation dialog

Musical Sequences
A musical sequence is a sequence that is associated with a song (or video, or other audio file), allowing
you to synchronize the song with lighting effects. This is as opposed to an animation sequence.

There are some other differences between animation sequences and musical sequences:

¢ Animation sequences can contain loops, which musical sequences cannot;
¢ Various song-related tools such as the Beat Wizard, MIDI File Wizard, VU Wizard and Tapper
Wizard are only available for musical sequences.
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e Musical sequences can contain beat channels.

e Generally speaking, only one musical sequence can be played at a time (although there is an
exception to this, noted below), whereas many animation sequences can be played
simultaneously.

The exception to the rule that "only one musical sequence can be played at a time" is that musical
sequences put into any section of a show other than the musical section are, effectively, treated as
animation sequences. That is, their associated songs will not be played, and more than one of them
can be played simultaneously.

You can conwert a musical sequence to an animation sequence with the Sequence > Convert to
Animation menu item.

In S5, animation sequences and musical sequences hawe the same file extension (LOREDIT). This is
different from prior versions, where animation sequences had an LAS extension and musical sequences
had an LMS extension.

To create a new musical sequence in the Sequencer, use the New Musical Sequence dialog.
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Mew Musical Sequence x

Sequence Author (cannot be changed later):

- Select Preview

A preview defines all of the display elernents and channels in your sequence

Existing Preview  Quick Preview

LOR-TypicalHouse-CB8P32-1280-RevA w

- Music

File name |Wizards In Winter.mp3

Artist |Trar|5-5i|::|eriar1 Orchestra

Title |Wizard5 In Winter (Instrumental) (Album Version) |

Album |The Lost Christmas Eve

Initial Timing
Use a Wizard to create timings Create equally spaced timings
® Mot now, maybe later [] Tenth second intervals
Half second intervals
() Use the Tapper Wizard [] One second intervals
() Use the Beat Wizard [] Custom interval
(O Use the VU Wizard 0.0 -
Default number of motion effect rows for pixel props: 4 -

(requires PRO license)

Save these choices as defaults Create Cancel

The New Musical Sequence dialog

414 Channels

A channel is a particular circuit on a particular controller which can control lights (or senos in the case
of the Servo Dog controller). The Sequencer can be used to assign effects to channels, to make the
lights turn on and off, fade, shimmer, twinkle, and so forth.
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Regular Channels

Single channels can control a string of traditional incandescent or LED lights, or a single-color flood
light, or perhaps some strobe lights. We will refer to these as "Regular Channels" to distinguish them

from "RGB Channels".

A single channel from an AC controller

RGB Channels

An RGB channel is a group of three channels - a red channel, a green channel, and a blue channel. By
varying the amount of red, green, and blue light, any color can be produced. A device may hawe a single
RGB channel, like an RGB flood light (sometimes referred to as "dumb RGB"); or it can have many RGB
channels, like a Cosmic Color Ribbon (sometimes referred to as "Smart Pixels").

Yellow

Mixing red, green, and blue light

Pixels

Pixels are just a collection of RGB channels, 1 RGB channel controls one pixel. So a string with with 50
pixels would have 50 RGB channels. Light-O-Rama Pixie Controllers, as well as the PixCon16 controller,

are used to control pixels.
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Device Type

When defining a channel, you first start with the Device Type. Device type specifies the type of
commands the controller understands (i.e. command protocol). The S5 software can send commands
using the Light-O-Rama protocol and also the DMX protocol.

Light-O-Rama Protocol
When using the Light-O-Rama protocol, a channel has a unique combination of;

e Network, which is the COM port that this channel's controller is hooked up to;

e Unit, which is the unit ID of the controller, allowing different controllers to be distinguished from
each other;

e Circuit, which represents an electrical circuit that can controlled. It could be a single output from
an AC controller, DC controller, or sernvo controller. Or a group of circuits could be used to control
a string of RGB pixels - one RGB channel per pixel.

DMX Protocol
When using the DMX protocol, a channel has a unique combination of:

e DMX Universe, and
e DMX Channel. There are 512 available channels in each DMX universe.

Assigning Channels

Channels are assigned to props in the Prop Definition screen within Preview Design. A preview is
assigned to a sequence, and the sequence can only control the channels defined in its assigned
preview.

Channels Channels Channels Channels

Unit 01 Circuit 1 Unit 01 Circuit 2 Unit 01 Circuit 2 Unit 01 Circuit 4

Sequence: Sequence: Sequence:
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Network Preferences

There are 2 variants of the Light-O-Rama protocol: there is the non-enhanced protocol for "Gen 1"
devices and the enhanced protocol (ELOR) for "Gen 3" and later devices.

There are also 2 variants of the DMX protocol: there is DMX sent over a USB adapter and DMX sent over
Ethernet (also known E1.31 and sSACN).

Which variant to use as well as other connection properties are set using the Network Preferences
program.

Specified in: LOR < DeviceType + DMX

* Circuit (1-512)

i Prop Definition ‘ ‘ i
i * MNetwork (Regular, Aux A, etc.) *  Universe (1-999) i
i * UnitID (01, 02, etc.) * Channel (1-512) !

USB adapter

Ethernet (E1.31)

415 Effects

The lighting effects available depend on the type channel:
¢ Reqular channels

e RGB channels
e Pixels

Effects for Regular Channels

On ¥

The "On" effect is just what it says - the light turns on. This could be the light turning on at full (100%)
intensity, or at some other intensity, or fading on, or fading off.

Twinkle ¥

The "Twinkle" effect causes your lights to quickly vary between on and off. The effect could be twinkling
at full (100%) intensity, or at some other intensity, or fading on, or fading off.

The difference between "Twinkle" and "Shimmer" is that twinkle is more random: Two different strings of
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lights that are both told to shimmer at the same time will quickly turn off and on in sync with each other;
if they are instead told to twinkle, they will still quickly turn off and on, but not in sync with each other.

Shimmer [H

The "Shimmer" effect causes your lights to quickly vary between on and off. The effect could be
shimmering at full (100%) intensity, or at some other intensity, or fading on, or fading off.

The difference between "Shimmer" and "Twinkle" is that twinkle is more random: Two different strings of
lights that are both told to shimmer at the same time will quickly turn off and on in sync with each other;
if they are instead told to twinkle, they will still quickly turn off and on, but not in sync with each other.

DMX Intensity

DMX devices receive values between 0 and 255. Most of the time it is sufficient to specify that a light be

turned on at 50% or 75% brightness - in which case the DMX Intensity effect is not necessary (the Light-
O-Rama software will handle the conversion between percentage and DMX value for you). Howeer, there
are some DMX devices (moving head lights for example) where a precise DMX value is required. In these
cases, the DMX Intensity effect can be used to specify that value.

Effects for RGB Channels (also called dumb RGB)

For RGB channels, the 4 effects for regular channels (on, twinkle, shimmer, and DMX intensity) can be
applied in combination with a color or a color transition.

Effects for Pixels (also called smart pixels)

For pixels you have 3 options for creating effects. The S5 Sequencer allows you to mix and match all 3
approaches.

e Assign colors to each pixel individually. This can be tedious work for display elements with more
than a few pixels. Howewer, sequences for sale are sometimes delivered this way.

® You can use the SuperStar sequencer (separate license required)

e You can use the Motion Effect Generator that is built in to the Sequencer. Pro license required.

Grid Rows

When a sequence grid is displayed on your screen, each row in the grid will be of a certain type.
Different row types can hold different kinds of effects.

Regqular channels
RGB channels

Motion Effect Rows

Subseguences
Beat channels

Loop Rows

Some row types are displayed with a symbol as a prefix to help identify the type of grid row. Here is a
summary of the symbols that are used:
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J Beat Channel

A Motion Row

1f Regular Channel
= RGE Channel

@ Archived Prop

& Subsequence

Regular Channels (non-RGB)

A channel is assigned to a prop, which belongs to the preview associated with the sequence. A
sequence can only control the channels defined in its associated preview. In order to add a channel to a
sequence, you must edit the preview using the Preview Design screen. Channel names and colors are
also derived from the preview, so changing the name or color requires a change to the preview.

Channels Channels Channels Channels

Unit 01 Circuit 1 Unit 01 Circuit 2 Unit 01 Circuit 3 Unit 01 Circuit 4

Sequence: Sequence: Sequence:

The Sequencer is used to assign effects to channels, to make the lights turn on and off, fade, shimmer,
twinkle, and so forth.

In the Sequencer, channels are represented as horizontal rows. On the left side of a row is the channel
name; on the right side is a grid showing what effects are assigned to the channel at what times. The
grid for a regular channel is displayed with a gray background. For example, the following sequence has
4 channels, and they are named "Window", "Door", "Eaves", and "Gutter". Each one of them has an
"on" effect that turns the respective channel on at 100% intensity for 1/2 of a second.

.00 0:00.50 0:01.00 0:01.50

Show All ltems v|'E= -

T Window :

oDoor L

{F Eaves

¥ Gutter

A sequence with 4 channels
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See the Adding Effects topic for more details. To change an existing effect on a regular channel row, just
double-click on the effect and a pop-up window will prompt for the new effect. For example, you can use

this to change a twinkle to a shimmer.

Channel Effect
Effect
OFon  O% Twinke @[ shimmer O gl DMx
QK Cancel

Double-clicking on a channel's name brings up the Prop Definition dialog (which is part of the preview).
This allows modifications to various things like the channel's name, color, unit, and circuit:

Prop Definition O X
Save Cancel Mame M Comment
r Lights r Shape r Channels
Dimming Curve | Mone — Window Frame ~ Uses the same channels as | <none> ~
Preview # of lights |20 =
= T =
Traditional RGB Top LOR > Max Circuit -
Preview # of lights |10 =
Type: | Multicolor string 1 ch ~ Left/Right (®) Enter channel on first row, auto-number the rest
Preview # of lights |20 =
Select Color(s) Order Bottom () Enter a channel on EVErY row
White White Starting  n/a
Location MNetwork  Unit & St.art. Er.1d Color
] Green Circuit  Circuit
W Biue ¥ b 1 |Reg. |v| o1 1 1 [White
[l Purple
[] Orange
[ vellow
[ warm White
O Custom

Prop Definition screen for the Window prop

Right-clicking on a channel's hame brings up a popup menu with various channel-related tools:

Shl:lw.lﬁl.” ItEmS > E T 3-|D|D| [ |D|:[|][!]-|2F]| [ |D|:[|][!]-|.
2 Doo, Zoomed Playback »
3 Eave Prop Definition
{3 Gutt
" Convert to Grid View Group
Sort Channels 2
Add/Medify Motion Effect Rows

Right-click menu
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Regular channel rows can be dragged up and down to rearrange their order. This has no effect on your
lights; it only affects the order that they are displayed in the Sequencer. Each grid view can display
channels in a different order - changing the order in the currently displayed grid view does not change the
order in any other grid view.

When you play a sequence in the Sequencer, the area just to the right of the channel name flashes with
the color that you selected as it turns on and off; it will also fade up and down, shimmer, twinkle, and so
forth, just as your lights will. You can change the width of the "color sample" area in the Sequence Grid
Preferences dialog.

RGB Channels

An RGB channel is a group of three channels - a red channel, a green channel, and a blue channel -
which can be combined to produce any color. A device may hawve a single RGB channel, like an RGB
flood light; or it can have many RGB channels, like a Cosmic Color Ribbon. In the Sequencer, an RGB
channel is displayed with a black background. Lighting effects on an RGB channel are represented in
the row as colors:

Show Alltems  ~|% - [-2° 0:00.50 0:01.00 0:01.50

T T T T SO N WO U N SO TN TN O O N N U O T T T O TR T T T U O SO TN SO SO T T SN U
- RGB flood [

o Window o § .
Tt Door
{} Eaves
{F Gutter
A sequence with an RGB channel followed by several normal channels

It is important to note that the colors displayed on your computer's screen in the Sequencer are not
necessarily the same colors that will appear on your actual lights, and in some cases may actually be
very different. Different RGB devices may produce different colors when their constituent red, green, and
blue channels are set to the exact same intensities. So, you may have to experiment a bit to figure out
colors as displayed in the Sequencer that wind up looking the way you want on your actual RGB
devices.

The primary tool for applying colors to an RGB channel is the Color Fade tool. This tool allows you to
specify a start color and an end color; when applied to a time range in the RGB channel, it will cause
that time range to gradually fade from the start color to the end color.

Another tool which may be particularly useful for RGB channels is the Fill tool, which (on a normal
channel) allows you to click an empty area and cause it to become a fade from the preceding intensity
to the following intensity. For example, if you have a normal channel which has a fade up from 40 to 60,
followed by the lights being off, followed by a fade down from 80 to 20, then applying the Fill tool to the
area where the lights are off will cause that area to become a fade up from 60 to 80 (because the effect
preceding the empty area ended at intensity 60, and the effect following the empty area started at 80).
On an RGB channel, the Fill tool will instead cause a color fade from the preceding color to the following
color, allowing you to quickly set up smooth color transitions across several different colors.

The Chase and Repeat tools may also be of particular use on RGB channels. The Chase tool causes
the lighting effects in a single channel (or RGB channel) to be applied through a range of following
channels (or RGB channels), offset in time a bit with each passing row, so that the effect seems to be
"chasing" through the channels (or RGB channels) as time passes. The Repeat tool causes one or
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more copies of the lighting effects in your selection to be applied immediately following your selection.

Other tools, such as Max Intensity or Fade Up or Fade Down, can also be applied to RGB channels.
Doing so will cause the tool to be applied using the current color shown on the toolbar. For example, if
the toolbar color is solid blue, applying the Fade Up tool, with intensities 0 to 100, to an RGB channel

will cause the toolbar blue to fade up from 0 to 100, thus making the RGB channel itself fade from black

to blue.

To edit an effect on an RGB channel row, just double-click on the effect and a pop-up window will prompt
for the new colors and effect.

Random

Random

RGBE Channel Effect x

(® Color Transition ) Single Color Fewed Temaiems oa| |
N

Cheose.. << Copy Cheose.. T

Random

Effect
[@  on

O 8 Twinkle

OB] Shimmer

Cancel

Double-clicking on an RGB channel's hame brings up the Prop Definition dialog (which is part of the

preview). This allows modifications to various things like the channel's name, unit, and circuit:
Prop Definition O »
Save Cancel Name Comment
rLights rShape r Channels
Dimming Curve | MNone w Bulbs Uses the same channels as | <none> e
preview £ of RGE | LOR v Max Circuit 24 |2

Traditional RGB

Modes

(® Enter channel on first row, auto-number the rest

RGE Pixels
o (O Enter a channel on every row
Motion Effect Rows (0}

Starting n/a
Location .. Start End
@® Dumb RGB (3 channel) Network  Unit# i circuic  COlOF
» 1 |Reg.. v 02 1 1 Red
Reg.. |v~| 02 2 2 Green
Channel RGEB order ~ 2 2
Order 3 |Regu. |~| 02 % ) Blue

The RGB Channel Settings dialog

Right-clicking on an RGB channel's button will open up a popup menu with various channel and RGB
channel-related tools:
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Show All ltems  ~ Ta ~ ]'Fm, o F]:F]?'E,D. o [
—

o Window | Zoomed Playback 3
Tt Door Prop Definition
¥ Eaves
3 Gutter Convert to Grid View Group
Sort Channels 3
Add/Medify Motion Effect Rows

Right-click menu

RGB channel rows can be dragged up and down to rearrange their order. This has no effect on your
lights; it only affects the order that they are displayed in the Sequencer. Each grid view can display
channels in a different order - changing the order in the currently displayed grid view does not change the
order in any other grid view.

When you play a sequence in the Sequencer, the area just to the right of the RGB channel name is filled
with the color of the current effect; the same color as your lights will display. You can change the width
of the "color sample" area in the Sequence Grid Preferences dialog.

RGB channels are added to the sequence by adding props to the preview associated with the sequence.

Motion Effect Rows

Motion effect rows contain motion effects, which are moving color patterns applied to props (or groups of
props) built with RGB pixels. For example, there are motion effects for spirals, snowflakes, fireworks,
pictures, text, etc.

Motion effect on a pixel tree

Motion effects can be created using the Motion Effect Generator or the SuperStar Sequencer. The
SuperStar Sequencer requires a separate license. To edit an existing effect on a motion effect row, just
double-click on the effect -- the Motion Effect Generator or SuperStar Sequencer will open and allow you
to make changes to the effect.
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Motion effects can be displayed on lights connected to Enhanced LOR networks, as well as DMX
networks. They cannot be displayed on LOR networks that are not enhanced. Furthermore, they cannot
be used in a stand-alone sequence that is loaded into a controller.

Motion effect rows are displayed with a black background. The row names hawe a "A" prefix. Effects on a
motion row alternate colors in order to show where one effect stops and the next effect starts. By default
the 2 colors are white and gray. So the first effect on a row will be white, the second effect gray, the third
effect white, etc. The colors shown on the grid have nothing to do with the colors that are used in the
effect.

1:18 1:20

Show All ltems o 'E: - m

A Souza Eave UR2Z: mO1
+  Souza RGE Star Mested
A Souza RGE Tree: mO1

3 motion effect rows

You can customize the alternating colors in the Motion Effect Preferences screen. Also on that
preferences screen, you can enable a feature that displays the first 4 letters of the effect's name on the
sequence grid. This can help identify the effect. Here is the same example with hame display enabled.
You can see that the first row contains a series of Colorwash effects, the second contains Bars effects,
and the third row contains Spiral effects.

1:18 1:20
L T T (N SN TN (RN U [N T [ T TR Y (N TR N . N T [N SR T T B B |
8 Souza Eave Rz mo1 WIS TSEETEEE [SEETaER B EETECE [eEe ITa]
+  Souza RGB Star Nested g;ﬁ%g;ﬁgggﬂgg::gEg;ﬂ%g;%%g;ﬁ%g;%%gr;;EEgﬁ
. FirSPrirgrirSFrinSFrirSFrifrSFrirSei Fi Fi
4 Souza RGE Tree: mO1 Fir3FirGFir5FinGFiraFir5Firarirarirar
Motion effects with naming enabled

Motion effect rows are created automatically for pixel-based props and groups when you create a
sequence and set the "Default number of motion effect rows for pixel props” field to a number greater
than 0 (see the New Animation Sequence and New Musical Sequence dialogs). You can create them
later (or add more) by right-clicking on a prop, group, motion row, or channel hame on the left side of the
sequence grid and selecting "Add/Modify Motion Effect Rows".

- 'j
PixelTree-16x25 Zoomed Playback r

Prop Definition

Use This Prop For Thurnbnails
Expand

Collapse

Add/Modify Motion Effect Rows

Enable Channel Level on Pixel Prop
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You can remove a motion effect row by right-clicking on the motion effect row hame and selecting
"Delete Motion Effect Row". You can do some bulk deletions by selecting Sequence > Delete Grid Rows
from the main menu.

I -16x2 . N
A PixelTree-16x25 Folded Zoomed Playback

Prop Definition
Use This Prop For Thumbnails

Convert to Grid View Group

Add/Medify Motion Effect Rows
Delete Motion Effect Row

Enable Channel Level on Pixel Prop

Subsequences

A subsequence is a sequence that is used as a part of another sequence (its "parent sequence”, or "the
main sequence”). Subsequences are displayed with a "8" prefix in the sequence grid.

A subsequence

A sequence grid row for a subsequence can be turned on and off, using the Sequencer, in the same
ways that other channels can be. When the channel in the main sequence is turned on, the
subsequence will begin playing, from its beginning. It will continue playing for as long as the channel
remains on; if play of the subsequence reaches its end before the channel has been turned off in the
main sequence, the subsequence will simply loop back to its beginning and continue playing.

When the channel in the main sequence is turned off, the subsequence will stop playing. If the channel
is subsequently turned back on, the subsequence will start playing again, from its beginning (not from
the last point that it left off at).

In S5, the effects contained in a subsequence will be displayed in the playback window while the
sequence is being played. This is different from prior versions.

Tip: Do not set up the same physical unit and circuit to be a channel in a sequence and a channel in a
subsequence of that sequence (or two channels in two different subsequences of a sequence). Doing so
will likely cause unexpected and undesired results, as the two channels compete for control over the
same physical circuit.

Note: If a sequence with a Windows shell command is used as a subsequence, that command will not
be executed. Only the shell command associated with the main sequence (if any) will be executed.

A subsequence can be created by selecting "Subsequence" from the "Add New" item on the Sequence
menu or on the Grid View menu.
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Right-click on a subsequence's name and select "Modify Subsequence" to change its name, color, or
referenced sequence file.

Right-click on a subsequence's name and select "Delete Subsequence" to remowe it completely from the
sequence.

Beat Channels

Beat channels are intended to hold sequence effects related to the beat of the music; howewver, you can
put any regular channel effect anywhere you want in a beat channel. Beat channels can only be added
to musical sequences and are shown with a "?" symbol as a prefix. Beat channels are not shown in the
playback window when the sequence is played and they cannot control real lights. Beat channels stay
frozen at the top of the sequence grid so they are always visible. You can add as many beat channels
as you want to a sequence, there are no limits.

If you have many beat channels in a sequence, you might not want to see all of them at one time - as it
could take up a lot of valuable screen space. You can control this by selecting the Beat Channel Row
Count item from the Grid View menu.

a0 0:01
P R

Show All [tems v - e ." '

J Beat Wizard

2 YU Wizard |
+ RGE Tree SR ZEarcEircBar:
+  Star30

2 beat channels at the top of asequence

Beat channels can be created:

e Within any of the 4 audio wizards.

¢ By selecting "Beat Channel" from the "Add New" item on the Sequence menu or on the Grid View
menu.

¢ By right-click on an existing beat channel name and selecting "Add Beat Channel"

Right-click on a beat channel's name and select "Modify Beat Channel" to change its nhame and/or color.

Right-click on a beat channel's name and select "Delete Beat Channel" to remowve it completely from the
sequence.

You can copy sequencing from a beat channel to other areas of your sequence using copy/paste.

Loop Rows

An animation sequence (but not a musical sequence) can contain loops. When the Show Player or the
Sequencer plays a sequence with loops, when the end of a loop is reached, the sequence will go back

to the beginning of the loop. This will happen a certain number of times (which you specify), after which
the sequence will continue on past the end of the loop.
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Each time through a loop, you can have the sequence speed up, slow down, or remain at the same
speed.

A sequence can contain many loops. Loops can be nested - that is, a loop can contain other loops.

Loop rows are shown with a white background are fixed to the top of the sequence grid. They do not
scroll away when the rest of the sequence is scrolled vertically.

For example, the following picture shows a sequence with a loop starting at 1 second and ending at 2
seconds. The number of times the loop will repeat is shown in the middle of loop (1 in this case). If the
loop were to speed up after each pass, then the repeat count would be followed by a "+" symbol. If the
loop were to slow down after each pass, then the repeat count would be followed by a "-" symbol. In this
case the loop speed is set to stay the same, so no symbol is displayed.

Show All ftems  ~ % = 00 0:01 0:02 0:03

Loop 1 i
= RGB flood B
T Window
{F Door
{} Eaves
¥ Qutter

A sequence with aloop starting at 1 second and ending at 2 seconds

See the Loops in Animation Sequences topic for more information.
4.1.7 Timings

Timings are the times in a sequence at which you can command the lights to do various effects - to turn
on, turn off, fade up, fade down, and so forth.

Timings are represented in the Sequencer by vertical grey lines. For example, the following sequence
has timings ewery half a second, at 0.5 seconds, 1 second, 1.5, 2, 2.5, 3, and so forth:

Show All ltems  ~ |1 + [20 0:01 0:02 0:03

2 Window o

£} Door ! i

DEaves 8 | |
{F GQutter

A sequence with timings every half asecond

Timings do not have any direct effect themselves on the behavior of your lights; rather, they simply give
you a way to specify a start time and an end time for effects on a grid row. You can fill the space
between two timings with an effect by selecting the appropriate tool (such as the "Fade Up" tool) and
clicking on a grid cell (see Adding Effects for details). For example, selecting the "Max Intensity" tool
and clicking the cell between 1 second and 1.5 seconds for the "Door" prop results in:
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Show All ltems

£ Window
£} Door

{} Eaves
¥ Gutter

20 0:01 0:02
W E -

The Door prop has been turned on, between 1second and 1.5 seconds

Timings do not have to be equally spaced (as they are in the above example). For example, the

following sequence has timings at 0.37 seconds, 1 second, and 3.2 seconds:

Show All ltems  ~ T - po

£ Window
£} Door

{} Eaves
¥ Gutter

Timing Grids

0:01

0:02

0:03

A sequence with timings at 0.37 seconds, 1 second, and 3.2 seconds

A set of timings is known as a "timing grid". A sequence can have more than one timing grid, with one
being shown at a time. The timing grid that is currently shown can be changed by selecting from the
"Timings" drop-down box on the Toolbar. There are two types of timing grids: fixed grids and freeform

grids.

Fixed Timing Grids

In a fixed timing grid, each timing is the same length of time from the next timing. For example, a fixed
timing grid might have a timing every second, or every tenth of a second.

The timings in a fixed timing grid cannot be mowed, deleted, or added to.

Freeform Timing Grids

In a freeform timing grid, timings do not hawve to be equidistant. For example, a freeform timing grid
might have one timing at time 1.00 (i.e. one second), another half a second later at time 1.50, and
another 2.2 seconds past that at time 3.70.

The timings in a freeform grid can be mowed or deleted, and new timings can be added.

Creating, Deleting, and Modifying Timings

Timings can be automatically inserted into a sequence when it is created, in a variety of ways. For
example, you can tell the Sequencer to insert timings every so often - for example every half second, or,
for a musical sequence, insert timings based on the song itself using various tools like the Beat Wizard,
VU Wizard, Tapper Wizard, and MIDI File Wizard. If you tell it to insert timings every so often (such as
every half second), it will create them in a fixed timing grid. If you tell it to use one of the audio wizards,
or not to insert timings, it will use a freeform timing grid. Please see the New Animation dialog and New
Musical Sequence dialog for details. The audio wizards can also be run at any time after sequence

creation.
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Mew Musical Sequence

Sequence Author (cannot be changed later):

rSelect Preview
A preview defines all of the display elernents and channels in your sequence

Existing Preview  Quick Preview

LOR-TypicalHouse-CB8P32-1280-RevA w

- Music

File name |Wizards In Winter.mp3

Artist |Trar|5-5i|::|eriar1 Orchestra

Title |Wizard5 In Winter (Instrumental) (Album Version)

Album |The Lost Christmas Eve

Initial Timing
Use a Wizard to create timings Create equally spaced timings
® Mot now, maybe later [] Tenth second intervals
Half second intervals
() Use the Tapper Wizard [] One second intervals
() Use the Beat Wizard [] Custom interval
() Use the VU Wizard 0.05 =
Default number of motion effect rows for pixel props: 4 -
(requires PRO license) it
Save these choices as defaults Create Cancel

The New Musical Sequence dialog

In a freeform timing grid:

¢ Timings can be added during sequence playback by using the "T" shortcut key
¢ Timings can be moved by clicking and dragging them. This behavior can be turned on or off by
"locking" the timings.
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4.1.8

4.1.9

Timings can also be added, deleted, and resized in a variety of other ways. See these topics for more
information:

¢ The toolbar's timings section
e The Timing Mark sub-menu on the grid's right-click menu

Compressed Sequences

The layout of a Light-O-Rama sequence file is somewhat verbose. This is intended to make it easier for
third party tools which use LOR sequence files to be created. Howewer, it has a drawback: Large
sequences may be fairly slow to load. When loading a large sequence in the Sequencer, this may be
an inconvenience. But the real problem is when loading a large sequence in the Show Player: It may
take seweral seconds, during which time your show is effectively paused.

To resolve this issue, Light-O-Rama supports the concept of a "compressed sequence"”. A compressed
sequence is a separate sawe file, associated with a sequence but containing only enough information to
play the sequence in the Show Player, and optimized for loading speed. This can speed up loading
times dramatically - for example, for a certain large sequence that takes eight seconds to load on a
certain computer, the associated compressed sequence only takes a small fraction of a second to load
on that same computer.

Light-O-Rama will automatically create compressed sequences whenewer appropriate, and the Show
Player will automatically use them instead of the associated sequence file whenever they are present.
So, you should not hawe to take any steps in order to start taking advantage of this feature. You can,
howewer, prevent the Show Player from using compressed sequences (for example, if something
unexpected goes wrong with them), in which case it will simply use the sequences instead. This can be
controlled through the LOR Control Panel's "Use Compressed Sequences" option.

Animation sequences which contain loops cannot be compressed. All other sequences are eligible for
compression.

It is highly recommended that you manually ensure that each of your sequences has an up-to-date
compressed sequence built before starting your show. You can do this for an entire show or schedule via

the Sequence Compressor program.

Assuming that you do not turn "Use Compressed Sequences" off, the way that the Show Player handles
sequences and compressed sequences is this:

When your show calls for a certain sequence to be loaded, the Show Player will first check to see if
there is a compressed sequence associated with that sequence. If so, and if the compressed sequence
is more recent than the sequence, it will load the compressed sequence instead of the sequence.

Otherwise, it will load the sequence. After loading the sequence, it will check whether or not a
compressed sequence can be made for it, and, if so, it will create the compressed sequence. This is so
that in future runs of the show, it can simply use the compressed sequence instead of the sequence.

Protected Sequences

A protected sequence is a sequence which, generally speaking, cannot be modified, and whose
sequence grid cannot be viewed in the Sequencer. Protected sequences can, however, be played just
like any other sequence; they can be scheduled in your shows, they can be played in the Sequencer,
they can be downloaded as standalone sequences, and they will control your lights.
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There are some things about a protected sequence which can be modified:

e The location of the media file (via Sequence > Media File)
e The preview (via Sequence > Assign Different Preview)
e The Windows shell command (via Sequencer > Windows Command)

To create a protected sequence, open the sequence which you wish to protect, and then select "Export
as Protected" from the Eile menu. It will prompt you to select a file name for the protected sequence. In
S5, protected sequences hawve a different file extension than regular sequences: .LORPROT versus
.LOREDIT

The ability to create a protected sequence is available only with the Advanced license level or higher.

20 0:01 0:02 0:03 0:04

Track 1 w 1: < m

Roof
Windows Protected Sequence

Columns (click for more information)

+ Bushes
Unit |0 02
Unit [0 03
Unit | 04
Unit |D 05
Unit [0 06
Unit |D 07
Unit [0 08
Unit ID 20-27
Unit D 28-2F

+ [ [

A FEHFEEFEFE

A protected sequence, as displayed in the Sequencer

4.1.10 Archived Props
What Are Archived Props?

Archived props are an inactive part of the sequence. They contain effects and can be displayed on the
sequence grid (they are shown with an "@" symbol as a prefix). Each archived prop has its own prop
definition that is not part of the preview. Archived props are not shown in the playback window when the
sequence is played and they cannot control real lights.

Archived props are a benefit because the sequencing on old props is preserved, allowing you to decide
what action to take and when.

archived items T: -

@ DMK 1.1
@ Unit 01.3
@ Unit 01.7

.................................

v

4 archived props
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How Are They Created?

If an existing sequence is opened and contains information for props that are no longer part of the
preview, those props and their associated sequence are automatically converted to archive props. You
cannot create an archive prop manually. Scenarios where this might occur:

¢ You are upgrading sequences for S4 and you created your preview by importing a Visualizer file.
Howeer, there are some old channels in your sequence that you don't use any and were not in
the Visualizer file - and thus won't be in your S5 preview either. Those old channels in the
sequence will get archived because they are not in the preview.

* You created an S5 sequence with a last year's preview (e.g. 2017 Christmas) and now you have
created a new preview for this year (e.g. 2018 Christmas). Your display has changed from last
year and you hawe retired a few props. If you assign the new 2018 Christmas preview to your 2017
sequences, then the sequencing for the retired props will be archived because they are no longer
in the preview.

¢ You were working on this year's sequence (e.g. Sequence-A), which is currently closed. You edit
the preview and remowve a prop because you decide you are not going to use it this year. When
you next open Sequence-A, the sequencing for the prop you removed from the preview will be
archived.

If you delete a group from the preview and your sequence had motion effects on that group, then the
group will be archived.

What Can You Do With Them?

You can do several things with archive props:

* You can copy sequencing from the archive prop to other areas of your sequence using copy/
paste.

¢ [If the sequence for the archived prop is no longer needed, you can delete it by right-clicking on the
prop’s name and selecting "Delete Archived Prop".

@ Unit 01.8 : : :

Prop Definition

Insert Preview Props and Groups k
Convert to Grid View Group

Hide ltem

Copy to Other Grid View

Sort Channels 3
Add/Modify Motion Effect Rows
Delete Archived Prop

Delete an archived prop directly from the sequence grid

¢ From the Manage Archived Props dialog you can perform bulk deletions, convert archive props to
beat channels, or add them to your preview (making them a full-fledged members of your
sequence, capable of controlling lights).
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4.1.11 RGB Aggregates
What Are RGB Aggregates?

RGB aggregates allow you to combine any 3 existing channels (the channel colors don't need to be red,
green, and blue necessarily), and the combination of the 3 is treated as an RGB channel for sequencing
purposes. This can be useful for people who are converting sequences with traditional strings to RGB.

In rare circumstances the S5 sequence upgrade process may create an RGB aggregate, but generally
they are manually created as needed by the user.

RGB aggregates do not need to have channels assigned to all 3 slots (red, green, and blue). You could
create an RGB aggregate with just the green and blue slots assigned, for example.

In the following example, "Hoop 2" is an RGB aggregate consisting of red, white, and blue traditional
channels. The white channel "Hoop Wh 2" is placed in the aggregate's green slot. "Hoop 2" can be
sequenced as either an RGB channel or as 3 individual channels. Changes made to the RGB Channel
row are immediately reflected on the individual channels, and vice versa.

J0 0 D:06 0:08

RGB Aggregates ~ Mo -
= = Hoop2
{} Hoop Red 2
{} Hoop Wh 2
¥ Hoop Blue 2t

"Hoop 2" is an RGB Aggregate

How Are They Created?

RGB aggregate channels can be created:

¢ By selecting "RGB aggregate" from the "Add New" item on the Sequence menu or on the Grid
View menu.
¢ By clicking the "+" icon on the Manage RGB Aggregates dialog.

Right-click on a RGB aggregate's hame and select "Modify RGB aggregate" to change its name and/or
its assigned channels.

Right-click on a RGB aggregate's name and select "Delete RGB aggregate” to remowve it completely from
the sequence.

What Can You Do With Them?

Suppose that in last year's display you used several colors of traditional lights (bundles) on your roof
outline, and that this year you are replacing them with RGB pixels. You need to somehow change the
sequences you used last year to control the new pixels in this year's display.
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4.1.12
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Here are the steps:

. Copy the preview for last year's display to a new preview.

. Add the pixels for the roof outline to the new preview, without deleting the strings used the prior year.

. Open last year's sequence.

. Assign the new preview to the sequence.

. Use Sawe As to give the sequence a new name

. Create an RGB aggregate for the a bundle in the roof outline

. Copy the RGB aggregate's RGB channel to the clipboard

. If you have a Pro license, paste onto the motion effect row for the new pixels. If you have a lower level
license, select all of the RGB pixel rows and paste into the selected area.

O~NO U~ WNBRE

Time Format

Whenewer the Light-O-Rama Sequencer asks you for a length of time, you can generally specify hours,
minutes, seconds, and hundredths of a second. You don't hawve to specify all of them if you don't want
to.
The general format is:

HH:MM:SS.hh
Where HH is hours, MM is minutes, SS is seconds, and hh is hundredths of a second. You usually do
not have to type all of that in, though; for example, if you are concerned only with seconds, you don't
have to type in anything about hours, minutes, or hundredths of seconds.

The Sequencer also uses this same format whenever it displays a length of time to you.

The following examples show how to specify various lengths of time:

Length of Time Format
Ten seconds 10

Ten and 37/100 seconds 10.37
Three minutes and ten seconds 3:10
Three minutes, ten and 37/100 seconds 3:10.37
Sewven hours, three minutes, and ten seconds 7:03:10
Sewven hours, three minutes, ten and 37/100 seconds 7:03:10.37
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4.2 Shows
What is a Show?

A show is a collection of sequences, to be played as a set. After creating sequences with the
Sequencer, you can build a show from them using the Show Editor. Shows can then be scheduled
to play at certain times, using the Schedule Editor, and are then actually played by the Show

Player.

Assuming that your license lewel is at least Basic Plus, you can also cause a show to be played on
demand, without scheduling it, via the Light-O-Rama Control Panel.

There are six different parts to a show, each of which consists of sequences:

The Background Section

The Startup Section
The Animation Section

The Musical Section
The Interactive Section
The Shutdown Section

Each of these parts is optional. For example, a show can be built having only a musical section and
a shutdown section.

By default, when a show is being played in the Show Player, any given sequence in the show will
not be loaded until when it is about to be played for the first time. Depending upon the size of the
sequence and the power of the computer, it may take a human-noticeable amount of time to load a
sequence; if so, this may cause an undesired delay between sequences, the first time they are
played. So, optionally, you can choose to preload all sequences bhefore any of them are played.

Additionally, if your Light-O-Rama software license is for the Advanced feature level, you can modify
exactly how your show will start up - for example, immediately at its scheduled start time, or after a
certain circuit on a certain Light-O-Rama controller has been triggered (for example, by someone
hitting a "start" button). See "Show Startup Options" for details.

Note that the duration of a show is not part of the show itself; rather, it is determined by the
schedule.

4.3 Schedules
What Is a Schedule?

The schedule is at the top of the Light-O-Rama schedule/show/sequence hierarchy:

e The schedule is created and modified by the Light-O-Rama Schedule Editor, and played by
the Light-O-Rama Show Player.

¢ |t consists of shows, which are created and modified by the Light-O-Rama Show Editor. The
schedule schedules these shows to be played at certain times.

¢ Shows consist of sequences, which are created and modified by the Light-O-Rama

Sequencer.
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e Sequences are composed of commands to be sent to your lights, producing various lighting
effects.

The schedule has two parts: the weekly schedule and the calendar schedule. The weekly schedule
contains information on shows that should be played on a recurring, weekly basis - for example,
every Wednesday night from 7:00 PM to 10:00 PM. The calendar schedule contains information on
shows that should be played once, at a specific date and time.

When the Light-O-Rama Show Player looks at the schedule to decide whether a show should be
played, it first checks the calendar schedule to see if it has any shows scheduled for the current

date and time. If there are, the Show Player will play that show. Otherwise, the Show Player will
check the weekly schedule.

Example

Suppose you hawe a single show which you want to play every Friday and Saturday night, from 7:00
PM to 10:00 PM, except for Christmas Eve (when you want it to run from 5:00 PM to 11:00 PM) and
Christmas Day (when you want it to run from 8:00 AM to 2:00 PM). Then you would put the Friday
and Saturday shows into the weekly schedule, and the Christmas Eve and Christmas Day shows in
the calendar schedule. The Light-O-Rama Show Player would then follow the weekly schedule on
every day except Christmas Eve and Christmas Day, when it would then follow the calendar
schedule.

Considerations

¢ Unlike the Show Editor, which can be used to create many shows, and the Sequencer, which can
be used to create many sequences, the Schedule Editor only maintains a single schedule, and
the Show Player only uses that single schedule.

¢ The Show Player will not play any scheduled shows unless it is started and scheduled shows are
enabled, via "Enable Schedule" in the Light-O-Rama Control Panel.

¢ After modifying your schedule in the Schedule Editor, make sure to sawe it. Changes to your
schedule will not be picked up by the Show Player until the schedule has been changed.

File Locations

The first time you start the Light-O-Rama software, you will be prompted for the name of the folder where
you want to store sequences and other related files. The default choice is to create a "Light-O-Rama"
sub-folder below your "Documents” folder, as shown below.
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Set Light-0-Rarma Data Directory >

Light-{/-Rama
-— S

Light-0-Rama needs to know where you would like to store your data, such as sequences and
audio files. If you would like to specify the folder where Light-0O-Rama should store these files,
select it now. Otherwise, Light-O-Rama will create its own folder.

Choose the folder ABOVE where you want your sequences - for example, if you want your
sequences in Ch\LOR\Sequences, choose C\LOR.

|C:\U sersiMatth DocumentsLight-0-Rama', Reset

Back Cancel Mext

Light-O-Rama Sub-folders

Regardless of where you choose to put the Light-O-Rama data folder, it will contain the following sub-
folders:
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l C:\Users'\Matth Documents' Light-0-Rama =10l x|
Fp— . /'_'\ -
‘g;\ Jv| . = Documents = Light-O-Rama - - l‘i’]l Search Light-O-F.ama Eﬂ‘
Organize *  Sharewith =  Burn  Mew Folder = ~ Ol "ﬁl
¢ Favorites Documents libra
w arrange by:  Folder -
Bl Desktop Light--R.ama
4 Downloads
. Mame = | Date modified Tvpe Size | |
= Recent Places
) Audio 1/4/2019 12:16 AM File Folder
w4 Libraries . Clipboards 1/4/2019 12:16 &M File: Folder
</ Documents | CommonData 1/4/2019 12:17 &M File Folder
Jv- Music }
| Hardware 1/4/2019 12:16 AM File Folder
=/ Pictures
E Videos J ImportExport 142019 12116 AM File folder
| KeyMaps 1/4/2019 12:16 AM File Folder
i-la- Homegroup | Logs 1/4/2019 12:16 AM File Folder
J LORInternal 142019 12:17 aM File folder
-
I Camputer | Metwork 1)4/2019 12116 &M File Folder
. | Plugins 1/4/2019 12:16 AM File Folder
€h Metwark
| SEQUENCES 142019 12116 AM File folder
| SuperStar 1/4/2019 12:16 AM File Folder
12 iterns
I

Audio

The "\Light-O-Rama\Audio" folder is where you should store the media files (audio and/or video) that you
will use as the music track for your sequences. The advantage of storing them here, is that Light-O-
Rama programs will look for the media files here by default. If you move your sequences to a different
computer, or share your sequences with another user, as long as you store the media file here, Light-O-
Rama programs will always be able to find the media file without prompting.

Clipboards

The "\Light-O-Rama\Clipboards" folder is where clipboards for the Sequencer are stored when cutting,
copying, or pasting effects. Clipboard files have a ".LCB" file extension. Clipboard files created by third-
party programs should be placed in this folder.

CommonData

The "\Light-O-Rama\CommonData" folder contains a number of important files:
?

Previews (LORPreviews.xml)

Motion Effect Favorites (LORFavorites.xml)

Color Fade tool favorites (LORGradients.xml)

Motion Effect Generator palettes (LORPalettes.xml)
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?
Hardware

The "\Light-O-Rama\Hardware" folder stores dimming curves that can be loaded into a controller.
ImportExport

The "\Light-O-Rama\lmportExport" folder is the default location for files exported from the Sequencer,
including previews, props, and motion effect favorites.

KeyMaps

The "\Light-O-Rama\KeyMaps" folder is not currently used in S5.
Logs

The "\Light-O-Rama\Logs" folder is not currently used in S5.

LORInternal

The "\Light-O-Rama\LORInternal" folder is used as temporary storage by some Light-O-Rama programs.
You should not make any changes to the items stored in this folder or any of its sub-folders.

Network

Below "\Light-O-Rama\Network" folder is a sub-folder called "SavedConfigurations"”, where exports from
Network Preferences are saved. These files have a ".LIV" extension.

Plugins

The "\Light-O-Rama\Plugins" folder contains sub-folders where files can be added to extend the
functionality of the Sequencer:

e prop shapes (not yet supported)

e motion effects (not yet supported)
e software dimming curves

Sequences

The "\Light-O-Rama\Sequences" folder is where your sequence files should be stored. S5 Sequence
files have a ".LOREDIT" extension.

SuperStar

The "\Light-O-Rama\SuperStar" folder contains files used by the SuperStar Sequencer.

Moving Files To A New Computer

If you mowve your Light-O-Rama software to a new computer, you should copy files in all of the sub-
folders noted above, with the exception of Logs and LORInternal.
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45.1

Hardware

Light-O-Rama can control your lights via Light-O-Rama controllers and Native DMX devices. The S5
version has dropped support for: Dasher controllers, Digital IO cards, BSOFT digital 10 cards, and X10
controllers.

When a prop is created in a preview using the Sequencer, the kind of controller (known as "device type")
is assigned in the Prop Definition window. It can also be changed on the Channel Conflicts & Bulk

Changes tab of Preview Design.

Light-O-Rama Controllers

Light-O-Rama allows your computer to control your lights via a variety of hardware controllers. Primary
among these are Light-O-Rama controllers.

Some Light-O-Rama controllers can also act as input triggers, allowing you to start particular sequences
on demand (such as when a person pushes a button).

Unit IDs

Each Light-O-Rama controller is assigned a unit ID. A unit ID is an identifier for the controller, and is
two characters long, with each character being a digit (0-9) or a letter from A to F. For example, 37,
25, 4B, C8, and DA are all valid unit IDs. Some such combinations are reserved, though, and
should not be used for as a unit ID. Specifically, 00, F1 through F9, and FA through FF are not valid
unit IDs.

Controllers will only react to lighting commands that are intended for their own unit ID; if two
controllers on the same network have the same unit ID, both will react simultaneously to the same
commands. Howewer, a unit set up to use input triggers must have its own unique unit ID, not
shared with any other unit, and must not be on an LOR Enhanced network. Also, the Hardware
Utility may react strangely with respect to a unit ID which has more than one unit - for example,
detecting them as a single unit, or misdetecting them as some unknown controller type.

The unit ID of a controller is set in one of two ways, depending upon the type of controller:

e Most controllers have physical switches on them that allow you to set the unit ID by moving the
switches.

e Otherwise, the Hardware Utility can be used to select a unit ID for controllers without such

switches.

It is generally a good habit to assign your unit IDs sequentially starting at 01. This is not necessary,
but it will speed up some maintenance such as configuring and testing your controllers in the

Hardware Utility.

Circuit IDs

Within a controller, each string of lights is assigned a specific circuit ID. This allows Light-O-Rama
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to make different lights do different effects at the same time, using the same controller.

Standalone Mode and Computer Controlled Mode

Light-O-Rama controllers can be set up in standalone mode, in which a sequence is downloaded to
them in advance \ia the Hardware Utility, or hooked up to your computer via a COM port, in which
case the Light-O-Rama Show Player will send them lighting commands (during scheduled shows),
or the Light-O-Rama Sequencer will (on demand for a single sequence).

A controller in standalone mode can also send lighting commands to other controllers that are
hooked up to it via phone lines or data lines, similarly to the way that the Show Player or Sequencer
would. Therefore, in standalone mode, a sequence only needs to be downloaded (via the Hardware
Utility) to a single controller; the other controllers hooked up to it will receive their commands from it.

Only one source of lighting commands should be present in any group of controllers that are hooked
up to each other - either the Show Player, the Sequencer, or a single controller with a downloaded
sequence. Having more than one source of commands will cause unexpected and undesired
results, as lighting commands will be missed or garbled.

Light-O-Rama Networks

The Show Player and Sequencer can control up to sixteen different networks of Light-O-Rama
controllers, each hooked up ower a different COM port. These networks are referred to as
"Regular" (which is the default), "Aux A", "Aux B", "Aux C", and so on, up to "Aux O".

One main use of multiple networks is for displays with very large numbers of controllers; they enable
more lighting commands to be sent out at a single time. They also allow you to set up a sort of star
network centered on your PC, rather than a single long daisy chain of controllers; both of these may
make such sequences perform more smoothly.

Another use is for displays whose controllers are hooked up using wireless communications, via a
Light-O-Rama Easy Light Linker. Wireless communications has a lower top speed than wired, but
using multiple wireless networks allows commands to be sent over all of them simultaneously. So,
depending upon how many controllers you have and how many lighting effects you send them during
your show, using multiple wireless networks could make your show perform more smoothly than
using a single wireless network.

It is simplest, though, to just use a single Light-O-Rama network, and in many situations, this is
perfectly sufficient.

Light-O-Rama networks can be either normal or "enhanced".

The COM ports represented by each of the networks can be set via the Light-O-Rama Network
Preferences program. For example, the following picture shows COM3 assigned to the Regular
network, COM12 assigned to auxiliary network Aux O, and the remainder of the networks
unassigned, with Regular (COM3) being an enhanced network:
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. LOR Advanced Metwork Preferences @
Eile Help
1 DM 1 X10/Dasher 1 Options
LOR Networks S IT'
Port | Speed | Enhanced
Fiegular  |COM 3 SO0K. [Fastest] Enhanced Apply
Al b Com 12 115.4K
Aun B (None] 57.6K. [Recommendsd] Lonce!
A C [Mone] 57 B, [Fecommended)
A D [Mane] 57.EK. [Recommendead)
A E [Mane] 57 BK. [Recommended] Simple
A F [Mone] 57 B, [Fecommended)
Al G [Mane] 57.EK. [Recommendead)
AuxH [Mane] 57 BE. [Recommended]
Al [Mone] 57 B, [Fecommended)
Al [Mane] 57.EK. [Recommendead)
A K [Mane] 57 Bk [Recommended]
A L [Mone] 57 B, [Fecommended)
Al b [Mane] 57.EK. [Recommendead)
A N [Mane] 57 Bk [Recommended]
Aux 0 [Mone] 57 EBK. [Recommended)
Tip #
Muost users will only have the ‘Regular’ Light-0-Rama network.

Multiple COM ports assigned to various Light-O-Rama networks

Enhanced Light-O-Rama Networks

A Light-O-Rama network can be an "enhanced" network (via the Advanced Mode of the Light-O-
Rama Network Preferences program). This allows intensity files to be used for controllers on the
network, which can be especially helpful with displays having large numbers of channels and lighting
effects. Intensity files do not have to be used, though; effects defined in regular sequence files will
still work fine on an enhanced LOR network. In fact, effects from both a regular sequence and from
its associated intensity file can be used simultaneously.

A Pro lewel license is required to use this feature, and the Light-O-Rama Comm Listener must be
running in order for the lights to be controlled. Not all controllers can be used on such a network,
and some controllers may require firmware updates before they are able to be used on an enhanced
network. Also, input triggers are not supported on LOR Enhanced networks.

Assigning Circuits in a Sequence

When you add a controller to your display, you add the strings of lights attached to that controller as
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props in your preview using the Preview Design window.

452 Light-O-Rama Pixel Controllers

Light-O-Rama sells seweral different Pixel Controllers which support multiple different Pixel ICs. The
Pixie 16, Pixie 8, and Pixie 4 controllers can support up to 100 pixels per port and fully integrate into the
existing Light-O-Rama network.

When you add a pixel controller to your display, you add the strings of pixels attached to that controller
as props in your preview using the Preview Design window.

453 Light-O-Rama PixCon16 Devices

With the introduction of the PixCon 16 controller, Light-O-Rama is now selling and supporting native
E1.31 devices. These devices are configured from the Network Preferences program on the advanced
tab. To start the configuration of LOR E1.31 devices, press the 'Find/Configure E1.31 devices' button.

When you add a PixCon 16 controller to your display, you add the strings of pixels attached to that
controller as props in your preview using the Preview Design window.

454 Native DMX Devices

In addition to Light-O-Rama controllers and various other types of controllers, Light-O-Rama can control
native DMX devices, either directly over a serial port and adapter or over ethernet via E1.31.

When you add a DMX device to your display, you add the controller's channels as props in your preview
using the Preview Design window.

Several DMX universes can be used, each having a unique universe number from 1 to 999. Each should
be assigned a separate DMX adapter (such as an ENTTEC Open DMX USB adapter) or else E1.31
settings (such as IP address and port). You can assign adapters or E1.31 settings to universes via the

Network Preferences program.

Unlike other protocols (such as LOR), the DMX protocol requires that the LOR Control Panel be running
in order to actually control the devices. The LOR Control Panel will, in turn, start up the LOR Comm
Listener. When a program such as the Sequencer or Show Player wants to send a command to a DMX
device, it actually sends the command to the LOR Comm Listener, which in turn sends it out over the
adapter or E1.31 address assigned to the device's specified universe.

Note that you do not hawe to use the "DMX Intensity" effect on DMX channels. You can, but you can
also use any other effect (such as Fade Up or Twinkle). If you use a DMX Intensity effect, it will have a
natural DMX intensity range of 0 to 255. If you use any other effect, it will have a range of 0 to 100, but
Light-O-Rama will automatically scale it to DMXs 0 to 255 range immediately before sending it out to the
actual DMX device.

45.5 LED Pixel and Node Terminology

When discussing individually addressable bulbs, there are many terms that can be used. In an effort to
standardize these terms when dealing with RGB devices, Light-O-Rama defines the following:

e 'LED' (or 'Light"): A single locus (point) of light. One or more LEDs are part of a NODE. LEDs (or
LIGHTSs) are elemental - they can NOT be broken down further.
e '‘Node': A single processor for one or more LEDs. Nodes are PHYSICAL. Think of them as the
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processor chip on ewery individual LED/LIGHT.

e 'Pixel": A pixel is a collection of one or more NODEs. Pixels are VIRTUAL, and controlled by a
single TRIPLET. All nodes that are part of a pixel will react in the same way. Pixels are the 'bridge’
between the physical world and the \virtual (sequencing) world.

e '‘Triplet": A group of 3 CHANNELSs that set the color of a PIXEL. When we speak about a triplet we
do not specify the order of the CHANNELs. For example, some pixels are in RGB order, while some
others could be in GRB order. Either of those orders refer to the same triplet.

e 'Channel’: A channel controls a single color of a TRIPLET. A TRIPLET consists of 3 channels:
Red, Green, Blue in the order specified by the manufacturer of the string.

The number of TRIPLETs required will always be the same as the number of PIXELs. When we talk
about something that you can physically touch we use 'Pixel'. When we are talking about it otherwise,
say in reference to a sequence, we use Triplet'.

Here are some examples to help:

A Light-O-Rama Cosmic Color Ribbon has 150 LEDs. Every 3 LEDs are attached to a single NODE.
When you set the resolution of the CCR, you control how many consecutive NODES are assigned to a
single PIXEL. At a resolution of 50, each NODE is controlled by 1 PIXEL for a total of 50 PIXELs. At a
resolution of 25, every two NODESs are controlled by 1 PIXEL for a total of 25. In all cases a single
TRIPLET will control a single PIXEL.

You may have a string of 170 RGB LEDs. Each one of these LEDs is attached to a single NODE. If
you do not group any of the NODESs together, you will have 170 PIXELs that are controlled by 170
TRIPLETSs which consist of 3 CHANNELs each for a total of 510 CHANNELSs.

Separating the notion of Nodes from Pixels also allows virtual addressing to make more sense. For
example, say you have 30 pixels that are arranged as a 10 x 3 matrix. When you physically construct
this matrix, you will most likely use a snake pattern as that minimizes the amount of wire/etc. Your
NODES will look like this:

1 2 3 45 6 7 8 9 10
20 19 18 17 16 15 14 13 12 11
21 22 23 24 25 26 27 28 29 30

Notice how when we get to the right side, we don't start over at the left, but instead go one line lower and
in reverse order. While that makes a lot of sense while building the matrix, logically the pixels are not in
the correct order. Since we read left-to-right, we'd like to see all the pixels ordered from left to right. If
we were to set the 'Zig-Zag' parameter on a PixCon16 to 3, the physical nodes will still be in the same
order, however the pixels will be numbered:

1 2 3 45 6 7 8 9 10

11 12 13 14 15 16 17 18 19 20
21 22 23 24 25 26 27 28 29 30

Since NODE refers to the physical and PIXEL refers to the virtual, we now can state 'Node 18 is Pixel
13, and it makes sense.

The Light-O-Rama Software Package

The Light-O-Rama software package is a suite of programs, each helping with a different portion of
computerized control of your lights to help build a dynamic display:
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e The Control Panel runs in your system tray, and gives convenient access to control over your
shows.

e The Sequencer is used to create, modify, and test sequences.

e The SuperStar Sequencer can be invoked from the Sequencer and used to create unique effects.
It also has auto-sequencing capabilities.

e The Show Editor is used to package sequences together into shows.

e The Schedule Editor is used to schedule shows to play at certain times.

¢ The Simple Show Builder is an alternative to the Show Editor and the Schedule Editor. It is
generally simpler to use, but less flexible.

e The Show Player monitors the schedule, and plays the scheduled shows at the appropriate times.

e The Comm Listener is used by other programs (such as the Sequencer and Show Player) to
communicate with DMX devices.

e The Network Preferences program allows you to configure the comm networks that your computer
will use to communicate with your controllers.

e The Hardware Utility can be used to test your controllers, and to download sequences to them to
be used in standalone mode.

e The ServoDog Utility can be used to configure Light-O-Rama SernvoDog controllers.

e The Verifier can be used to check for certain types of problems with your Light-O-Rama
configuration, schedule, shows and sequences.

e The Sequence Compressor can be used before shows to make sure that your compressed
sequences are up-to-date.

e The Diagnostic is a troubleshooting tool that displays various information about your Light-O-Rama
configuration.

e The Offline Registration Utility can be used to register Light-O-Rama on a computer that does not
have access to the internet.

Additionally, add-ons can be used with Light-O-Rama (these are not supplied as a part of the Light-O-
Rama software package).

The Light-O-Rama software package must be registered with a valid license in order to use it to its full
potential. There are sewveral different possible license levels, each having different features available.
Light-O-Rama can also be used unlicensed, in Demo mode, but you will not be able to actually control
lights while in Demo mode.

Please note that the Light-O-Rama software package must be installed on a local drive; it is not
supported when installed on a network drive.

5.1 Registering Light-O-Rama

The Light-O-Rama Software Package must be registered, with a valid license, before it can be used to
its full potential. Without a license, Light-O-Rama can be used as a demo, but it will not actually control
your lights.

There are several different license lewels, each having different features available; please see the feature
comparison for details.

To register Light-O-Rama first visit the Light-O-Rama website, and purchase a license. You will then be
able to enter your license information in any of a few different ways:

e When you first install the software, or

¢ By going to the Sequencer's Help menu and selecting Register Or Upgrade Light-O-Rama, or
¢ By selecting "Register Light-O-Rama" (or "Upgrade Light-O-Rama") on the Control Panel's popup
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5.11

menu

Doing any of these things will open the Registration dialog:

K =

Fleaze enter your registration information. Mote that your name iz
conzidered case-zensitive, zo pleaze lwpe all uppercase and lowercase
letters exactly az they are in vour registration information.

If pou do not wet have registration information, vou can purchaze a
license from Light-0-Fama's webszite:

http: / fwww_lightorama. coms/

—I=
[
E]
m

License Key:

Beister Cancel

Need to reqgister offline? Click here.

The Registration Dialog

If your computer is connected to the internet, you can register simply by entering the name and license
key from your license information, and clicking "Register" (the license name and key can be copied and
pasted from the email in which they were sent to you). Light-O-Rama will then automatically verify your
license information, and, if it is valid, register your computer.

You may then have to close any Light-O-Rama programs that are running, and then restart them, before
all of your newly available features will be available.

If your computer is not connected to the internet, click on the link at the bottom of the Registration
dialog in order to reqister offline.

Registering Offline

If your computer is connected to the internet, you can register Light-O-Rama directly in the Registration
dialog. If not, though, you can still register while offline. Open the Registration dialog and click the link
at its bottom ("Need to register offline? Click here.").

Doing so will open the Offline Registration dialog:
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P =)

o Offline Registration @

First, pleaze enter your registration information.  Mate that your name iz conzidered caze-zensitive,
g0 pleaze tppe all uppercase and lowercase lethers exactly az they are in your registration
information;

Mame: ||

Licenze Key: |
When you have entered them, please click the "Show Offline Registration Key" buthan:

Show Offline
R eqistration F.ey

Your OFfline Registration Key:

Mext, you will need an offline authorization key. IF you have another cormputer, with LOR installed,
which haz internet access, you can get one by running the LOR Offline Beaistration Lility an that
computer, and entening your license name, license key, and offling registration key into it

If wou do not have anather computer, with LOR installed, with internet access, pleaze call
Light-0-F ama at 513-533-3000, and a person there will create an offline authanzation key for pou,
“'ou will need to provide the person with your licenze name, licenze key, and offline registration
ke,

After pou have received vour offine authonzation key, pleaze enter it below, and click the
"Reqizter’ buttorn;

If & bow turng red, that means that LOR has detected an eror in that box, 20 please double-check,

what you have twped in it
Beaqister Cancel

The Offline Registration Dialog
Once this dialog is opened, follow the instructions on it to register offline. A brief summary:

First, enter your license name and license key (these can be copied and pasted from the email in which
they are sent to you).

Next,click "Show Offline Registration Key".

At this point, you will need to use your offline registration key to get an offline authorization key. There
are two ways to do this:

First, if you have another computer, which is connected to the internet and which has Light-O-Rama
installed, you can run the Offline Reqistration Utility on that computer. Make sure to have your license
name, license key, and offline registration key available to enter onto that computer; the Offline
Registration Utility will use them to create an offline authorization key.

If you do not have another computer that you can use to run the Offline Registration Utility, then you can
obtain an offline authorization key by calling Light-O-Rama, at the telephone number shown on the form.
Provide the person you speak to with your license name, license key, and offline registration key, and

they will provide an offline authorization key to you.
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5.2

After you have obtained an offline authorization key, type it into the boxes near the bottom of the form,
and click "Register".

After you have successfully registered, you may need to close any Light-O-Rama programs that are
running and restart them before all of your newly available features can be used.

Control Panel
What is the Light-O-Rama Control Panel?

The Light-O-Rama Control Panel is an application that runs in your system tray, allowing convenient
access to other programs in the Light-O-Rama software package, as well as control over your
displays.

The Light-O-Rama control panel must be running in order for the Show Player to play your scheduled

shows (additionally, "Enable Schedule” must be turned on). It also must be running in order to
control lights on LOR Enhanced networks or on DMX networks.

Running the Light-O-Rama Control Panel

To run the Light-O-Rama Control Panel, select it from your computer's Start menu, under All
Programs (or "All apps") / Light-O-Rama / Light-O-Rama Control Panel:
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L Life at a glance

. Light-O-Rama
Mew

Light-O-Rama Control Panel

Light-O-Rama Diagnostic

Mew

Light-O-Rama Hardware

Mew

Light-O-Rama Help e
Mew

Light-O-Rama MNetwork Co... Microsoft Edge
Mew

Light-O-Rama Offline Regis...

Mew

Light-O-Rama Pixel Editor

MNew

Light-O-Rama Schedule Ed..  'veather

Mew

Light-O-Rama Sequence C...
Mew

Light-O-Rama Sequence E...
Mew

Light-O-Rama ServeDog U...
Mew

Light-O-Rama Show Editor
Mew

Light-O-Rama Simple She...

Store

Play and explore

U a) 4] @) o5 &) a8 @ 45 & o @ o

Run the Light-O-Rama Control Panel from your computer's Start menu

System Tray Icon

Once running, the Control Panel will show up as a Light-O-Rama light bulb icon in your system tray:

The Control Panel, running in the system tray

The color of the light bulb describes the current state of the Show Player: If scheduled shows are
currently enabled, it will be blue; if they are disabled, but shows on demand are enabled, it will be
orange; if shows are disabled entirely, it will be red:
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ann

The different possible colors of the Control Panel

If you wish, you can set it up so that the Control Panel will automatically be run whenever your
computer starts up (and therefore you won't have to start it via the Start menu anymore). To do this,

select Launch at Startup from the Control Panel's popup menu.

The Status Window

Left-clicking on the Light-O-Rama Control Panel's icon in your computer's system tray opens up the
Light-O-Rama status window. This window shows whether or not the Light-O-Rama Show Player is
currently monitoring your schedule to play shows at their scheduled times, and, if so, whether a
show is currently running, what show that is, and what the next show will be. If any sequences are
currently running, it also shows information about all of them.

The Status window also has a "Commands" menu, which has the same menu items as the right-
click popup menu.

It also shows various log messages, indicating such things as that a show or a sequence is starting
or stopping, that an error occurred playing a sequence, or that an interactive trigger was detected.
The "Clear Log" button will clear out all existing messages from the display, and "Copy Log" will
copy the log messages to your computer's clipboard, so that you can paste them into a file. Please
note that the log does not retain its messages indefinitely; it will periodically clear earlier messages
out.

If that Status window shows Light-O-Rama'’s status as "Scheduled Play is Off', your scheduled
shows will not play. If you wish to enable them, select "Enable Schedule" from its "Commands"
menu or from the Control Panel's right-click popup menu. Similarly, if the Status window says that
they Light-O-Rama is "enabled”, your scheduled shows will play; if you wish to disable them, select

either "Disable Shows Gracefully” or "Disable Shows Immediately”.

The Status window can also say that Light-O-Rama is "enabled (only for on demand shows)", in
which case your scheduled shows will not play, but on demand shows will. In this situation, you will
be able to either enable your scheduled shows or disable shows entirely (either gracefully or
immediately).

© 2019 Light-O-Rama, Inc.



The Light-O-Rama Software Package 87

=

Commands

Mt Activity:

Light-O-Rama Status +4.0.9

Light-0-Fama 4.0.9 Status: EMHSELED

Current Auctivity: Playing: Test Show 37 |z

Frarn 5:00 A ta 5:00 P
W ait for next show

From E:00 P towWednesday 5:00 Ak

E=% R =

Sequence

Section Started Location

Background-& las los Background  4/14/2015171:52:20 80 C:AUsers\Bob\DocumentstLight-0-Ramat\SequenceshTest Show 37
Background-B laz.los Background  4/14/20157171:52.20 80 C:AUsershBob\DocumentstLight-0-Ramat\SequenceshTest Show 374
Animation-1.lazlee Animation 4142015 171:5220 80 AU sershBob\D ocumentsiLight-0-Ramat\S equencesh Test Show 374
Anirmation-2 lazlos Animation 4422005 11:52:20 AW C:AUsers\Bob\Documentz\Light-0-FamatSequenceshTest Show 374
Animation-3lazle: Animation 4/14/2015171:52.20 80 AU sershBob\DocumentstLight-0-RamatS equenceshTest Show 374
SenoiBumszlmzlcs Musical 4142015 17:52.47 ok CAU sershBob\DocumentstLight-0-Ramat\S equenceshTest Show 37

11:52:14 &M
11:52:18 &M
11:52:13 &M
11:52:19 4k
11:52:20 4k
11:52:20 &M
11:52:20 &M
11:52:20 &M
11:52:20 &M
11:52:20 &M
11:52:20 &M
11:52:20 &M
11:52:20 &M
11:52:20 &M
11:52:20 &M
11:52:43 &M
11:52:44 &M
11:52:44 &M
11:62:47 &M
11:62:47 &M
|‘I'I:52:4?'AM:

LOR networks initialized

Show Player initialized

Starting ghow: C:A\U zershB ob\DocumentstLight-0-Famat\S equenceshTest Show 37T est Show 37 1z

Loading comprezsed sequence: C:hJzerst Bobh\DocumentsiLight-0-F amahS equencesi T est Show 37B ackground-d, laz oz
Starting Background: C:WUzershBobhDocumentzLight-0-F amatS equences\Test Show 3748 ackground-b, las los

Loading compreszsed sequence: C:hJzerstBobh\DocumentsiLight-0-F amahS equencesi T est Show 37B ackground-B las lcs
Starting Background: C:WUsersh\BobhDocumentsiLight-0-F amatS equences\ Test Show 3748 ackground-B las los

Loading compressed sequence: C:hJserst Bob\DocumentziLight-0-F amahS equencesiTest Show 37 nimation-1.las los
Starting Animation: C:h\Uzers\BobhDocuments'Light-0-F amatSequences\T est Show 37bnimation-1.1as oz

Loading comprezsed sequence: C:A\UzershBob\Documentz\Light-0-F amatSequencesiTest Show 374 nimation-2.laz.los
Starting Animation: C:\Uzers\Bob\DocurentzhLight-0-F amatSequenceshT est Show 37%Animation-2 15 les

Loading comprezsed sequence: C:A\UzershBob\Documentz\Light-0-F amatSequencesiTest Show 374 nimation-3.lazlos
Starting Animation: C:\Uzers\Bob\DocurentzhLight-0-F amatSequenceshT est Shaw 374 nimation-3 155 los

Loading comprezsed sequence: C:A\UsershBob\Documents\Light-0-F amatSequencesiTest Show 375HerMajesty Ims.los
Starting Muszical C:\Users\BobADocumentghLight-0-FamatSequencesiTest Show 37\HeM ajesty.Ims. lcs

Ending Musical C:5sershBob\DocumentshLight-0-F ama'Sequences\ Test Show 37\Hertajesty Imz. lcs

Loading comprezsed sequence: C:A\UsershBob\Documents\Light-0-B amatS equencesiTest Show 37\Cleanup.las.lcs
Starting Cleanup: C:5U sershBobhDocumentssLight-0-FamatSequencestTest Show 375Cleanup. |as lcs

Ending Cleanup: C:5\Uzers\Bobs\DocumentshLight-0-R amatSequencesh T est Show 375\ Cleanup.laz. los

Loading compressed sequence: C:h\JsershBob\DocumentsLight-0-F amahS equencess T est Show 375 enorBurnz. Ims. lcs
Starting Musical: C:5\Users\Bob\DocumentghLight-0-F amatSequencesh T est Show 3755 enoBums. Ime.los

Clear Log | Copy Log |

The status window, with scheduled shows enabled and ashow currently playing
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¢ Light-0-Rama Status v4.0.9

Commands

Light-0-Rama 4.0.9 Status: EMABLED

Current Actisity: Mo show iz active

From Friday 6:00 P to Tuessday 1:00 P
P et Activity: Play: Test Show 37 lzz

Frorm 1:00 PM to 6:00 P

=@ =]

Seguence Section Started Locatian

11:57:19 Ak: Show Player starting
11:57:19 Ak: Schedule loaded
11:57:19 AR: Inikializing LOR networks
11:57:20 AM: LOR networks initialized
11:57:20 Ak: Scheduls loaded
11:67:24 Abkd: Show Player initialized

Clear Log Copy Log

The status window, with scheduled shows enabled, but no show currently playing
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Commands
Light-0-Fama 4.0.9 Status: EMABLED
Current Activity: Flaying: The Elements. lzs [on demand]

Flays continuously

T et Activity:

. Light-O-Rama Status w4.0.9 [= || = | = |

Sequence | Sectionl Started | Location |

The Elements.Imz.lcz Muzical 4/14/201511:58:34 AM AU zers\Bob\Documentz\Light-0-F amatSequences',

11:87:19 AM: Show Flayer starting

11:57:19 AM: Schedule loaded

11:57:19 AM: Initializing LOR networks

11:57:20 AM: LOR networks initiahzed

11:57:20 &M: Schedule loaded

11:57:24 AM: Show Player initialized

11:58:34 AM: Request for show on demand received: C:\UJszershBob\DocumentsiLight-0-F amaSequencesh The Elements.lss
11:58:34 AM: Starting show: C:A\JzershBobs\DocurmentshLight-0-FamatSequenceshThe Elements. lzs

11:58:34 AM: Loading compressed sequence: C:\UsershBob\DocumentshLight-0-FamatSequenceshT he Elements. Ims. lcs
11:58:34 AM: Starting Musical: C:\U sers\Bob\Documentz\Light-0-F amatSequences\The Elements.Ims los

Clear Log | Copy Log |

The status window, with on demand shows enabled, but not scheduled shows
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o Light-O-Rama Status w4.0.9 [= ===

Commands

Light-0-Fama 4.0.9 Status: Scheduled Play is Off

Sequence | Section | Started | Location

11:57:19 &M:
11:57:19 &M:
11:57:19 AM:
11:57:20 &M:
11:57:20 AM:
11:57:24 &M:
11:58:34 AM:
11:58:34 AM:
11:58:34 Ab:
11:58:34 AM:
11:55:20 &k:
11:53:20 &k:
12:00:05 Ph:
12:00:05 PM:
12:00:05 PM:

Show Player starting

Schedule loaded

|pitializing LOR netwarks

LOR networks intishzed

Schedule loaded

Show Player initialized

Fiequest for show on demand received: C:\UzershE obA\DocumentzhLight-0-F amahSequenceshThe Elements.lss
Starting zhowe C:AUsershBob\Documents\Light-0-Rama\SequencesiThe Elements. lzz

Loading compreszed sequence: C:hUsers'Bobh\DocumentziLight-0-F amatSequenceshT he Elements. Ims. lcs
Starting Musical: C:A\JsershBob\DocurmentshLight-0-FamahSequenceshThe Elements.Ims. lcs

Graceful shutdawn requested

Cunrent shaw iz entering shutdown mode

Ending Musical: C:\Users\Bob\Documentzi\Light-0-F amatSequences\ The Elementz Ims. lcs

Finished show: C:h\J zers\Bob\DocumentsiLight-0-F amahSequences' The Elements. lss

Show Plaver shutting down

Clear Log | Copy Log |

The status window, with shows disabled

The Popup Menu

Right-clicking on the Light-O-Rama Control Panel's icon in the system tray brings up a popup menu
(this same menu is also available as the "Commands" menu in the Status window). This menu
contains items to quickly launch other programs in the Light-O-Rama software package, and to
control your display in various ways:

Verifier

Register (or Upgrade) Light-O-Rama
Sequencer

SuperStar Sequencer

Hardware Utility

ServoDog Utility
Network Preferences

Sequence Compressor
Show Editor

Schedule Editor

Simple Show Builder
Enable Schedule
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e Disable Shows Gracefully

e Disable Shows Immediately
e Show On Demand

e Shut Down Show On Demand

e Use Compressed Sequences
e Show Player Memory Restarts
e [ aunch at startup

e Unload Light-O-Rama
e Close Menu

e Help

Upgrade Light-0-Rama

Sequencer

SuperStar Sequencer

Hardware Utility
ServoDog Utility
Metwork Preferences
Verifier

Sequence Compressor

Show Editor
Schedule Editor
Simple Show Builder

Enable Schedule
Disable Shows Gracefully

Disable Shows Immediately

Show On Demand

Shut Down Show On Demand

+ Use Compressed Sequences
" Show Player Memory Restarts
Launch at Startup
Unlead Light-O-Rama
Close Menu
Help

The Control Panel's right-click popup menu
Register (or Upgrade) Light-O-Rama
Selecting "Register Light-O-Rama" (or "Upgrade Light-O-Rama") from the Control Panel's right-click

popup menu allows you to register your Light-O-Rama software, or to upgrade to a higher lewel
license, unlocking various features.

This item will show up as "Register Light-O-Rama” if you are using the unlicensed Demo version of
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the software, or "Upgrade" if you are using a license, but it is not the highest possible license lewel.
If you are using the highest possible license level, this item will not be displayed at all.
Sequencer

Selecting "Sequencer” from the Control Panel's right-click popup menu launches the Light-O-Rama
Sequencer, used to create, modify, and test sequences.

SuperStar Sequencer

Selecting "SuperStar Sequencer” from the Control Panel's right-click popup menu launches the
Light-O-Rama SuperStar Sequencer.

Hardware Utility
Selecting "Hardware Utility" from the Control Panel's right-click popup menu launches the Light-O-

Rama Hardware Utility, used for various things such as testing controllers and downloading
sequences to them for use in standalone mode.

ServoDog Utility

Selecting "ServoDog Utility" from the Control Panel's right-click popup menu launches the Light-O-
Rama ServoDog Utility, used to configure Light-O-Rama SernvoDog controllers.

Network Preferences

Selecting "Network Preferences” from the Control Panel's right-click popup menu launches the Light-
O-Rama Network Preferences program.

Verifier

Selecting "Verifier" from the Control Panel's right-click popup menu launches the Light-O-Rama
Verifier, used to check for certain problems with Light-O-Rama's configuration, schedule, scheduled

shows, and scheduled sequences.

Sequence Compressor

Selecting "Sequence Compressor" from the Control Panel's right-click popup menu launches the
Light-O-Rama Sequence Compressor, which can be used before shows to ensure that all

compressed sequences are up-to-date.

Show Editor

Selecting "Show Editor" from the Control Panel's right-click popup menu launches the Light-O-Rama
Show Editor, used to create and modify shows.

Schedule Editor

Selecting "Schedule Editor" from the Control Panel's right-click popup menu launches the Light-O-
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Rama Schedule Editor, used to schedule shows to be played by the Light-O-Rama Show Player.

Simple Show Builder
Selecting "Simple Show Builder" from the Control Panel's right-click popup menu launches the Light-

O-Rama Simple Show Builder, which is intended as an easier to use, but less flexible, alternative to
the Show Editor and the Schedule Editor.

Enable Schedule

Selecting "Enable Schedule” from the Control Panel's right-click popup menu causes the Light-O-
Rama Show Player to monitor your schedule and to play your shows at their scheduled times.

Note that on demand shows can be played regardless of whether your scheduled shows are enabled
or not.

When scheduled shows are enabled, the light bulb icon in the computer's system tray will be blue.

Note: If "Enable Schedule" is greyed out, this means that it has already been selected, and the
Show Player is monitoring your schedule. To stop the Show Player from monitoring your schedule,

select "Disable Shows Gracefully" or "Disable Shows Immediately".

Disable Shows Gracefully

Selecting "Disable Shows Gracefully" from the Control Panel's right-click popup menu causes the
Light-O-Rama Show Player to put your current show (if one is running) into shutdown mode, and to
stop monitoring your schedule for shows to be played. When the show goes into shutdown mode,
any song from the Musical section that is currently playing will be allowed to finish, and then the
show's Shutdown section will start.

To instead shut down your show immediately, including abruptly stopping any sequences or song
that might be playing, choose Disable Shows Immediately instead.

When shows are disabled, the light bulb icon in the computer's system tray will be red.
Note: If "Disable Shows Gracefully" is greyed out, this means that the Show Player is not

monitoring your schedule. To have the Show Player start monitoring your schedule, select "Enable
Schedule".

Disable Shows Immediately
Selecting "Disable Shows Immediately" from the Control Panel's right-click popup menu causes the
Light-O-Rama Show Player to immediately stop your current show (if one is running), and to stop
monitoring your schedule for shows to be played.

Stopping your show immediately will abruptly stop your sequences, including any song that
happens to be playing. To have the Show Player stop your show more gracefully, choose Disable

Shows Gracefully instead.

When shows are disabled, the light bulb icon in the computer's system tray will be red.

Note: If "Disable Shows Immediately” is greyed out, this means that the Show Player is not
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monitoring your schedule. To have the Show Player start monitoring your schedule, select "Enable
Schedule".

Show On Demand

Selecting "Show On Demand" from the Control Panel's right-click popup menu causes the following
dialog to open:

E

' Show On Dermnand E3
Show:
|E:HUserSHBDb'\DesktDpHLDH Data\Sequencesihermajesty. lzz apo
Time To Play This Show

Stark End

{* Start az zoon as pozsible f# Play until | tell it ko stop

(" Start at thiz tirme: 41502 PM =1 | 7 Play until this time: | 44502 PM =

] LCancel |

The Show On Demand dialog

Using this dialog, you can choose a show file to play immediately, or at a certain time, without
needing to add it to your schedule. You can choose to let it play until a certain time, or else
indefinitely, in which case it will not stop until you "shut down show on demand", "disable shows

gracefully", "disable shows immediately”, or "unload Light-O-Rama".

If a show is already playing at the time the on demand show is supposed to start, the playing show
will be allowed to stop gracefully before the on demand show will start. That is, if a sequence from
its Musical Section is currently playing, that sequence will be allowed to continue to play until its
natural end; also, the sequences from its Shutdown Section, if any exist, will be played (after the
current sequence from the Musical Section ends, or immediately if there is no current sequence
from the Musical Section).

If "Show On Demand" is used when scheduled shows are disabled, it will not enable your scheduled
shows; only your on demand show will play (if desired, though, you can enable your scheduled
shows too, simply by clicking "Enable Schedule"). When this is the case, the light bulb icon in the
computer's system tray will be orange.

Please note that the Show On Demand feature is only available for license level Basic Plus and
higher.

Shut Down Show On Demand

If an on demand show is currently playing, selecting "Shut Down Show On Demand" from the
Control Panel's right-click popup menu will cause the on demand show to stop. It will be allowed to
stop gracefully; that is, if a sequence from its Musical Section is currently playing, that sequence
will be allowed to continue to play until its natural end; also, the sequences from its Shutdown
Section, if any exist, will be played (after the current sequence from the Musical Section ends, or
immediately if there is no current sequence from the Musical Section).

After the on demand show stops, if scheduled shows are enabled, the Show Player will start
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whatever show is scheduled for the current time (if any).

"Shut Down Show On Demand" can also be used to cancel an on demand show that has been
requested, but not yet started (either due to its start time not having been reached, or else due to
another show still being in the process of shutting down).

Use Compressed Sequences

Checking "Use Compressed Sequences” from the Control Panel's right-click popup menu causes
the Light-O-Rama Show Player to create and use compressed sequences if possible, which should
cut down on the time it takes to load. Unchecking it causes it to ignore compressed sequences,
and instead use the regular sequences.

Show Player Memory Restarts

Checking "Show Player Memory Restarts” from the Control Panel's right-click popup menu causes
the Show Player to automatically restart in certain situations: When no show is playing, and no
show is scheduled to start playing within the next sixty seconds, if the Show Player is using more
than 100 megabytes of memory, it will automatically shut down. Assuming that the schedule is
enabled, the Light-O-Rama Control Panel will then automatically restart the Show Player. The
intention of this is a preventive measure to protect against ill effects of possible memory leaks in the
Show Player, which could otherwise build up over time to a point that would cause the Show Player
to crash.

Launch at Startup
Checking "Launch at Startup" from the Control Panel's right-click popup menu causes the Light-O-

Rama Control Panel to automatically run whenever your computer starts up. Unchecking it causes
it not to run at startup time, in which case you can start it manually whenewver you like.

Unload Light-O-Rama
Selecting "Unload Light-O-Rama" from the Control Panel's right-click popup menu will shut down
both the Light-O-Rama Control Panel and the Light-O-Rama Show Player. Your scheduled shows
will not run while these are shut down.
To start the Light-O-Rama Control Panel again, run it from your computer's Start menu. Or, if

"Launch at startup" has been enabled, the Control Panel will automatically run the next time that
your computer starts up.

Close Menu

Selecting "Close Menu" from the Control Panel's right-click popup menu will close the popup menu.
The Light-O-Rama control panel will still remain active.

Help

Selecting "Help" from the Control Panel's right-click popup menu will open up the Light-O-Rama help
files.
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5.3 S5 Sequencer

The Light-O-Rama S5 Sequencer is a tool used to create sequences, which are files that
contain commands to be sent to controllers to produce various lighting effects - to turn lights on
= and off, make them twinkle or shimmer, fade up or down, and so forth.

There are seweral keys steps in the sequence process as shown in the flowchart below:
Create a preview
Create a sequence

Save a seqguence
Create playback files

S5 Process Flowchart
If upgrading (optional)

i | Import Visualizer file | | >: Create a PREVIEW which .

| i . Import from online
i ; defines all of the < | . .

! . | . . prop libraries

i| Import SE animation | [ > BEIERLEERGRTSIIEE a1

! JL
Upgrade a sequence — Create a new 55 A single preview can be used
1| from a prior version Vi sequence to create many sequences
"""""""""""""""""" Il
ST ' LOREDIT file Create and
= schedule
d L e show
~ .PLAY.LMS file _>
Create Playback Files [ or
: PLAY.LAS file Create SD

) Card

The main S5 Sequencer window is divided into sewveral sub-windows. In the following picture it is shown
with the sub-windows in their default positions; however, the layout of the sub-windows can be easily
customized. Also, the S5 Sequencer comes with several themes that control the background and text
colors in the main window. In the configuration that is shown, the Playback Window is pinned, meaning
it stays open (notice the pin icon in the upper right corner of the window). The Preview Management
Window, Motion Effects Window, and Control Lights Window on the right side are all unpinned, meaning
you can click on the name of the window to open it temporarily, but once you click on something else
the window will close. To change a window from pinned mode to unpinned mode (or vice versa), just click
the pin icon for that window.

The Start Page gives you links to quickly start a new animation or musical sequence, and to open
sequences that have been recently viewed.
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Version License

Number Level

55 Light-0-Rama 55 Sequencer v5.1.1 Pro — O X

Preview
Management
Window
{unpinned)

File Sequence Tools Window Help

SAB MBI |

Playback
Window

Motion
Effects
Window
{unpinned)
PRO only

{pinned)

5312847 Uoo

Tabs provide
access to the
Start Page
and all open
sequences

Start Page X PolarExpress-Theme * =

Control
Lights
Window
{unpinned)

Start A New Sequence

s3yB17 jouzuony

Mew Musical Sequence

MNew Animation Seguence

Start Page
provides links
to create new
sequences or Recent Sequences

open ones

that were

@
Q

Ch\Users\Matt\Documents'Light-0-Rama\Sequences!,
Wizards |n Winter.loredit

accessed
recently

Sequences are displayed in the S5 Sequencer as a grid. Rows represent regular channels, RGB
channels, motion effect rows, subsequences, beat channels or loops, and columns represent timings.
Cells in the grid therefore represent the lighting effects that will happen on props at various points in time
while the sequence is being played.

Regular channels, RGB channels, and motion effect rows are associated with props in the preview or
with archived props. Motion effect rows can also be used with preview groups.

As an example, the following sequence has four props, each with a single channel. At the start of the
sequence, the first prop's channel turns on. It stays on for half a second, then turns off, and the second
prop's channel then turns on. Then it turns off, and the third turns on, and then the third turns off and the
fourth turns on. This brings us two seconds into the sequence, at which point all four channels fade
down, for a second. After that, the first and fourth channels start shimmering, while the second and third
fade up:
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0 001 002 003 004

Channels 1-4 w 'E: -
 Channel 1
3 Channel 2
3 Channel 3
3 Channel 4

A sequence with four channels, and various lighting effects

Notice that one cell is highlighted with a thick yellow box - the cell of the first channel from 3 seconds to
3.5 seconds. That is the currently selected cell. Various tools can be applied to the selected cell (or
cells), for example to change the lighting effect used on that channel at that time.

Before proceeding, you should understand what a sequence is and what a preview is.
For more detailed information about using the S5 Sequencer, please see the following topics:

The Main Menu

The Start Page

The Previews Window

Preview Design

The Sequence Tab (editing a sequence)

Motion Effect Generator

Playback Window

Motion Effects Window
Control Lights Window
Customizing Window Layouts
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S5 Light-O-Rama 55 Sequencer v5.1.1 Pro - O it

Eile  Sequence Jools Window Help

— 2

@ LOR-TypicalHouse-C68P32-1280-RevA ~ [g] gl Std Clipboard Pasteby Cell ~ &% Ga 5 E & B & z
SERHE P EEEREIECN0m -ARDORMNERERMHESE S

Intensity [0 [2]1100 [2] @ on - & B F< X» Timing ~ - s

05 0:06 0:07 0:08 0:09 E

S I I A A B I R P B g

£ 02.10-Minitree B -blue -
£+ 02.11-Minitree C -blue
T 02.12-Minitree D -blue

£ 02.13-Minitree A -yellow
T 02.14-Minitree B -yellow
1 02.15-Minitree C -yellow
£ 02.16-Minitree D -yellow
Unit ID 03
Unit 1D 04
Unit ID 05
Unit ID 06
= 07-Window 1 RGB
= 07-Window 2 RGB
= 07-Window 3 RGB
= (07-Window 4 RGB
= 07-Window 5 RGB
= 07-Window & RGB
07-Window 7 RGB
N7-Windma & RGR

s3YB17 joaguosy

0ERBEE

The Sequencer with an open sequence

53.1 Menu Bar

The Light-O-Rama S5 Sequencer's menu bar gives access to all of the program's major functionality.
For detailed help, please refer to the help pages for each individual menu on the menu bar:

e File Menu

e Sequence Menu
e Tools Menu

e Window Menu
e Help Menu

55 Light-O-Rama 53 Sequencer v3.0.19 Pro

File  5Sequence Tools Window Help

The S5 Sequencer's menu bar
5.3.1.1 File Menu

The Light-O-Rama S5 Sequencer's File menu has menu items related to creating, opening, and saving
sequences, as well as exiting the program.

Several of these menu items operate on the "currently selected sequence”. Many sequences can be
open simultaneously in the S5 Sequencer, but only one is the currently selected sequence. Each open
sequence has a tab that displays the sequence's name. The currently selected sequence's tab will be
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highlighted (the highlight color depends are which theme you are using). To select a sequence, simply
click on its tab.

N

e Open
e Recent Files

e Sawe

e Sawe As

e Save A Copy
e Create Playback Files
e Export as Protected

k Musical Sequence

Animation Sequence  Alt+MN

* Close
e Close All
* Exit
55 Light-O-Rama 53 Sequencer v5.1.1 Pro
File = Sequence Tools Window  Help
Mew
Open... Ctrl+0
Recent Files 3
B Save Ctrl+5
Save As... Ctrl+5hift+5
Save A Copy Ctrl+Alt+5S
Create Playback Files
Export as Protected
Close Ctrl+W
Close All  Ctrl+Shift+W
Exit Alt+F4
The File Menu
New

Selecting "New" on the Sequencer's File menu opens a sub-menu which gives you a choice
between creating a new animation sequence or a new musical sequence. You can also initiate the
creation of a new musical or animation sequence from the Start Page, or by right-clicking on a

preview in the Previews Window.

"New Musical Sequence" has a

N

keyboard hotkey: Ctrl
"New Animation Sequence" has a Alt
keyboard hotkey:

Open
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Selecting "Open" on the Sequencer's File menu opens a dialog that allows you to select a sequence
file. If you select an S5 sequence file (LOREDIT file extension) it will immediately open on a new tab
within the Sequencer. If you choose a sequence file created in an older version like S4 (.LMS or
.LAS file extension), then the sequence will be upgraded to S5 and you will receive some prompts
during the upgrade process.

"Open" has a keyboard hotkey: Ctrl ||O

Recent Files

Selecting "Recent Files" on the Sequencer's File menu opens a sub-menu which lets you select
from a list of the most recently opened sequences. The list of files on the "Recent Files" sub-menu
are the same ones listed on the Start Page.

Save
Selecting "Sawe" from the Sequencer's File menu saves the changes that you have made to the
currently selected sequence. If the sequence was newly created and has never been saved before,

Sawve will also prompt you for a file name to use for the new sequence.

The Save function will be followed by a Save A Copy function if specified in Save Copy Preferences.

"Save" has a keyboard hotkey: Ctrl S

Save As

Selecting "Sawve As" from the Sequencer's File menu saves the current sequence to a new file name.
The old file will still exist, but will not include any of the changes that you made to the sequence
since the last time that you saved it.

Save A Copy

Selecting "Save A Copy" from the Sequencer's File menu saves the current sequence to a new file
name. The old file will still exist, but will not include any of the changes that you made to the
sequence since the last time that you saved it.

This function has a seweral options that control its behavior. See the Save Copy Preferences topic for
details. In particular, this function can be used to make backup copies of the sequence when the
"Date and Time" suffix is specified.

Create Playback Flles

When you are finished with a sequence, select "Create Playback Files" from the Sequencer's File
menu to save the current sequence in a format that can be used for scheduling a show or writing an
SD card for an LOR Director. If you subsequently make changes to the sequence or to the preview,
you will need to create playback files again.
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If your sequence is named "mysequence.loredit”, then the playback file will be named
“mysequence.play.Ims” if it is musical sequence, or "“mysequence.play.las” if it is an animation. If
you have a Pro license, a “mysequence.play.lms.pe.lid” intensity data file will be created at the
same time. The playback file(s) will be placed in the same folder as the base sequence
(mysequence.loredit).

Creating playback files is a key step in the sequence process.

Export as Protected

Selecting "Export as Protected" from the Sequencer's File menu can be used to create a protected
sequence based upon the current sequence.

Close
Selecting "Close" from the Sequencer's File menu closes the currently selected sequence.
If the sequence has unsaved changes, you will be prompted on whether you wish to sawve the

changes or not; if the sequence has never been saved before, and you choose to sawe it, you will
also be prompted to select a filename for the new sequence.

Close All

Selecting "Close All" from the Sequencer's File menu closes all open seqguences.

If any of the sequences have unsaved changes, you will be prompted on whether you wish to save
them or not; if any of the sequences have never been saved before, and you choose to save them,
you will also be prompted to select filenames for the new sequences.

Exit
Selecting "Exit" from the Sequencer's File menu closes the Sequencer. If any currently open

sequences have changes that have not yet been saved, you will be prompted for whether or not you
want to save them.

5.3.1.1.1 New Animation Sequence Dialog

The Sequencer's New Animation dialog is used to create a hew animation sequence (a sequence with
no music). The New Animation dialog can be reached several ways:

e Selecting File > New > Animation Sequence from the main menu
Clicking the "New Animation Sequence" link on the Start Page

Right-clicking on a preview in the Previews window and selecting "New Animation Sequence" from
the pop-up menu
Using the keyboard shortcut Alt-N

For detailed help, please refer to the following sections:

e Sequence Author
e Preview
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e Sequence Length

e Use Loops

Initial Timing Grids

Number Of Motion Effect Rows For Pixel Props
Sawe these choices as defaults.

103

Mew Animation Sequence

Sequence Author (cannot be changed later):

lane Doe

- Select Preview

A preview defines all of the display elements and channels in your sequence

...............................................

2017 class sample

Length of animaticn (not including loops):
11:00.00 1 minute

[] UseLoops

r Initial Timing
[] Tenth second intervals
Half second intervals
[] One cecond intervals

[] Custom interval

A NE e

-

[] Create an empty freeform timing grid

Default number of motion effect rows for pixel props: 4 x
(requires PRO license)

Save these choices as defaults Create

Cancel

The New Animation Sequence dialog

Sequence Author

If you wish, you can put your name here. It will be saved with the sequence, and will be displayed
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on the Sequence Information screen. Once set, even if set to a blank value, it cannot be changed.

Preview

A preview is a representation of your light display. It specifies all of the props that you can apply
effects to in your sequence. It also specifies all of the channels your sequence will be able to
control.

Normally, you will select a preview that you have already created on the "Existing Previews" tab.
Howewer, you can use the Quick Preview feature to create a new preview on the fly.

After assigning a preview here, you may continue to update the preview and those updates will be
automatically reflected in the sequence (for example, adding a new prop). You can also later assign
a different preview to the sequence; although if you do that, the new preview should be substantially
similar to the originally assigned preview.

Sequence Length

This allows you to specify the duration of the sequence. You will be able to change the value later,
using Change Sequence Length in the Sequence menu.

The time can include hours, minutes, seconds, and hundredths of a second. For details on the
format used to specify various lengths of time, please see Time Format.

Use Loops

If you check the "Use Loops" check box, the newly created sequence will automatically include a
loop level, which can be used to insert loops into the sequence.

If you create an animation sequence without having selected "Use Loops", and you later decide that
you do want loops in the sequence, you can add a loop level by selecting "Loop Level" from the Add
New menu, available on the Sequence menu and the Grid View menu.

Initial Timing Grids

This allows you to tell the Sequencer to automatically insert timings into the new sequence.
Timings are the spots in time where you can easily place lighting effects - for example, turn a string
of lights on, or hawe it twinkle, or hawe it fade down.

If you don't know how far apart you want timings to be, just take a guess. You can always insert,
delete, or move timings later. Note that although the New Animation dialog only allows you to set
timings up at equal lengths from each other, timings in general can be any length from each other.
For example, you could later add a timing three seconds away from another, and a third timing half a
second away from that one.

If you select "Custom Intenval", you can enter any length you want, rather than one of the defaults.
This value must be entered using the standard JTime Format.
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Number Of Motion Effect Rows For Pixel Props

If you have a Pro level license, then you can use motion effects to sequence your props that utilize
RGB pixels. You can also have multiple motion effects playing on a prop at the same time. This
setting specifies how many motion effect rows should be created for every pixel-based prop.
Typically 1 or 2 is a good choice to start. And then you can add more rows to specific props as your
sequencing needs dictate.

Save These Choices As Defaults

If you turn this check box on, your answers to the questions in this dialog will be saved so that
whenever you create a new animation sequence in the future, those answers will automatically show
up in this dialog as the default answers.

5.3.1.1.2 New Musical Sequence Dialog

The Sequencer's New Musical Sequence dialog is used to create a new musical sequence (a sequence
with an associated audio or video file). The New Animation dialog can be reached several ways:

¢ Selecting File > New > Musical Sequence from the main menu

¢ Clicking the "New Musical Sequence" link on the Start Page

¢ Right-clicking on a preview in the Previews window and selecting "New Musical Sequence” from
the pop-up menu

e Using the keyboard shortcut Ctrl-N

After doing one of these things, but before the New Musical Sequence dialog opens, you will be
prompted to select the audio or video file that will be used to build the new sequence. After you select
the file, then the New Musical Sequence dialog will open.

Behind the scenes, the Sequencer will open the media file to determine its length. When the new
sequence is created, its length will match that of the media file.

For detailed help, please refer to the following sections:

Sequence Author
Preview

Music Information

Initial Timing Grids

Number Of Motion Effect Rows For Pixel Props
Save These Choices As Defaults
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Mew Musical Sequence

Sequence Author (cannot be changed later):

- Select Preview

A preview defines all of the display elernents and channels in your sequence

Existing Preview  Quick Preview

LOR-TypicalHouse-CB8P32-1280-RevA

- Music

File name |Wizards In Winter.mp3

Artist |Trar|5-5i|::|eriar1 Orchestra

Title |Wizard5 In Winter (Instrumental) (Album Version)

Album |The Lost Christmas Eve

Initial Timing

Use a Wizard to create timings Create equally spaced timings

® Mot now, maybe later [] Tenth second intervals
Half second intervals

() Use the Tapper Wizard [] One second intervals

() Use the Beat Wizard [] Custom interval

o s

() Use the VU Wizard 0.05 S

Default number of motion effect rows for pixel props: 4 -
(requires PRO license)

Save these choices as defaults Create

Cancel

The New Musical Sequence dialog

Seqguence Author

If you wish, you can put your name here. It will be saved with the sequence, and will be displayed
on the Sequence Information screen. Once set, even if set to a blank value, it cannot be changed.
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Preview

A preview is a representation of your light display. It specifies all of the props that you can apply
effects to in your sequence. It also specifies all of the channels your sequence will be able to
control.

Normally, you will select a preview that you have already created on the "Existing Previews" tab.
Howewer, you can use the Quick Preview feature to create a new preview on the fly.

After assigning a preview here, you may continue to update the preview and those updates will be
automatically reflected in the sequence (for example, adding a new prop). You can also later assign
a different preview to the sequence; although if you do that, the new preview should be substantially
similar to the originally assigned preview.

Music Information

If you wish, you can put the name of the artist, song, and album of the associated song here. It will
be saved with the sequence, and will be displayed in the Sequence Information dialog.

Some media files have already been tagged with this information. If you utilize such a media file, the
Sequencer will automatically discover those tags and populate the fields in this section (though you
can still change or delete it if you wish).

You can change this information later in the Sequence Information dialog.

Initial Timing Grids

This allows you to tell the Sequencer to automatically insert timings into the new sequence.
Timings are the spots in time where you can easily place lighting effects - for example, turn a string
of lights on, or hawe it twinkle, or hawe it fade down.

In addition to placing timings a certain length of time apart (a tenth of a second, a half second, a
second, or "Custom Intenval"), add adding no timings at all ("Don't add any timings"), you can
instruct the Sequencer to use various wizards to insert timings based upon the song itself:

e The MIDI File Wizard can insert timings and effects based upon the beat of a MIDI song, as
well as based on the individual notes played by different instruments in the song.

¢ The Tapper Wizard allows you to tap the keyboard or mouse while the song plays, and will
record the times at which you tap.

e The Beat Wizard attempts to determine the tempo of the song, and insert timings and effects
based upon it.

¢ The VU Wizard looks for peaks in the song, much like a VU meter, and inserts timings and
effects based upon them.

Not all of these wizards are available for every type of media file; for example, the MIDI File Wizard
can only be used with MIDI files. Any wizards that cannot be used with the type of media file being
used will be greyed out.

© 2019 Light-O-Rama, Inc.



108 Light-O-Rama v5.2.4

If you select "Custom Intenval", you can enter any length you want, rather than one of the defaults.
For details on the format used to specify various lengths of time, please see Time Format.

If you choose to have equally spaced timings, then you will be given the option to use a fixed timing
grid or a freeform timing grid, by checking or unchecking the "Use a fixed timing grid" box.
Otherwise, a freeform timing grid will be used.

Note that you can always insert, delete or move timings later, in a variety of ways.

Number Of Motion Effect Rows For Pixel Props

If you have a Pro level license, then you can use motion effects to sequence your props that utilize
RGB pixels. You can also have multiple motion effects playing on a prop at the same time. This
setting specifies how many motion effect rows should be created for every pixel-based prop.
Typically 1 or 2 is a good choice to start. And then you can add more rows to specific props as your
sequencing needs dictate.

Save These Choices As Defaults

If you turn this checkbox on, your answers to most of the questions in this dialog will be saved so
that whenewver you create a new musical sequence in the future, those answers will automatically
show up in this dialog as the default answers.

The artist name, album name, and song name will not be saved as defaults (though if you use an
MP3 tagged with this information, it will automatically be placed into that section).

5.3.1.1.3 Quick Preview

When creating a new sequence, you have the option of associating that sequence with an existing
preview, or creating a "Quick Preview". To create a Quick Preview, click on the "Quick Preview" tab in
the New Musical Sequence or New Animation Sequence dialog. It only requires 3 pieces of information:

1. Sequence Name. This defaults to today's date, but you can change it to whatever you want;
howewer, it cannot be blank.
2. Tell it what kind of devices you are connecting to. This can be either be:
¢ Light-O-Rama devices, or
e DMXdevices, or
¢ "| do not know what | am connecting to yet". If you choose this option, the sequence you
create will not control any lights; but allows you to defer your decision for later. When you
come to a decision and are ready to control lights, you will need to open this preview in
Preview Design and change the props to another Device Type.
3. The number of channels the sequence will control.
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Mew Animation Sequence >

Sequence Author (cannot be changed later):
Light-O-Rama

r Select Preview
A preview defines all of the display elements and channels in your sequence

Existing Preview Quick Preview

Name: |2018-10-19

| am connecting to Light-0-Rama devices W Channels: |16 5

The Quick Preview tab

Using the choices shown above would result in the following sequence. The 16 channels are listed down
the left side. The name of the preview is shown to the right of the green check mark.

55 Light-0-Rama 55 Sequencer v3.1.5 Pro

Eile  Sequence Tools Window  Help

@ 2018-10-19 - [g] b’ 5td Clipboard Paste by Cell -

AE0m LR % e E

0 002

Show All ltems ~ T -

& Unit 01:02
£ Unit 01:03

£ Unit 01:04
£ Unit 01:05
2 Unit 01:06
2 Unit 01:07
£ Unit 01:08
£ Unit 01:09
£ Unit 01:10
£ Unit 01:11

£ Unit 01:12
£ Unit 01:13

£ Unit 01:14
2 Unit 01:15
2 Unit 01:16

A sequence grid created using Quick Preview
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Using the choices shown above would result in the preview shown below. The 16 stars represent the 16
channels. If the Playback Window is Visible when the sequence is played in the Sequencer, then the

stars

will turn on and off according to the effects in your sequence. The preview will be listed on the

Previews Window just like any other the preview.

Preview Design - 2018-10-19 O X

Toned Name |2018-10-19

Design Channel Cenflicts / Bulk Change Tool Other Warnings ~ String Summary  Statistics

Add ltem [ | @

Itemn ~ Format - 4G -

Unit 01:01 -
Unit 01:02
Unit 01:03
Unit 07:04
Unit 01:05
Unit 01:08
Unit 01:07
Unit 01:08
Unit 01:09
Unit 01:10
Unit 01:11 hd

Bulb  Scale  Background

Shape Square ~

Size

: 0

Transparency '

v% * k k Kk * * Kk Kk ¥ Kk * ¥ Kk * ¥ ¥

£ >

A preview created using Quick Preview

5.3.1.2 Sequence Menu

The Light-O-Rama Sequencer's Sequence Menu gives you access to a set of functions that operate on
the currently selected sequence (the highlighted tab). If there is not any file open, then the Sequence
Menu is disabled.

Sequence Information
File References

View Sequence Folder
Media File

Convert Media to WAV file
Convert to Animation
Change Sequence Length
Skew All

Windows Command
Preview Design

Assign Different Preview
Manage Archived Props

Manage RGB Aggregates
Delete Grid Rows

Add New
Audio Wizards
Waveform Area
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e Grid Configuration

Sequence  Tools Window  Help
Sequence Information
File References

(=1 View Sequence Folder
Media File
Convert Media to WAV file
Convert to Animation
Change Sequence Length
Skew All
Windows Command
Preview Design
Assign Different Preview

Manage Archived Props

Manage RGE Aggregates
}( Delete Grid Rows
5F  Add New 3
J¢  Audio Wizards 2
| Waveform Area »
Grid Configuration »

The Sequence menu

Seguence Information

This menu item opens the Sequence Information dialog, giving you visibility to key information about
the current sequence, This includes who created the sequence and when, as well as information
about the music (artist, title, and album).

File References

This menu item opens the File References dialog, giving you \visibility to all files referenced by the
current sequence.

View Sequence Folder

This menu item will open a Windows Explorer window with the current folder set to the folder
containing the current sequence.

This might be of use if you want to see the file size of the current sequence, or to make a copy the
sequence file. If you are going to make a copy, make sure and sawe it first!
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Media File

This menu item allows you to specify the audio or video file that should be used with the current
sequence. This may be useful, for example, if you have changed the directory that you store your
media files in.

When used on an animation sequence, it will convert the animation sequence to a musical
sequence.

Convert Media to WAV file

This menu item conwverts the media file associated with the sequence to the wave format (which has
a WAV file extension).

Some media file formats do not position accurately when play back is started in the middle of the
file. This can cause inaccuracies in sequencing - your lights would turn on at slightly different times
depending on whether play back was started from the beginning of the sequence or the middle.

MPG \ideo files and variable bit rate MP3 files are most susceptible to this issue. Converting to a
wawe file can eliminate this problem.

Convert to Animation

This menu item will convert the current sequence from a musical sequence to an animation
sequence.

Perhaps someone has sent you a sequence, but you don't have the media file to go with it. By
conwerting the sequence to an animation, you can still play it back and watch the preview.

To convert an animation sequence to a musical sequence, use the Media File menu item.
Change Sequence Length

This menu item allows you to change the duration of the current sequence.

For information on the format used to specify an amount of time, please see the Time Format topic.

Change Sequence Length >

The sequence currently lasts 20.35.
Please enter the new value:

| 0.3

QK Cancel

The Change Sequence Length dialog
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Skew All

Skewing a sequence will mowe all of its events, timings, and loops by some specified amount of
time. A sequence can be skewed either to the left - i.e. shifting its events (and such) earlier in time
- or to the right - i.e. shifting them later in time.

After selecting "Skew All" from the Sequence menu, a window will open up, allowing you to choose
the size and direction of the skewing:

Skew Entire Sequence >

- Direction to Skew

(®) Skew to the left (earlier)

() Skew to the right (later)

rAmount to Skew (seconds)

0.05 =

r&ction

Skew effects

Skew timing marks

(®) All freeform timing grids

() Just the currently selected timing grid

QK Cancel

The Skew All dialog

In most cases, you should leave the "Action" section with the default choices. However, if you have
a special situation, you can turn off skewing of effects or timing marks as needed.

After completing this dialog, the sequence will be skewed by the amount, and in the direction, that
you chose.

Here is an example of a simple sequence, before and after skewing to the right by one-quarter
second:

© 2019 Light-O-Rama, Inc.



114 Light-O-Rama v5.2.4

0:02.00 0:02.50 0:03.00 0:03.50 0:04.00 0:0

Track 1 V|1= M M

== 03 01.01-Roof A}
T 01.02-Roof B
T 01.03-Roof C
T 01.04-Roof D
= 3 01.05-Window A
T 01.06-Window B

A simple sequence, before skewing

0:02.00 0:02.50 0:03.00 0:03.50 0:04.00 0:0

Track 1
2 = 23 01.01-Roof A}
L1 01.02-Roof B

1 01.03-Roof C

1 01.04-Roof D

= TH01.05-Window A

T 01.06-Window B

The same sequence, after skewing to the right by 1/4 second

Windows Command

This menu item will open the Windows Shell Command dialog which allows a command to be
executed whenewer the current sequence is run (whether by the Sequencer or by the Show Player).

Preview Design

This menu item opens the Preview Design window for the current sequence.

Assign Different Preview

This menu item allows you to associate a different preview to the current sequence. This function
works best if the new preview started out as a copy of the original preview. However, the function will
also look for matching prop names between the old preview and the new preview. Effects will be
preserved for props and groups that match. Where there is no match, those items and their effects
will be archived.

Manage Archived Props

This menu item will open the Manage Archived Props dialog which allows you to change archived
props in the current sequence: delete them, turn them into preview props, or turn them into beat
channels.

Manage RGB Aggregates

This menu item will open the Manage RGB Agagregates dialog which allows you to add, modify, and
delete RGB aggregate channels. RGB aggregates allow you to combine any 3 existing channels
(the colors don't need to be red, green, and blue necessarily), and the combination of the 3 is

© 2019 Light-O-Rama, Inc.



The Light-O-Rama Software Package 115

treated as an RGB channel for sequencing purposes.

Delete Grid Rows

This menu item will open the Delete Grid Rows dialog which allows you to permanently remove
certain types of unused grid rows from the sequence. This menu item is only available to users with
a Pro license.

Delete Grid Rows ot

Pixel Props

[] Remove empty motion effects rows, unless it is the only one

[] Disable channel mode if not used

Traditicnal Props

[] Remove empty motion effect rows

QK Cancel

The Delete Grid Rows dialog

Add New

This menu item opens a sub-menu, allowing you to add a new loop lewel, beat channel,
subsequence, or RGB aggregate. "Add New" is also available on the Grid View menu.

Audio Wizards

This menu item opens a sub-menu, allowing you to select an audio wizard to run.

Waveform Area

The "Waveform" sub-menu from allows you to set the audio waveform area’s height. Choose “Large”
to see the maximum amount of detail in the waveform. Choose “Small” to see the waveform, but
have more room to display the sequence. Animation sequences are automatically set to hide the
waveform. The height can also be set by right-clicking in the waveform area.

44 Audio Wzarus

Wi Waveform Area 3 Hidden
Grid Configuration r Srall
Medium

Large

Grid Configuration
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This item opens a sub-menu allowing you import or export the user-defined grid views in the
sequence. For Pro users, it will also import/export the properties of each motion effect row. The
system-generated "Show All ltems" grid view is not included in the export. "Grid Configuration" is
also available on the Grid View menu.

5.3.1.2.1 Sequence Information Dialog

Selecting "Sequence Information" from the Sequencer's Sequence menu opens a dialog that displays
key information about the sequence, allowing you to change some of it:

e Created By: The creator of the sequence as specified in the New Animation dialog or the New
Musical Sequence dialog. This value cannot be edited.

e Created At: The date and time at which the sequence was created. This value cannot be edited.

e Modified By: If you modify a file that was created by someone else, you can enter your name
here, if you wish.

e Music Artist: For musical sequences, the artist who performed the song.

e Music Title: For musical sequences, the name of the song.

e Music Album: For musical sequences, the name of the album that the song is from.

Sequence Information bt

Type |Musica| Sequence Length [3:06.01

Sequence File |C:\Users\Matt\Dncuments\Light-O-Rama\Sequences\Wizards In Winter-2018.loredit |

Media File |C:\Users\Matt\D0cuments\Light-O-Rama\Audio\Wizards In Winter.mp3 |
CreatedBy |Light-O-Rama | |or24/2018 6:38 PM |
Modified By | |

Music Artist |Trar15—5iberian Orchestra |

Music Title |Wizard5 In Winter (Instrumental) (Album Version) |

Music Album |The Lost Christmas Eve |

Preview |LOR—TypicaIHDuse—CBSPBE—ﬂS'D—RevA

Save Cancel

The Sequence Information dialog

5.3.1.2.2 File References Dialog
Selecting "File References" from the Sequencer's Sequence menu opens a dialog that lists all files

referenced by the sequence. This includes the media file, the background image for the preview,
subsequences, and files used by motion effects (e.g. Movie and Picture effects).

Files that don't exist at the specified location are listed with a prefix of “*** missing ***". This is an
indication that the file reference should be fixed.

Subsequence and motion effect references can be fixed with this dialog. The media file can be fixed
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using the Media File item on the Sequence menu. The Preview Background file can be fixed in Preview
Design.

To specify a new location for one or more files, click the check box next to the filename(s), then click
the Change Directory button. You will be prompted for the new location. Note that this function does not
actually mowe the file(s), rather it updates the effects that reference those file(s). This can be useful if
you mowve your sequence directory.

File References >

Sequence: ChUsers\Matt\DocumentsiLight-0-RamatSequencesh 20168\ Wizar
dslnWinter-2016.loredit

Media File: Ch\Christmas Display\MediaFiles\MP4\Wizards in
Winter_x264.mp4

Preview Background: C\Christmas Display’2014\Pre-Christmas House
Photos\combinedd,jpg

Eﬂf}i:;j'inhfes Select Al Clear All Change Directory
Files used by :
Mation Effects Select All Clear All Change Directory

ChWUsers\MatthDocurnents Light-0-Rama'\Sequencesh\ 2016\ bw- guitar. gif

Close

The File References dialog

5.3.1.2.3 Window s Shell Command Dialog

When a sequence is started, Light-O-Rama can optionally also execute an arbitrary Windows
command, running any program that you specify.

For example, some people broadcast the songs that play during their shows over radio, and would like
the name of the song to be broadcast along with it, using the RDS ("Radio Data System") protocol,
allowing people with RDS-enabled radios to see the name of the song that they are listening to. RDS is
not directly supported by Light-O-Rama, but you could set up your musical sequences so that,
whenever one of them is played, Light-O-Rama will tell Windows to tell your RDS program to broadcast
the name of the song for that sequence.

To set up a sequence to execute a Windows command, select "Windows Command" from the
Sequencer's Sequence menu. After that, whenever that sequence is played (either by the Sequencer or
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the Show Player), the command will be executed.

Important notes:
e the command will not be executed if the sequence it is associated with is used as a subsequence
of another sequence.
e if the Show Player is running when you change the command associated with a sequence, you
may have to stop and start the Show Player in order for this change to be picked up.
¢ This feature is available only at the Advanced feature level and higher.

Topics:
e Reuse Existing Command
e Create New Command
e Shell Command Variables

e Sharing Sequences between Computers, and Security

Windows Shell Command o

r Command

Please enter the Windows shell cornmand that you want executed whenever this sequence runs.

) Mo command
(@) Existing Command
cmd /k echo testing123 ARE= 4

() Mew Command

Please select the window style you want to use when the command is executed.

() Hidden: The window is hidden, and the focus is passed to it,

() Mormal, Focus: The window is displayed normally, and the focus is passed to it.

(® Minimized, Focus: The window is minimized, and the focus is passed to it.

() Maximized, Fecus: The window is maximized, and the focus is passed to it

() Mormal, Mo Focus: The window is displayed normally, but the focus is not passed to it.

() Minimized, Mo Focus: The window is minimized, but the focus is not passed to it.

Help oK Cancel

The Windows Shell Command dialog

Reuse Existing Command

Select the "Existing Command" radio button and choose a command from the drop-down list to use a
command that was already set up for another sequence. Both sequences will run the same command
when they start.
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e The =2/ button copies the selected existing command to the "new command" box so you can
use an existing command as the basis for a new one.

e The X button deletes the selected command. This will affect all sequences that use the same

command; so be very certain that the command is no longer needed before deleting it. If your
intent is that the current sequence no longer run a command, use the "No command"” radio button

instead.

Create New Command

Select the "New Command" radio button for creating an entirely new command, not used by any other
sequence. If your command is an executable file or batch file, you can use the "Select" button to select
the desired file and the full path to the file will be placed in the new command text box. Your command

can also include special shell command variables as noted below.

Shell Command Variables

For the most part, a shell command will be executed exactly as you type it. You can, howeer,

additionally use certain variables, which will be replaced at run-time with various information, such as the
title of the song associated with the sequence. The following variables can be used (note: the exact
result of using any of the date/time "DT_" variables may depend upon your computer system, so try
them out if you need to rely upon an exact format):

|Variab|e || Meaning |
|%% ||A single percent character ("%") |
|%DT_a% || Day of week, abbreviated ("Mon") |
|%DT_A% ” Day of week ("Monday") |
|%DT_b% ” Month name, abbreviated ("Aug") |
|%DT_B% ” Month name ("August") |
|%DT_C% ” Date and time ("Sunday, March 09, 2008 4:05:07 PM") |
|%DT_d% || Day of month (01 through 31) |
lo6DT H% | Hour, 24 hour clock (00 through 23) |
lo6DT 1% | Hour, 12 hour clock (01 through 12) |
lo6DT jo || Day of year (001 through 366) |
|%DT_m% ” Month number (01 through 12) |
|%DT_M% ” Minute (00 through 59) |
l96DT po || AM or PM |
|%DT_S% ||Second (00 through 61) |
|%DT_W% || Day of week, number (0 through 6, Sunday being 0) |
l96DT x% || Date ("11/29/10) |
l96DT X% || Time ("16:32:37") |
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lo6DT yo%

||Year, two digit ("10")

l%6DT Y%

||Year, four digit ("2010")

%ENV_something%

environment variable

The value of your computer's environment variable "something"; for
example, use %ENV_PATH% to get the value of your computer's PATH

%MEDIA_ALBUM%

The name of the album that this sequence’'s media fi
your sequence)

le is from (if set in

%MEDIA_ARTIST%

sequence)

The name of the artist that this sequence's media file is by (if set in your

%MEDIA_FILENAME%

||The name of the sequence's media file, without path

information

%
MEDIA_FILENAME_FULL
%

The name of the sequence's media file, with path information

%
MEDIA_FILENAME_NO_E
XT%

The name of the sequence's media file, without path
without the file extension (such as ".mp3")

information and

%MEDIA_TITLE%

sequence)

The name of the song that this sequence's media file is (if set in your

|%SEQUENCE_AUTHOR%

||The author of this sequence (if set in your sequence)

%
SEQUENCE_CREATED_A
T%

The date and time at which the sequence was created

%SEQUENCE_FILENAME
%

The name of the sequence file, without path informat

ion

%
SEQUENCE_FILENAME_
FULL%

The name of the sequence file, with path information

%
SEQUENCE_FILENAME_
NO_EXT%

The name of the sequence file, without path informat
file extension (such as ".Ims")

ion and without the

%
SEQUENCE_MODIFIED_B
Y%

The name of the person who has maodified the seque
sequence)

nce (if set in your

These variables were supported in prior versions, but are no longer supported in S5

Variable || Meaning |

%DT_U% Week of year, with the first Sunday of the year starting week 01 (00
through 53)

%DT_W% Week of year, with the first Monday of the year starting week 01 (00
through 53)

%DT 7% || Time zone ('EST) |
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Sharing Sequences between Computers, and Security

The ability to execute an arbitrary Windows command is very powerful, and even potentially harmful - for
example, you could execute a command which will install spyware on your machine. Therefore, it would
not be wise to execute whatever Windows command another person chose, unless you are absolutely
sure that the command they chose is safe and harmless.

For this reason, Light-O-Rama imposes a security measure: The command to be executed is not stored
directly in the sequence file itself. Instead, the sequence file contains a key for an entry in another file
("cmdmap.lcm", located in your Light-O-Rama sequences directory); that entry specifies the Windows
command to be executed. If that file doesn't contain an entry for that key, Light-O-Rama simply does
not execute any command when the sequence plays.

So, you can use sequences created by other people without fear of spyware or other harmful programs,
as long as you continue to use your own version of cmdmap.lcm, not a copy of the other person's
cmdmap.lcm.

Howeer, this means that if you yourself use Light-O-Rama on two separate machines - for example one
to create your sequences on, and another to run your shows on - you will have to copy your "real”
version of cmdmap.lcm from one machine to the other if you want your sequences to execute Windows
shell commands. You would typically do this at the same time that you copy your sequences
themselves over from one machine to the other.

5.3.1.2.4 Manage Archived Props Dialog

Selecting "Manage Archived Props" from the Sequencer's Sequence menu opens a dialog where you
can view all of the archived props in a sequence.

Archived Props
] Select All
Prop # of Effects
] DM 1.1 2
[ ] Mew RGE 3
[] Unit 1.2 ]
[] Unit01.7 5
[] Unit 01.8 ]
Checked [tems
f'-.-"l-:n.n:a-Tu:u Mowve To Delete
Preview Beats
Total 0 Total: 0 Total: 0
Save Cancel
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Check the boxes next to the archived props you want to take action on. You can use the "Select All"
button to set or clear all of the boxes at once.

After you hawe selected the desired props, take action by clicking one of the 3 big buttons:

e "Mowe to preview" will convert the archived prop to a preview prop (i.e. it adds the prop to the
preview). The prop is no longer archived and its sequencing will appear during preview playback
and will control real lights.

e "Mowe to beats" will convert the archived prop to beat channels. While upgrading a sequence, a
beat channel in the legacy sequence could get archived because it does not exist in the preview.
This command will allow that issue to be corrected.

e "Delete" permanently remowves the selected archive props from the sequence. A legacy sequence
might contain channels that were no longer used and those channels would get archived because
they don't exist in the preview. There is no reason to keep such channels in an S5 sequence, so
this command gives you an efficient way to remowve them.

After you are done, click "Saw" to close the dialog and make the actions permanent, or click "Cancel"
to revoke the changes.

5.3.1.2.5 Manage RGB Aggregates Dialog

Selecting "Manage RGB Aggregates" from the Sequencer's Sequence menu opens a dialog where you
can view all of the RGB aggregates in a sequence. From this dialog you can:

e Add a new RGB aggregate
e Modify an existing RGB aggregate
e Delete an RGB aggregate

RGB Aggregates et
»
¥ x S
RGE Aggregate # of Effects
Hoop 2 154
Close

The Manage RGB Aggregates dialog
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Add a new RGB aggregate
Clicking the "+" icon will open a dialog allowing you to create a new RGB aggregate.

e Enter the name for the new aggregate.

¢ Use the filter box to narrow done the list of channels to choose from.

¢ Click on a channel name that will occupy the red slot in the aggregate, then click the "Set
Red" button. The name of the selected channel will appear below the button.

¢ Click on a channel name that will occupy the green slot in the aggregate, then click the "Set
Green" button. The name of the selected channel will appear below the button.

¢ Click on a channel name that will occupy the blue slot in the aggregate, then click the "Set
Blue" button. The name of the selected channel will appear below the button.

¢ Click the "Create" button to create the aggregate.

It is not required to set all 3 slots. Setting only 1 or 2 of the slots is fine.

Create RGB Aggregate x

Aggregate Mame: |

ier |hoor | aneof the channel butons o the right
- Heoop Blue 2 ~
- Hoop Blue 3
--Hoop Blue4 <not selected>
- Hoop Blue 5
- Hoop Blue &
- Hoop Blue7 Set Green
- Hoop Blue & <not selected>
- Hoop Blue Lt
- Hoop Blue Rt
- Hoop Red 2 Set Blue
:ZEE E:ji =not selected=
- Hoop Red 5 v

Create Cancel

Creating anew RGB Aggregate

Modify an existing RGB aggregate

Double-clicking on an RGB aggregate name (or clicking a name to select it then clicking the pencil
icon) will open a dialog allowing you modify the selected RGB agaregate. Here you can change the
name, or change the channels assigned to any of the 3 slots. To change the channel assigned to a
slot, use the same procedure described in creating an aggregate.
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Modify RGB Aggregate et

Channel Mame: |HDDFI 2

| 5elect a channel on the left, then click

A= | one of the channel buttons on the right

™ Bay Star It &
- Bay Star rt
- Qarage Star 2 Hoop Red 2
- Garage Star 4
- (Garage Star Lt
- (Garage Star Rt [SetGreen |
- Garage Star Top Hoop Wh 2
--Hoop Blue2
--Hoop Blue 3
- Hoop Blue 4
- Hoop Blue 3
 Hoop Blue 6 Hoop Blue2
. Hoop Blue7 w

Modify Cancel

Modifying an RGB Aggregate

Delete an RGB aggregate

Click on an aggregate name to select it then click the red "X" icon to delete it. You can also use
Shift-click and Ctrl-click to select multiple items before clicking the delete icon.

5.3.1.3 Tools Menu

The Light-O-Rama S5 Sequencer's Tools Menu gives you access to a set of functions that are unrelated
to a specific sequence.

e Motion Effect Generator

e Sequencer Preferences

e Change User Data Directory
Waveform Colors

[ ]
e Theme
e Zoom Preferences
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Tools  Window  Help
E Motion Effect Generator

& Sequencer Preferences
(=1 Change User Data Directory
'ﬂ' Waveform Colors
Theme
Zoom Preferences »

|_;'

The Tools Menu

Motion Effect Generator

This option on the Tools menu opens the Motion Effect Generator window. This menu item can be
used when no sequences are open to test effects and optionally save the one’s you like as favorites.
You can do this at any license lewel.

When a sequence is open, this menu item can be used to place motion effects in the active
sequence See the Sequencing topic for more information on how to use the Motion Effect Generator
when editing your sequences. Placing motion effects in a sequence requires the Pro license level.

Sequencer Preferences

This option on the Tools menu opens the Sequencer Preferences dialog, which allows you to
customize some of the look and behavior of the S5 Sequencer..

Change User Data Directory

This option on the Tools menu allows you to change the default directory where your audio and
sequence files are stored. You should back up your sequence files before initiating this action.

Waveform Colors

This option on the Tools menu allows you to customize the colors of the waveform display.

Theme

This option on the Tools menu allows you to choose among several themes (color schemes) for
displaying the main window of the Light-O-Rama Sequencer

Zoom Preferences

This option on the Tools menu allows you to customize zoom preferences (default row height and
time scale width) for new sequences.
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5.3.1.3.1 Sequen

cer Preferences

The Sequencer Preferences sub-menu on the Light-O-Rama S5 Sequencer's Tools menu opens a dialog
that allows you to customize the behavior of certain functions in the Sequencer. The dialog has several

tabs:

Tooltips
Playback

Motion Effects
Previews
Save Copy
Video

Cursors

Start Up

Sequencer Preferences

Enable Tocltips

Seconds before opening: (0.8 =

Closing Tooltips

[ Secu:_unds before _ 10 -
closing automatically:

(®) Manually close tooltips on mouseowver

(O Manually close tooltips on click

oK

Cursors  Start Up

Cancel

The Sequencer Preferences Dialog

5.3.1.3.1.1 Tooltip Preferences

The "Tooltips" tab is accessed by selecting Sequencer Preferences from the Sequencer's Tools menu.

From

here you can control how tool-tips are displayed on the sequence grid.

Enable tooltips

Seconds before opening

Seconds before closing automatically
Manually close tooltips on mouseover
Manually close tooltips on click
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Sequencer Preferences =

Playback Motion Effects Channel Effects  Previews S5ave Copy Video  Cursors Start Up

Enable Teoltips

Seconds before opening: 0.8 =

Clesing Tooltips

H Secqnds before . 0 .
closing autormnatically:

(®) Manually close tooltips on mouseover

() Manually close toaltips on click

QK Cancel

Sequencer Preferences - Tooltips Tab

Enable tooltips

If this box is checked, when the mouse is over a sequence grid, a tool-tip displaying information
about the cell being pointed to can be displayed.

Seconds before opening

If tool-tips are enabled, this text box controls how many seconds it will take before the tool-tip pops
up, when the mouse is kept still over a sequence grid.

You do not have to specify a whole number; for example, you can set it to six tenths of a second by
entering "0.6".

Seconds before closing automatically

If tool-tips are enabled, this checkbox and text box control whether or not they will automatically
close themselves a certain amount of time after being opened. If the checkbox is checked, they will
automatically close after the number of seconds specified in the text box.

You do not have to specify a whole number; for example, you can set it to three-quarters of a
second by entering "0.75".
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Manually close tool-tips on mouseover

If tool-tips are enabled, selecting this option will make them close when you roll your mouse over
them. The other option is to make them close when you click on them.

Manually close tool-tips on click

If tool-tips are enabled, selecting this option will make them close when you click on them. The
other option is to make them close when you roll your mouse over them.
5.3.1.3.1.2 Playback Preferences

The "Playback” tab is accessed by selecting Sequencer Preferences from the Sequencer's Tools menu.
From here you can control how:

¢ How color samples are displayed during playback
e How progress is indicated during playback

Sequencer Preferences .

Tooltips ck i Motion Effects Channel Effects  Previews Save Copy Video Cursors Start Up
Show a color sample during sequence playback to the right of the channel names.

Mediurm color sample W

Indicate playback progress:

With a moving marker w

QK Cancel

Sequencer Preferences - Playback Tab

Color Sample Preferences

This option controls the width of the color sample area (just to the right of the channel names, as
shown in the picture below). Choose "No color sample" to not display color samples at all.
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Playback Progress Preferences

This option controls how the playback marker is displayed. The options are:

e Use a moving marker. This displays a marker at the current playback location, regardless of
timing marks.

¢ Highlight the current column. This highlights the timing marks immediately before and after the
current playback location.

¢ Highlight the current timing mark. This highlights a timing mark as the current playback position
reaches it. When the playback position is between timing marks, nothing is highlighted. This
mode is useful for verifying that your timing marks match the music.

Very Merry Christmas-RFM-N... x
(/) LOR-TypicalHouse-C68P32-1280-RevA ~ E

II-.I Std Clipboard -Pastehl,fCeH -

o Sa _@I%ﬁﬁﬂ%%ﬂﬂl@

thhglﬂ.ﬁl\larmal -A R0 M MR R E S

Intensity = (0 2

0 2

Track 1 v~

100 = iy |On - (E( )E} E( E) Timmg -

Frxed Gnid: 0.10 '|
0:04

= ® iRoofi

+ Windows

[+ Columns

[+ Bushes

Unit ID 02

Unit ID 03

Unit 1D 04

Unit ID 06
Unit ID 07
Unit ID 08

H|E|H|® =

[+

il
W
L

Playback in Progress

5.3.1.3.1.3 Motion Effect Preferences

The "Motion Effects" tab is accessed by selecting Sequencer Preferences from the Light-O-Rama S5

Sequencer's Tools menu. From here you can control:

¢ How motion effects are displayed in the sequence grid
e How the Motion Effect Generator is initialized when it opens
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Sequencer Preferences =

Tooltips  Playback DtlDﬂEf'fECtS Channel Effects Previews Save Copy Video Cursors Start Up

Grid Display

Motion effects on any particular row in the sequence grid alternate colors in order to show
where cne effect stops and the next effect starts, The colors shown on the grid have
nothing to do with the colors that are used in the effect.

Grid color 1:

Grid Color 2:

Show the first 4 letters in each effect's name on the grid

Motion Effects Generator

[] When cpening, initialize from the current toolbar effect and color

QK Cancel

The Sequencer Preferences - Motion Effects Tab

How motion effects are displayed in the sequence grid

Motion Effect Row Colors

Motion effects on any particular row in the sequence grid alternate colors in order to show where one
effect stops and the next effect starts. The colors shown on the grid have nothing to do with the
colors that are used in the effect. Use "Grid color 1" and "Grid color 2" to set the 2 colors displayed
on the sequence grid for motion effect rows.

The pictures in the next section demonstrate what this actually looks like in the sequence grid.

Motion Effect Names

The first 4 letters of the effect's name can be displayed on the sequencer grid. This can help identify
the effect.

Here is an example with name display disabled. The only ways to identify an effect are to either 1)
double-click on the effect to open it in the Motion Effects Generator, or 2) single-click on the effect
and it will be displayed in the playback window (assuming the playback window is not hidden).
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1:18 1:20

Show All ltems o 'E: - m

A Souza Eave UR2Z: mO1
+  Souza RGE Star Mested
A Souza RGE Tree: mO1

Motion effects with naming disabled

Here is the same example with name display enabled. You can see that the first row contains a
series of Colorwash effects, the second contains Bars effects, and the third row contains Spiral

effects.
118 1:20
L T T (N SN TN (RN U [N T [ T TR Y (N TR N . N T [N SR T T B B |
Show All ltems vl - m
8 Souza Eave URz mo1  MISTBRRTRE S [oE 2 TIRETGRRTE o Tk TRER]
+  Souza RGE Star Mested 2;552;5%2;552{:552;5%2;?%2;5%2; Ea’_‘ M
. Fl1Fr>FlFaoFlPFSF1RSF1IFSF1I1~SF1IFFSF1 F1 ]
4 Souza RGE Tree: mO1 Pir‘SPir‘EPirSPirSPir‘SPi“SPir‘SPiESPi
Motion effects with naming enabled

How the Motion Effect Generator is initialized when it opens

The Motion Effect Generator can be initialized with values from the sequence toolbar when creating a
new effect (it has no impact when modifying an existing effect). If enabled then the first color in the
palette will reflect the value of the Color Fade Tool on the sequence toolbar. Also, the effect will be
initialized based on the current toolbar channel effect: Colorwash motion effect for "on", Twinkle
motion effect for "twinkle", and a flashing Colorwash motion effect for "shimmer".

5.3.1.3.1.4 Channel Effect Preferences

The "Channel Effects"” tab is accessed by selecting Sequencer Preferences from the Sequencer's Tools
menu. From here you can control how channel effects are displayed on the sequence grid.
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Sequencer Preferences =
Tooltips  Playback Maotion Effects  Channel Effects  Previews Save Copy Video  Cursors  Start Up

View fades as ramps

Background celor in the sequence grid:

Dark Light

QK Cancel

The Sequencer Preferences - Channel Effects Tab

Fades

When fade or intensity lighting effects are displayed in the Sequencer, they are displayed in one of
two ways: "as ramps" or "as colors”. You can use the "View fades as ramps" check box to control
which is used.

When viewed "as colors", fades and intensities will be displayed as gradually varying shades
between light grey (which indicates that the channel is off, i.e. the intensity is zero) and the color
assigned to the channel (which indicates an intensity of 100%, i.e. full brightness).

When viewed "as ramps”, they are instead displayed as partially filling in their cells with the color of
the channel, to a degree based upon the intensity.

Neither of these settings have any effect on the behavior of your actual lights; they only affect how
the Sequencer displays these lighting effects in the sequence grid.

J0 0:01 0:02
LT E -

Show All ltems
3 01.01-Roof A
3 01.02-Roof B
3 01.03-Roof C

A sequence with fades viewed using colors
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Show All tems
3 01.01-Roof A
3 01.02-Roof B

3 01.03-Roof C
The same sequence, with fades viewed as ramps

Channel Background Color

Reqgular channels and beat channels are displayed with a gray background on the sequence grid.
Howewer, you can control how light or dark you want the gray background to be. Use the slider to
control the lightness. A sample is shown to the right of the slider.

5.3.1.3.1.5 Preview Preferences

The "Previews" tab is accessed by selecting Sequencer Preferences from the Light-O-Rama S5
Sequencer's Tools menu. From here you can control:

e How preview background images are handled
¢ The screen drawing gualit

Sequencer Preferences

Save Copy Video Cursors 5Start Up

Tooltips Playback Motion Effects Channel Effects

Background Image

Show the preview's background image during playback. Typically you want this enabled {checked).
However, you may disable it to see how your lights lock against a completely black background.

() Stretch the image to fill the preview window
(® Maintain the image's aspect ratio, so it always looks like the original image

Bulb Drawing Cuality
® Good quality, best perfformance

() Better quality, graphics card recommended (dx anti-alias)

() Best quality, graphics card recornmended (8x anti-alias)

QK Cancel

The Sequencer Preferences - Previews Tab

How preview background images are handled
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The first check box controls whether the background image is displayed at all. We recommend that
you leawe this box checked.

The second part determines whether the background image will be stretched to completely fill the
playback window, or whether the image's aspect ratio (the ratio of the width to the height) will be
maintained. Note that props are drawn in relation to the background image; so if you choose the
option where the aspect ratio is maintained, then it will also be maintained for the all of the props in
the preview. Maintaining the image's aspect ratio is highly recommended.

The screen drawing quality

If you are running the Sequencer on a game-rated computer (one that has a graphics card), then the
Sequencer can take advantage of that hardware in Preview Design and while playing a sequence in
the playback window. This is a performance versus display quality setting. If you choose a higher
quality setting and then notice that playback lags, then you will want to return to this tab and
choose a lower quality setting.

Changing the drawing quality will not take effect until the next time the Sequencer is started.

Hexagon-shaped bulbs at the lowest quality setting (enlarged to show detail):

Hexagon-shaped bulbs at the highest quality setting (enlarged to show detail):

5.3.1.3.1.6 Save Copy Preferences

The "Sawe Copy" tab is accessed by selecting Sequencer Preferences from the Light-O-Rama S5
Sequencer's Tools menu. From here you can customize the behavior of the Save A Copy item on the
File menu. The available options are:

e Sawe A Copy During Regular Save

e Sawe A Copy Location
¢ File Name Suffix
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Sequencer Preferences =

Tooltips Playback Motion Effects Channel Effects Previews | 5ave Copy ! Video  Cursors Start Up
Options for File » Save & Copy (which creates a backup copy of a sequence]

[] Save a copy whenever the regular Save command is used

Save A Copy - Location

® Save to folder where sequence is located

() Save to a different folder

‘ Choose Folder...

Save A Copy - Text to append to the file name

() Custom Text - Copy

() Date and Time -YYRMDD-HHMMSS

® Prompt for name

QK Cancel

The Sequencer Preferences - Save Copy Tab

Save A Copy During Regular Save
If this box is checked, then every time the user performs a regular Save operation it will be

automatically followed by a Save A Copy operation. If unchecked, then Save A Copy will only be
performed when the user selects it from the File menu.

Save A Copy Location

This option allows the user to specify the folder for Save A Copy operations.

File Name Suffix

This option allows you to customize the default suffix that is applied. Choosing the “Date and Time”
option is particularly useful for making multiple backup copies of your sequence.

If you enter custom text, you can only use characters that are valid in Windows file names. These
characters are forbidden: *. " /\[]:; | =,

5.3.1.3.1.7 Video Preferences

Musical sequences are associated with a song or other sound effect, from either an audio file (such as
an MP3) or a \video file (such as an AVI, WMV, or MP4 file). If a musical sequence is associated with a
video file, Light-O-Rama can display the video during play.

The "Video" tab is accessed by selecting Sequencer Preferences from the Sequencer's Tools menu and
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can be used to control whether and how video is displayed during playback.

There are 2 sets of video preferences. The left side controls how videos are displayed during sequencing
(while using the Sequencer). The right side controls how \ideos are displayed in shows by the Show

Player.

On either side you have the same 3 choices:

e Display Videos in a Window
e Display Videos in Full Screen Mode
e Use Audio Track Only When Sequencing With Video Media

Not all modes are supported at all license lewels. See the Eeature Comparison page for more
information.

Sequencer Preferences =

Tooltips Playback Motion Effects Channel Effects  Previews Save Copy Cursors  Start Up

When sequencing with video media (e.g. AV, WMV, or MP4 files), how should the video be displayed?

While Sequencing While Playing The Show

® Display videos in a window. You control the size O Display videos in a window. You control the size

and placement of the window,

Display videos full screen. If you have multiple
(_) monitors, use the mode above to first place the
window on the desired monitor.

'e) Use audic track only when sequencing with video
media (no video display)

and placement of the window,

(® Display videos full screen on monitor:

DISPLAYT - Primary (2560 x 1440) ~

() Use audio track only when the show is playing

QK Cancel

The Sequencer Preferences - Video Tab

Display Videos in a Window
In this mode, video will be displayed in a window. You can mowve the window and resize it as needed.
Display Videos in Full Screen Mode

In this mode, video will be displayed full screen. If you have multiple monitors, the method for
choosing the monitor where the video will be display is different for sequencing and show playback:
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e For sequencing, first select the Display Vidoes in a Window option. Play a sequence and position
the video window on the desired monitor. Stop playback. Go back into Video Preferences and

change the option to Full Screen Mode.
e For show playback, select the desired monitor from the drop-down list.

Use Audio Track Only When Sequencing With Video Media

In this mode, when a musical sequence with a video is played, only the audio track of the video will
be played. There will be no video window.

5.3.1.3.1.8 Cursor Preferences

The "Cursors" tab is accessed by selecting Sequencer Preferences from the Light-O-Rama S5
Sequencer's Tools menu. From here you can customize the cursor that is displayed when:

e drawing light strings in Preview Design
¢ using effect tools on the toolbar, like "on" or "chase"

Sequencer Preferences x

Edit Cursor
%
® Yellow Pencil
L
O White Pencil \)
(O Up Arrow ﬁ

QK Cancel

Sequencer Preferences - Cursors Tab

You have your choice of:

¢ Yellow pencil (default). Some users say the black tip of the pencil makes the exact location of the
cursor hard to determine. Therefore, you can also choose...

¢ White pencil, or

e Up Arrow. This cursor is built into Windows. So if you have custom cursors loaded onto your
system, the arrow may look slightly different than what is shown in the dialog.
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The intent is that the Sequencer uses the default Windows arrow cursor for selection and a different
cursor when drawing.

5.3.1.3.1.9 Start Up Preferences

The "Start Up" tab is accessed by selecting Sequencer Preferences from the Light-O-Rama S5
Sequencer's Tools menu. From here you can control:

e Whether Control Lights is automatically enabled if the Comm Listener is already running when the
Sequencer is started.

Sequencer Preferences et

Tooltips Playback Motion Effects  Channel Effects  Previews 5Save Copy Video  Cursors

When the Sequencer starts, enable Control Lights if the Light-0-Rama Comm Listener (CL) is running

QK Cancel

The Sequencer Preferences - Start Up Tab

5.3.1.3.2 Themes

The Themes menu item on the Light-O-Rama S5 Sequencer's Tools menu opens a dialog that allows
you to select a color scheme for the main Sequencer window.

© 2019 Light-O-Rama, Inc.



The Light-O-Rama Software Package 139

5et Theme ot

Mew theme (color scheme):

light v

QK Cancel

Theme Selection Dialog

There are 3 themes to choose from:
e Light

e Darl

e Blue

O
=~

o

After selecting a theme, the Sequencer will need to be restarted in order for the new theme to take
effect.

Light Theme
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File  Sequence

Preview Playback

Start Page
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55 Light-0-Rama 55 Sequencer v3.1.3 Pro — O x
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55 Light-0-Rama 55 Sequencer v3.1.3 Pro — O x
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5.3.1.3.3 Zoom Preferences

When a sequence is displayed in the Sequencer, it is represented as a grid. You can zoom in or out of
the grid in either the horizontal and ertical direction at any time. See the Scrolling and Zooming topic for
more information.

Whenever save your sequence the zoom lewel is saved too. And when you re-open that sequence, the
zoom lewel will be restored. However, whenewver the Sequencer creates a new sequence, it will use some
default zoom level settings. If you prefer some particular zoom level, you probably do not want to zoom
in or out every time that you create a sequence. So, the Zoom Preferences sub-menu (of the Tools
menu) allows you to save your current zoom level settings as defaults, by selecting "Save Zoom
Preferences".

Later, when you create a hew sequence, it will default to the zoom level settings that you had saved.
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If you change the zoom level on a sequence and want to get back to your saved default zoom lewel
settings, the Zoom Preferences sub-menu also provides a way to do this: by selecting "Apply Saved
Preferences".

There is also a system default zoom lewel, and selecting "Apply System Defaults" will apply that to the
active sequence.

[Ty

L, Zoom Preferences * Save Zoom Preferences
Apply Saved Preferences
Apply System Defaults

Zoom Preferences Sub-menu

5.3.1.4 Window Menu

The Window menu of the Light-O-Rama Sequencer enables you to hide or show certain Sequencer
windows on your screen. Most importantly, it allows you to reset the position of all windows to their
default locations.

The following menu items are available:

View Start Page
View Playback Window

View Motion Effects Window
View Previews Window
View Control Lights Window
Float Current Window

Reset Window Layout

Window | Help
View Start Page
View Playback Window
Viiew Motion Effects Window
View Previews Window

View Control Lights Window

Float Current Window
Reset Window Layout

View Start Page

Selecting this option on the Window menu unhides the Start Page. This menu item is only shown if
the Start Page is currently hidden.

View Playback Window
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Selecting this option on the Window menu unhides the Playback window. This menu item is only
shown if the Playback window is currently hidden.

View Motion Effects Window

Selecting this option on the Window menu unhides the Motion Effects window. This menu item is
only shown if the Motion Effects window is currently hidden and the user has a Pro license.

View Previews Window

Selecting this option on the Window menu unhides the Preview Management window. This menu
item is only shown if the Preview Management window is currently hidden.

View Control Lights Window

Selecting this option on the Window menu unhides the Control Lights window. This menu item is
only shown if the Control Lights window is currently hidden.

Float Current Window

This option on the Window menu floats the current window so that it can be moved and sized
independently of the main Sequencer window. If you have multiple display monitors, you can mowve a
floating window to a separate monitor. Only the Playback, Preview, Motion Effects, and Control
Lights windows can float. Sequence windows cannot float.

Reset Window Layout

This option on the Window menu resets the position of all windows to their default locations, as
shown below.
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Playback
Window
{pinned)

Tabs provide
access to the
Start Page
and all open
sequences

Start Page
provides links
to create new
Sequences or

open ones

that were
accessed
recently

5.3.1.5 Help Menu

Version License
Number Level
§5 Light-O-Rama S5 Sequencer v3.1.1 Pro - O
Eile  Sequence  TJools Window Help

Start Page

@
Q

#*

X PolarExpress-Theme -

Start A New Sequence

Mew Musical Sequence

New Animation Sequence

Recent Sequences

Ch\Users\Matt\Documents\Light-0-Rama\Sequences),

Wizards In Winter.loredit

SAB1AB |

519847 Uano

spyb17 jouony

Preview
Management
Window
{unpinned)

Motion
Effects
Window
{unpinned)
PRO only

Control
Lights
Window
{unpinned)

The Help menu of the Light-O-Rama Sequencer brings up help and other information about Light-O-
Rama.

The following options are available on the Help menu:

Contents
Index
Search

Shortcut Keys
Welcome

Visit Light-O-Rama on the Web
About the Light-O-Rama Editor
Regqister or Upgrade Light-O-Rama
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Help
Contents
Index
Search

Shortcut Keys

Welcome
Y Visit Light-0-Rama on the Web
About the Light-0-Rama Sequencer

Register or Upgrade Light-O-Rama
The Help Menu

Contents
This option on the Help menu opens up the main Sequencer topic in the Light-O-Rama help file.

It has a keyboard hotkey: F1

Index

This option on the Help menu opens up the index of the Light-O-Rama help file.

Search

This option on the Help menu opens up the search menu of the Light-O-Rama help file.

Shortcut Keys

This option on the Help menu opens up the Keyboard Shortcut Summary in the Light-O-Rama help
file.

Welcome

This option on the Help menu displays some introductory information to help you get started using
the Light-O-Rama Sequencer

Visit Light-O-Rama on the Web

This option on the Help menu opens the Light-O-Rama website in your web browser.

About the Light-O-Rama Editor

This option on the Help menu brings up the Sequencer's About box, which displays some
information about the program and your computer.

Register or Upgrade Light-O-Rama
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Use this item on the Help menu to register your Light-O-Rama software, or to upgrade to a higher
level license, unlocking various features.

5.3.1.5.1 About

5.3.2

Selecting "About" from the Light-O-Rama Sequencer's Help menu displays the version of the Sequencer
that you are running, your Light-O-Rama license information, and information about your computer.
When contacting Light-O-Rama for help with the Sequencer, being ready with the information displayed
in the “About” window can assist in getting your problem resolved faster.

If you create a ticket with the Light-O-Rama Help Desk, you can use the "Copy to Clipboard" button to
copy the information shown in the window so that your can paste it into your ticket. This will assist in
getting your issue resolved faster.

About Sequencer >

Light-\-Rama
—

Light-O-Rama 55 Sequencer (32-bit), Version 3.1.3
Pro Editicn

Copyright 2016-2018 Light-0-Rama, Inc.
Registered to: Matt Brown

Microsoft Windows 10 Pro 84-bit
AMD Ryzen 71700 Eight-Core Processor
MVIDIA GeForce GTX 1050
OpenGL version: 4.6.0 NVIDIA 308,282

=4 Copy to Clipboard Close

The S5 Sequencer's About Box

Start Page

The Start Page gives you links to quickly start a new animation or musical sequence, and to open

sequences that have been recently viewed. The list of recent sequences on the Start Page are the same

ones listed on the Eiles > Recent Files sub-menu. The Start Page can be docked in any location,
floated, or hidden.
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PolarExpress-Theme * -

Start A New Sequence

@ Mew Musical Sequence
Q Mew Animation Sequence

Recent Sequences

ChUsers\Matth DocumentstLight-0-Rama' Sequences),
Wizards In Winter.loredit

53.3 Previews Window

The "Previews" window is normally docked on the right side of the main Light-O-Rama S5 Sequencer. To
keep the window open, click the pin icon in the upper right corner of the window. From the Preview
window you can create, modify, delete, and import/export previews.

ﬂ
=
=
Default =
Halloween 2017 e
Halloween 2018 @
[
(=]
=
S
=
=3
From here you can:
Double-click on a preview name to edit it. This will open a Preview
‘ Design window with the selected preview loaded.
+ Click the "+" icon to start a new preview. This will open an empty
Preview Design window ready for you to create a preview from
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scratch.

Click on a preview name and then click the pencil icon. This will
open a Preview Design window with the selected preview loaded.

Click on a preview name and then click the red “X’ button. You will
be prompted to confirm that you want to proceed with the
deletion. Click “Yes” to delete or click “No” to cancel. If after
deleting it you find that you want to get it back, assuming you
have a sequence associated with that preview you can just open
that sequence and the preview will be imported from it.

A

Click on a preview name and then click the “Copy” button. You
will be prompted for the name of the new preview. If you keep a
copy of a preview for each year of your display (recommended),
then this is the command you should use to copy one year's
preview to the next (e.g. 2018 to 2019).

SN/

|\
Import Visualizer File
Import SE Animaticn
Export Preview

Import Preview

Click the Import icon to open a menu that allows you to:

e Import a Visualizer (LEE) file. You will prompted to select

an LEE file and it will then be imported into a new preview.
During the import process, Visualizer fixtures will be
converted to props, and Visualizer props will be imported as
preview groups.

e Import a Sequence Editor Animation. You will be prompted
to select the LMS or LAS sequence file that contains the
animation.

e Export an S5 preview. You will be prompted for the file
name. This creates a file with an LORPREV extension.

e Import an S5 preview. You will prompted to a select a file
with an LORPREV extension.

T d x Ik - MY

CanDIADN

Christmas 2017 |
De Modify
H: Delete
H: Copy
Export
Mew Musical Sequence
Mew Anirnation Sequence

Right-click on a preview name to open a menu that allows you to:

Modify the selected preview in a Preview Design window.
Delete the selected preview. You will be prompted to
confirm that you want to proceed with the deletion.

Copy the selected preview. You will be prompted for the
name of the new preview.

Export the selected preview. You will be prompted for the
file name. This creates a file with an LORPREV extension.
e Create a new musical sequence using the selected

preview.
e Create a new animation sequence using the selected
preview.

5.3.4 Preview Design

Creating a preview is the first step in using the Light-O-Rama S5 Sequencer. No sequencing can be
done without a preview. While it is possible to create a preview outside of the Preview Design window
(via import, or using the Quick Preview feature when creating a new sequence), any editing of a preview

must

be done in Preview Design.
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A preview defines the lighting elements in your display and how they are arranged. It allows your
sequences to be simulated during playback. A preview can be a quick rough sketch, or a detailed, highly
realistic depiction of your display. It is up to you to decide how much effort you want to put in to it. In
any case, the preview must accurately define every channel that will be controlled by your sequences.

You can access the Preview Design window from the Previews Window or from the Preview Menu on
the sequence toolbar.

Props and Groups

The display elements in a preview are referred to as 'props'. You must add a prop to the preview for every
display element that you want to control. A prop can be as simple as a single channel string of
traditional lights, or as complex as a big pixel tree or matrix. When you create a prop, you define the
type and color of lights that it uses, its shape, and the channels assigned to it. If one of the built-in
shapes doesn't meet your needs, then you can define a custom shape.

=
-

A sample of some of the shapes that come built-in to S5

Props can be grouped together.
¢ You might do this so that the props appear together in the sequence grid.
¢ You might also create a group so that you can apply an effect to the group instead of individual
props. This enables things like sweeping a color across your entire display.

One Preview > Multiple Sequences

One preview can be associated with multiple sequences. Update the preview once, and the next time
you open any sequence associated with that preview, the update will automatically be applied.
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Preview: Christmas 2018

Prop: Window Prop: Door Prop: Eaves Prop: Gutter
Channels Channels Channels Channels
Unit 01 Circuit 1 Unit 01 Circuit 2 Unit 01 Circuit 3 Unit 01 Circuit 4
Sequence: Sequence: Sequence:

Jingle Bells Let It Snow Joy to the World

Using Preview Design
At the top of the Preview Design window are:

¢ The Sawve and Cancel buttons

e The Preview Name field. The name must be unique -- having 2 previews with the same name is not
allowed. If a preview is already associated with one or more sequences and you change the
preview name, the association with sequences will be preserned. See the topic on Naming
Strategies for a deeper discussion of how to name previews.

Below this there are 5 tabs:

¢ Design - this is where you will do most of your work, creating props and arranging them so that
they match your display.

e Channel Conflicts and bulk change toal - this tab will show a green check mark if everything is
OK, and a warning sign if there are problems with the channels you have assigned to your props.
The tab allows you to quickly identify the issues and resolve them. It can also be used to make
changes that affect multiple props, such as when you change a controller's unit id (e.g. 01 to 11)
or network (e.g. Regular to Aux A).

e Other Warnings - this tab will show a green check mark if everything is OK, and a warning sign if
there are problems with prop definitions (e.g. a sub-prop is not assigned the same channels as its
master prop).

e String Summary - this tab displays a table of all strings defined by every prop in the preview. If you
want a print-out of your props and channel assignments to carry with you as you wire up your
display, you can use this table, copy it to the clipboard, and paste it into any spreadsheet
program. In the spreadsheet you can sort and filter the data, add and remove columns, and print it
out.

e Statistics - this tab gives you statistics about the preview: number of props, groups, pixels,
channels, etc.
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Preview Design - LOR-TypicalHouse-C88P32-1280-RevA

Save Cancel Mame |LOR-TypicalHouse-C68P32-1280-RevA

Design o Channel Conflicts (and bulk change tool) o Other Warnings  String Summary  Statistics

5 Add Item a ¥ @

ltern ~ Format + 4k~

01.01-Roof A ~
01.02-Roof B

01.03-Roof C

01.04-Roof D

01.05-Window A

01.06-Window B

01.07-Window C

01.08-Window D

01.09-Column A

01.10-Column B

01.11-Celumn C A

Bulb Scale  Background

Set Image Clear Image

Brightness

Dark Light

<

The Preview Design window showing asample preview

5.3.4.1 Design Tab

The Design tab of the Preview Design window is where you create props (display elements) and arrange
them so that they match your display.

This is the first of 5 tabs on the Preview Design window. The others are:

e Channel Conflicts & Bulk Changes
e Other Warnings

e String Summa

e Statistics
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Preview Design x
Save Cancel Mame |
Design Channel Conflicts / Bulk Change Tool Other Warnings  String Summary  Statistics

Add ltem |

)

ltem = Format = &k -

Prop and Group List

Design Canvas

Bulb  Scale  Background

Shape Square b
Size '

1

Transparency '

o
vio

< >

The Design Tab
The Design Tab is divided into 2 main sections:
The left side contains controls that allow you to create and modify props and groups:

Add Item button
Zoom control
Toolbar

Prop and Group List
Bulb tab

Scale tab

Background tab

The right side is the visual design canvas - a representation of your display that will be used to simulate
your lights during sequence playback.
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Selecting ltems

Items in the Prop and Group List can be selected by clicking on them. The prop or group that is selected
will then be displayed in yellow on the design canvas to the right. You can also do the reverse: you can
click on a prop on the design canvas and its hame will be highlighted in the Prop and Group List.

You can also select more than one item at a time. This is often useful for moving several props at the
same time or for creating groups. In the Prop and Group List, Ctrl-click on an item to select it in addition
to items already selected. Use Shift-click to select a range of items in the list. When selecting items
using the mouse on the design canvas, hold the Shift button down on the keyboard while clicking the
mouse and that prop will be added to the ones already selected.

In the picture below, the “Gutter” prop has been selected — it is highlighted in the Prop and Group List
and displayed in yellow on the design canvas.

Preview Design - Simple House m} *

Save Cancel Name Simple House

Design Channel Conflicts & Bulk Changes Other Warnings  String Summary  Statistics

Add ltem e ¥ @

ltem + Format - &k - 4§

Decer
Eaves

Window

Bulb Scale  Background

Shape Square e

Size
: v

Transparency '
0%

Keyboard Shortcuts

The following keyboard shortcuts can be used on the design tab:

Shortcut Action
letes th lect
Delete deletes the selected prop or group
selects all props
Ctrl | |A Prop
T mowes the selected props by a small amount
—l]||—
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Ctrl Makes the selected items larger. Hold the keys down longer to

r engage the keyboard auto-repeat if needed.

Ctl"l Makes the selected items smaller. Hold the keys down longer to
engage the keyboard auto-repeat if needed.

Ct I"l rotates the selected props counterclockwise

Ct I"l rotates the selected props clockwise

Control-zero resets prop rotation to its default value (fixed prop
shapes only)

undo last operation

Ctrl
Ctrl
Ctrl

redo last operation

<|[INJl2ll LI T 1e]|—

Add Item

Click the Add Item button to add Props and Groups to your preview. After saving the new prop or
group, it will be added to the Prop and Group List and displayed on the design canvas on the right.

Add Mew ltern -

Select the method for creating the new item

Create a new PROP using one of the built-in shapes, or define a custom shape
Create a new GROUP from existing props and groups
Add a Light-0-Rama device (AC controller, Cosmic, Pixie, Pixcon, Flood, etc)
Add a DMX device

Add an RGE device (generic)

Import an 55 prop file

Import a Visualizer file (fixture, prop, or complete visualization)

Draw a new string

Light-0-Rama Props (online]

Superstar (onling)

Boscoyo Studic (onling)

Generic Props (onling)

Refresh Cancel

Create a new prop using one of the built-in shapes, or define a custom shape

This option opens the Prop Definition window, allowing you to create a prop from scratch. The wide
variety of built-in shapes makes it easy to create many common display elements.
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Some of the shapes that can be selected in the Prop Definition window

Create a new group from existing props and groups

This option opens the Group Definition window, allowing to create a new group. Any props and
groups that are currently selected on the Design tab will be preselected on the Group Definition
window as members of new group. Of course you can change the selections once you are in the
Group Definition window.

Add a Light-O-Rama device (AC controller, Cosmic, Pixie, Pixcon, Flood, etc)

This option will create props according to the Light-O-Rama controller and unit id you specify. It is a
good way to quickly create props that have accurate channel assignments. Flood lights created with
this option will look realistic, but you may need to change the shape for props created for other
controllers if you are going for realism in your preview.

Add a DMX device

This option can be used to create a generic DMX device that uses regular (single) or RGB channels.
It is a quick way to create props that have accurate channel assignments; but if you are going for
realism, use "Create a new prop" or one of the "online" options instead.

Add an RGB device (generic)

This option can be used to create RGB floods and "dumb RGB" props attached to Light-O-Rama
controllers. Each prop will be created as single RGB bulb with a star shape. It is a good way to
quickly create RGB props that have accurate channel assignments; but if you are going for realism,
use "Create a new prop" or one of the "online" options instead.

Import an S5 prop file

This option loads props and groups into your preview from a file that had previously been exported.
These files have an “.Ipeprop” extension. You should review the channel assignments on any
imported props to make sure they match your controllers — this can be done by double-clicking on
the name of an imported prop to open the Prop Definition window. By default, an imported prop will
be assigned the name that it had when it was exported. However, if that name is already being used
in the preview, then a numeric suffix will be added to the name in order to make it unique.

Import a Visualizer file (fixture, prop, or complete visualization)

This option imports a file created with the S4 Visualizer. You will be prompted to select a Visualizer
fixture file (LFF extension), prop file ((LPF extension), or complete visualization file (LEE
extension). All of the fixtures and props defined in the selected file will then be loaded into the
preview. Visualizer fixtures will become S5 props. Visualizer props will become S5 groups. You
should review the channel assignments on any imported props to make sure they match your
controllers.
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Draw a new string

When you select this option, the cursor will change to a pencil shape when mowved over the design
canvas. Click on the design canvas to start drawing your string. A single click of the left mouse
button will insert a vertex into the line and allow you to continue drawing the next segment. To stop
drawing, double-click the left mouse button or use the ESC key. When you stop drawing, the Prop
Definition window will open so you can adjust the number of bulbs in the string and also assign a
channel.

This option is also available by right-clicking on the design canvas.
Light-O-Rama props (online)

This option will allow you to import props for items sold in the Light-O-Rama store, such as pixel
trees and singing faces. It is recommended that you have internet access when using this option so
that you see the latest available content (content will likely change over time). You should review the
channel assignments on any imported props to make sure they match your controllers.

SuperStar (online)

This option will allow you to import props that match sequences sold by SuperStar Lights. It is
recommended that you have internet access when using this option so that you see the latest
available content (content will likely change over time). You should review the channel assignments
on any imported props to make sure they match your controllers.

Boscoyo Studio (online)

This option will allow you to import props for items sold by Boscoyo Studio. You will need internet
access when using this option so that you can retrieve the content. You should review the channel
assignments on any imported props to make sure they match your controllers.

Prop definitions imported from this link were created by Boscoyo Studio. Light-O-Rama provides a
connection to the data in order to make our software easier to use, but is not responsible for the
content.

Generic Props (online)

This option will allow you to import props for some commonly used lights. It is recommended that
you hawve internet access when using this option so that you see the latest available content
(content will likely change over time). You should review the channel assignments on any imported
props to make sure they match your controllers.

Zoom

a ¥ @

You can zoom in on your props to make fine adjustments. The buttons on the left and right will
zoom in or out one step at a time. Or you can use the slider to quickly mowve to the desired zoom
level. If you are zoomed in, clicking on a prop in the Prop and Group List will cause the canvas to
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scroll so the selected prop becomes \isible.

Toolbar
ltern - Format - &k~ 4§

The toolbar consists of:

e [tem menu
e Format menu

e Options menu: & icon
¢ Undo and Redo buttons

Item Menu

Modify

Copy

Delete

Layout

Copy Prop to Advanced Shape
Export Selected ltems

Most of the choices on the Item menu are also available when you right-click on the Prop and Group
List and also when you right-click on the design canvas.

e Modify - you can double-click on an item’s name, or you can single-click on it and select “Modify”
from the Item Menu. Either method will open the Prop Definition window if a prop is selected, or
the Group Definition window if a group is selected.

e Copy - this command opens the Copy Prop Dialog, which is very helpful in creating a collection of
props that all look the same, such as a series of arches or mini-trees.

¢ Delete - use this command to delete the selected props and groups. You will be asked to confirm
before the delete actually takes place.

e Layout - use this command to view a printable layout of the selected prop or group with channel
information for every string or pixel. This can be quite large depending on the number of channels/
pixels involved.

e Copy prop to advanced shape - this command is used to copy a pixel-based prop to a new prop
with the same channel assignments and pixel locations but with the Advanced shape so it can be
further customized.

e Export selected items - this command exports the selected props and groups to a file. You might
do this so they can be imported into another preview or so they can be shared with other users.
You will be prompted for a location to save the export file. Export files have the extension
".Ipeprop". To import props, see the Add Item button.

Format Menu
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Align |2 Lefts

Make Same Size | & Centers

Horizontal Spacing ¥ | 5| Rights

Vertical Spacing 2 W Tops

Reotation » A  Middles

— d Wi Bottorns
Format vl-@'* Q@ @ B, |

Format menu with Align submenu open
All items on the Format menu are also available when you right-click on the design canvas.

¢ Align - if multiple props are selected, the items on this sub-menu allow you to align those props in
various ways.

e Make same size - if multiple props are selected, the items on this sub-menu allow you to resize
the selected items such that they all have the same width, height, or both.

¢ Horizontal spacing - if multiple props are selected, the items on this sub-menu allow you to make
the horizontal spacing between them equal, or to remove any space between them (so they abut
one another).

¢ Vertical spacing - if multiple props are selected, the items on this sub-menu allow you to make
the vertical spacing between them equal, or to remowve any space between them (so they abut one
another).

¢ Rotation - after selecting 1 or more props, the actions listed under the “Rotation” menu allow you
to rotate the selected items back to their default orientation (0 degrees), to 90 degrees right, or 90
degrees left. Selected props and/or groups can be rotated to any angle by dragging the rotation
handle that is displayed when they are selected or using the keyboard shortcuts Ctrl-LeftArrow
and Ctrl-RightArrow. Ctrl-0 (control key + zero key) is a shortcut for resetting rotation back to the
default orientation (O degrees). Note that freeform prop shapes do not have a default orientation, so
the Rotation > 0 command has no effect on them.

¢ Reset - after selecting 1 or more props, the actions listed under the “Reset” sub-menu allow you
to reset the selected items back to their default position (centered), or default size (1/2 of the
canvas size), or both. Resetting the position is particularly useful because it is possible to drag
items off the edge of the design canvas. When this happens, select the prop from the Prop and
Group List, then choose Format > Reset > Position from the menu.

Options Menu

Show pixel numbers on selected props
Set color for pixel number labels

Mew prop defaults
'@" b

¢ Show pixel numbers on selected props - this option displays a number next to each pixel in the
selected pixel-based prop. The number indicates the order in which the pixels should be wired;
however, it does not indicate which string the pixel is on. You will need to zoom in to read the
numbers. This option is also available by right-clicking on the design canvas.
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1, <i

Numbered Pixels

e Set color for pixel number labels - this option allows you to change the color used to display pixel
numbers when "Show pixel numbers" is enabled.

¢ New prop defaults - this option allows you to set some defaults when the Prop Definition screen is
used to create new props.

Preview Design Preferences X

Specify the defaults to be used when creating a new prop.

Device Type LOR e

Type of lights: Traditional (non-RGE) w

Custom Color for |:|

traditional lights:

QK Cancel

Preview Design Preferences

Undo/Redo

Prop adds, deletes, movement, scaling, and rotation can be undone and redone. Undo/redo does not
apply to modifying props or groups.

@ clicking this button undoes the last operation, and has the keyboard shortcut Ctrl-Z.

[ clicking this button reapplies an operation that was previously undone, and has the keyboard
shortcut Ctrl-Y.

Prop and Group List

The Prop and Group List is displayed immediately below the toolbar. Every prop and group in your
preview will be listed here in alphabetical order. To help distinguish groups from props, groups will be
listed with blue text. In the picture below, "Arch 2-3", "Arch 4-5", "Arch 6-7", "Arch 1-7" and "Arches
with subgroups” are groups, and the others are props. Props "archl" through "arch7" are selected.

To select an item in the list, just click on it with the left mouse button. You can use shift-click to
extend the selection, and ctrl-click to select additional items. More information is available in the
Selecting ltems section.
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ltem ~ Format - &= & @

Arch 2-3
Arch 4-5
Arch a-7

Arches 1-7

Arches with subgroups
CandyCane

Fan

The Prop and Group List

After selecting 1 or more items in the list, you can use the toolbar to select actions to perform, or
you can right-click on them to view a menu that has many of the same options as the ltem menu.

ltern = Format = k= & @

Arch 2-3
Arch 4-5
Arch B-7

Modify

Copy
Delete

Layout
Export Selected ltems

Arches 1-7

Arches wit
CandyCane
Fan b
The Prop and Group List with right-click menu
displayed
Bulb Tab
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Bulb Scale  Background

Shape Square -
Size '
2

Transparency '

(=13
P=]

After selecting 1 or more props, you can change the bulb settings for the selected props. The default
bulb shape is square, which uses the least amount of computer resources; however there are a
variety of shapes available.

There are some specialized bulb shapes:

e Strobe 1 - a strobe that flashes about once per second

e Strobe 3 - a strobe that flashes about 3 times per second

e Snowfall Tube - simulates single color snowfall tubes (also known has drip tubes and meteor
tubes).

¢ Flood - use for flood lights, single color or RGB.

Making the bulb size larger can make the prop easier to see on the computer screen. For strobes
and floods you will almost always want to make the bulb size larger than the default in order to
make them look realistic.

For most props, you will want to leave the bulb transparency setting at 0%. For floods, you may
want something more transparent (> 0%). Adjust the transparency slider until you achieve the
desired appearance.

An example of strobes on a megatree along with the associated prop definition:
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Prop Definition

Save Cancel Mame |
rLights rShape
Dimming Curve | StrobeCurve ~ Lines-Connected i
# of segments 2 =
Traditional RGE
Preview # of lights |8 =
Type: Multicolor string 1 ch R sk
Select Caolor(s) Crder
White White Starting n/a
Location
[] orange
[ vellow
] Warm White A
U Custom

Scale Tab

Bulb 5cale | Background

.......................

W' W | ChangeHeight
W' | W | Change Width

Change Height

W ||V ootk

After selecting one or more props or groups, you can use the buttons on this tab to increase or
decrease the size of the selected items. This can be useful for fine-tuning the size of an item. It also
the best way to resize freeform prop shapes, as they do not display resize handles on the design
canvas.

Click a button once to perform a small change, or hold the button down to continuously scale the
selected items.

The "Change height and width" buttons have the following keyboard shortcuts:

Shortcut Action
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Ct | T Makes the selected items larger. Hold the keys down longer to
r engage the keyboard auto-repeat if needed.

Ctl'l l Makes the selected items smaller. Hold the keys down longer to
engage the keyboard auto-repeat if needed.

Background Tab

Ul.uz-wWindow A
01.06-Window B
01.07-Window C
01.08-Window D
01.09-Column A
01.10-Column B
01.11-Column € v

.....................................

Bulb  Scale :Background:

Set Image Clear Image

Brightness

Dark Light

Using a background image can be a great help in creating a realistic preview. Click the “Set Image”
button to choose the image file. Clicking the “Clear Image” button will remove the image from the
preview. Mowe the Brightness slider to the left to dim the background image, simulating the view of
your display during nighttime. Image brightness can also be changed from other areas of the

program.

Note that there are settings that control whether the background image is shown at all and whether
it maintains its aspect ratio.

Design Canvas

In the picture abowe, there is 1 blue string, 2 red strings, and 5 RGB arches. The second arch is
selected.
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In the preview design window, traditional strings (incandescents, LEDs, strobes) are displayed with
the color of the string (e.g. a string of red LEDs will show as red). RGB pixels and dumb RGB
strings are displayed in white. Any string that has been selected, traditional or RGB, is shown in
yellow.

The selected item is always shown in yellow and has 4 red scaling “handles” at the corners (lines
just have 2 handles) and a rotation handle to the right. You can select multiple props using Shift-
click on the design canvas, or Ctrl-click or Shift-click in the Prop and Group List. The selected prop
(s) can be dragged around the preview window using the mouse. They can be resized by dragging
any one of the 4 red handles in the corners, or by using the Ctrl-UpArrow and Ctrl-DownArrow
keyboard shortcuts. You can rotate them by dragging the handle on the right side, by using the
Format > Rotation menu, or by using the Ctrl-LeftArrow and Ctrl-RightArrow keyboard shortcuts. If
you have multiple props selected, you can align them in many ways using the Eormat menu.

You can double-click on a prop to open its Prop Definition.

Any movement, scaling, or rotation action can be undone by clicking the undo button or using the
Ctrl-Z keyboard shortcut.

Right-Click Menu

Add ltemn

Draw new string

Medify

Copy

Delete

Align 3
Make Same Size 3
Horizontal Spacing 3
Vertical Spacing 3
Rotation 3
Reset 3
Show pixel numbers

After right-clicking on the design canvas you can:

e Add an item - this has the same effect as clicking the Add ltem button.

e Draw a new string - this allows you to interactively draw a new light string directly on the design
canvas.

Madify the selected prop

Copy the selected prop

Delete the selected props

Perform any of the operations available on the Format menu

Enable or disable the display of pixel numbers on pixel-based props when they are selected

Right-Click on Lines-Connected Vertex
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5.3.4.2

Insert vertex

Delete vertex

Channel Conflicts & Bulk Changes Tab

The Channel Conflicts & Bulk Changes tab of the Preview Design window has 2 functions:

1. It can be used to quickly identify and resolve props with conflicting channel assignments
2. It can be used change the channel assignments for multiple props at once (i.e. bulk change); for
example, moving multiple props from the Aux A network to the Aux B network, or from one DMX

universe to another.

The tab will show a green check mark if everything is OK, and a warning sign if there are channels
conflicts. A filtered list of props is displayed down the left side. Clicking on a prop will list its channel
assignments in the "Channels" area, where they can be changed. When clicking on a prop with a

channel conflict, the list of conflicts will be shown in the "Prop Warnings" area.

This is the second of 5 tabs on the Preview Design window. The others are:

¢ Design
Other Warnings

String Summary
Statistics

Preview Design - 0-5ample Props

Save Cancel Mame 0-Sample Props

r Preview Props
Use this page to quickly resclve channel conflicts or to make large changes like
reassigning unit ids or DMX universes, Props with channel conflicts will have a warning
icon next to their name. Click on a prop for mere information and to change its channel
assignments,

Show: Props With Channel Conflicts + [] Select All Change ~
MName: )( Channel: )(
Mame Start Channel
AAr(h LOR-Regular-unit 01-circuit 1
Atandy(ane LOR-Regular-unit 01-circuit 1

Design /A Channel Conflicts & Bulk Changes Other Warnings  String Surmmary  Statistics

r Prop Warnings

r Channels

Undetermined

The Channel Conflicts & Bulk Changes tab

© 2019 Light-O-Rama, Inc.



The Light-O-Rama Software Package 167

Sorting The List

The list of props can be sorted by Name or Start Channel by clicking the column heading. Clicking the
column heading a second time will reverse the direction of the sort.

Filtering The List

There are 3 filters that can be applied to the list of props. By default, the list is filtered to show only
channel conflicts.

The "Show" Filter

4

Show: | Props With Channel Conflicts
All Props

Mame:
ala C

Mar Props with Device Type: LOR

Props with Device Type: DMX

Props with Device Type: Undetermined
Text starts with

Text ends with

Text contains

From this drop-down box you can choose to display:

e All props in the preview

e All props with channel conflicts

e All props with device type "LOR" (as shown in the channel section of the Prop Definition window)

e All props with device type "DMX"

e All props with device type "Undetermined"

e Text starts with -- when using the Prop Name or Channel filters, compare the entered text with the
start of the name or channel

e Text ends with -- when using the Prop Name or Channel filters, compare the entered text with the
end of the name or channel

e Text contains -- when using the Prop Name or Channel filters, select the prop if the entered text
appears anywhere within the name or channel. This is also the text comparison method used
when any of the first 5 drop-down options is selected.

Prop Name Filter

Type some text into the "Name" box to filter the list by prop name. In the example below, only props
with the word "star" in their name are shown. If the "Show" filter is set to "Text starts with" or "Text
ends with", then only that part of the prop hame will be matched; otherwise any prop name that
contains the text that was entered will be matched.
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Show: | All Props

-

[] Select Al Change -

Mame: |star X Channel: X
Mame Start Channel
MEGA STAR DMX-131-channel 79
MIMI STAR 1 Dhx-131-channel 93
MIMI STAR 2 DMX-131-channel 34
MIMI STAR 3 DMx-131-channel 93
MIMI STAR 4 DMX-131-channel %6

Channel Filter

Type some text into the "Channel" box to filter the list by start channel. In the example below, only
LOR props with the word "aux b" in their channel name are shown. If the "Show" filter is set to "Text
starts with" or "Text ends with", then only that part of the channel name will be matched; otherwise

any channel name that contains the text that was entered will be matched.

Show: Pr:}ps with Device Type: LOR |v||:| Select All Change -

Mame: ?( Channel: auxb
Mame Start Channel
ribbons 1-8 LOR-Aux B-unit 01 -circuit 1

ribbons 3-16

Resolving Channel Conflicts

LOR-Aux B-unit 09-circuit 1
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Preview Design - [-Sample Props m] b4

Save Cancel Mare .U-Sampltl*rops

Design & Channel Conflicts & Bulk Changes Other Warnings  String Summary  Statistics

r Preview Props r Prop Wamings
Use this page to quickly resabee channel conflicts or to make large changes like LOR Regular Unit#01 Circuit#1 is shared with Candycane
reassagning unit ids or DMX universes. Props with channel conflicts will have a
wamang icon next to thewr name. Click on a prop for more infermation and to - - .
et Rt 2. Conflict details shown here
Shaw:  Props With Channel Conflicts = [] Select All Change =
Name: ¥ | Channel: ® - Channels
Mame Start Channed LOR ~ Max Cireuit |16 =

LOR-Regular-unit 01-circuit 1

&Canﬂyﬂ:ane LOR-Regular-unit 01-circuit 1 (®) Enter channel on first row, auto-number the rest
() Enter a channel on every row
1. Click a row here eparate Unit & for each RGB strir
a Start End
Metwark Unit = Circuit | Circust Colar
o [ 1 [

3. Modify channel assignment here

4, Save channel update

Steps for resolving a channel conflict

1. Click on a row with a l‘i\. warning sign.

2. Note that conflict details shown in the "Prop Warnings" area. Multiple conflicts may be listed here
if multiple props all have the same channel assigned, or the prop uses multiple channels and
those channels conflict with other props.

3. Determine the new channel that should be assigned to this prop and make the changes in the
"Channels" area. You might find a quick review of the information shown on the String Summary
tab helpful in determining the correct channel. Alternatively, you could go back to the Design tab,
double click on the prop name, and change the channel information in the Prop Definition screen
(but that would take longer).

4. After changing the assigned channel, click the "Save Update" button to commit the change. If you
go back to step 1 without performing this step, your changes will be lost.

Making Bulk Changes

"Bulk changes" means that you want to modify the channels assignments of many props at once.
To do this, you first need to select all of the props that you are going to change. You could do this
by clicking on the first prop, then Ctrl-Clicking on all of the other props that you want to change.
Howe\er, it is often faster to use the Filter Tools to narrow the list of props to just those that need to
change, then clicking the "Select All" check box to select them all.

After selecting the desired props, then you can select an action from the "Change" menu (these
actions can also be accessed by right-clicking on the selected props).
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Show: Props With Channel Conflicts - Select All Wgevl | I_
Mame: X | Channel: Renurmber Strings h
Mame Start Channel Set LOR Network '
A\ Arch LOR-Regular-unito] =t -OR Unitld
A\ Candycane LOR-Regular-unit 01 b Ll n e
Delete Props

The Change menu
Renumber Strings

Selecting "Renumber Strings" from the Change menu (or right-clicking on the prop list and selecting
"Renumber Strings") will open a dialog that will allow you to consecutively renumber the selected
props. At the same time, you can change the selected props from LOR to DMX or vice versa.

When you renumber, the number of channels used by each prop is taken into account. For
example, if you are renumbering 3 props and props 1 and 3 each require 1 channel, but the second
prop requires 6 channels; then if you renumber starting at channel 9, the new channel numbers will
be:

e First prop - channel 9

e Second prop - channels 10-15

¢ Third prop - channel 16
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Renurmnber Strings >

Use this function to consecutively renumber strings across multiple props. At the same time,
you can change props from LOR to DMK or vice versa,

Undetermined

Regular e
Start Unit Id 1 =
Start Circuit 1 -
Circuits per Unit Id |16 =

[] Separate unit id for each pixel string

Props that will be renumbered. Renumbering will be done from top to bottom. You can drag
props up or down to change the order.

Renumber Channels Reverse Order

Mame Start Channel

Arch LOR-Regular-unit 01-circuit 1
Candycane LOR-Regular-unit 01-circuit 1

Save Changes Cancel

Set LOR Network

The selected props will be moved to the LOR network you specify. For example, you could use this
function to mowve props from the Regular network to Aux A.

Set LOR Mebtwork >

Mew LOR network:

Regular -

QK Cancel
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Set LOR Unit Id

The selected props will be moved to the LOR unit id you specify. For example, you could use this
function to mowve props from unit 10 to unit 11.

Set LOR Unit Id

Mew LOR unit id:

oK

Cancel

Pt

Set DMX Universe

The selected props will be moved to the DMX universe you specify. For example, you could use this
function to mowve props from Universe 2 to Universe 12.

Set DMX Universe

Mew DMX universe numbern

r

-

oK

Cancel

Pt

Delete Props

The selected props will be permanently deleted from the preview. This can be useful if a preview
contains items that are no longer needed and should be removed. Sometimes this situation can
even be the source of channel conflicts.

5.3.4.3 Other Warnings Tab

The Other Warnings tab of the Preview Design window displays warnings that are not related to channel
assignments. If there are warnings on this tab, any sequence that uses this preview cannot be played
back while control lights is enabled, and also playback files cannot be created. The tab will show a
green check mark if everything is OK, and a warning sign if there are problems.

This is the third of 5 tabs on the Preview Design window. The others are:

¢ Design

e Channel Conflicts & Bulk Changes

e String Summary
e Statistics
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5344

Preview Design - 0-SubProps m} X

Save Cancel MName D-SubProps

Design A Channel Conflicts & Bulk Changes String Summary  Statistics

Other warnings related to the preview EE]

String-blue (2) does not match the channels in its master prop
String-red (2) does not match the channels in its master prop
flood (2) does not match the channels in its master prop

The Other Warnings tab

Warning Messages
Possible warnings that can appear on this tab include:

e A sub-prop is not assigned the same channels as its master prop. If you change the channels
assigned to a master prop, you will also need to update the channel assigned to its sub-props.
A group has no members. Either add some members, or delete the group.

A group has a circular definition (it includes itself as a member).

Two or more groups share the same name. Each group should have a unique name.

Two or more props share the same name. Each prop should have a uniqgue name.

String Summary Tab

The String Summary tab of the Preview Design window displays a table of all strings defined by every
prop in the preview (props with device type "undetermined" are not included). If you want a print-out of
your props and channel assignments to carry with you as you wire up your display, you can use this

table, copy it to the clipboard, and paste it into any spreadsheet program. In the spreadsheet you can
sort and filter the data, add and remove columns, and print it out.

This is the fourth of 5 tabs on the Preview Design window. The others are:

¢ Design
Channel Conflicts & Bulk Changes

Other Warnings
Statistics
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5.3.45

Preview Design - 0-SubProps m} X
Save Cancel MName |D'5pr’°F'5
Design A Channel Conflicts & Bulk Changes & Other Warnings  String Summary  Statistics
Strings for Device Type: <all> - |Ga
Prop ltem# Lights E;I::JE E\::vr:iﬂg %’E:iece MNetwork Unit Séti:?uit Eri]rd(uit Carryover Eturilrﬁ Master 2
1 Channel per color: Blue Square Nene LOR Regular m 1 1 0 Blue Strings
String-red 1 Channel per color: Red Square Nene LOR Regular 0 1 1 0 Red Strings
flood 1 Channel per color: White Flood Nene LOR Regular 0 1 1 0 White Strings
Megatree CCW 1 Channel per color: Green, Blue | Octogon None LOR Regular 02 1 1 0 Green
Megatree CCW 2 Channel per color: Green,Blue | Octegon MNone LOR Regular 02 2 2 0 Blue
Megatree CCW 3 Channel per color: Green,Blue | Octegon Mone LOR Regular 02 3 3 0 Green
Megatree CCW 4 Channel per color: Green,Blue | Octogon Nene LOR Regular 02 4 4 0 Blue
Megatree CCW 5 Channel per color: Green,Blue | Octogon Nene LOR Regular 02 5 5 0 Green
Megatree CCW 6 Channel per color: Green,Blue | Octogon Nene LOR Regular 02 6 [} 0 Blue
Megatree CCW 7 Channel per color: Green,Blue | Octogon MNone LOR Regular 02 7 7 0 Green
Megatree CCW ] Channel per color: Green,Blue | Octegon MNone LOR Regular 02 ] 3 0 Blue
Megatree CCW 9 Channel per color: Green,Blue | Octegon MNone LOR Regular 02 9 9 0 Green
Megatree CCW 10 Channel per color: Green,Blue | Octegon Mone LOR Regular 02 10 10 0 Blue
Megatree CCW 1l Channel per color: Green,Blue | Octogon Nene LOR Regular 02 1l 1l 0 Green
Megatree CCW 12 Channel per color: Green,Blue | Octogon Nene LOR Regular 02 12 12 0 Blue
Megatree CCW 13 Channel per color: Green,Blue | Octogon MNene LOR Regular 02 13 13 0 Green 2
£ >

The String Summary tab

The Toolbar

Strings for Device Type:  <all= - |53

The drop-down box allows you to filter the list by Device Type, so you can view just the LOR devices or
just the DMX devices.

You can use the copy button =3 to copy the displayed information to the clipboard so that it can be
pasted into a spreadsheet, where it can be sorted, filtered and printed.

The Grid

You can sort the grid by any column by clicking on the heading for that column. Clicking on a column
heading once will sort it in ascending order; clicking on it again will sort in the reverse order. Particularly
useful is clicking on the Device Type column heading, as this will sort first by Device Type, then by
Network, then by Unit, and then by Start Circuit giving you list ordered by physical connection (which
makes a good reference).

Statistics Tab

The Statistics tab of the Preview Design window gives you statistics about the preview: number of props,
groups, pixels, channels, etc.

This is the fifth of 5 tabs on the Preview Design window. The others are:

¢ Design
e Channel Conflicts & Bulk Changes

© 2019 Light-O-Rama, Inc.



The Light-O-Rama Software Package 175

e Other Warnings
e String Summary

Preview Design - 0-SubProps m}

Save Cancel MName |D'5pr’°F'5

Design A Channel Conflicts & Bulk Changes & Other Warnings  String Summary

Information about the size of your display EE]

Preview Mame: 0-5ubProps

Mumber of Master Props: &
Mumber of Sub-props: 8
Mumber of Hidden Props: 0
Mumber of Bulbs: 3,336
Mumber of Channels: 2,438
Mumber of Groups: 0

Mumber of Traditional Props: 4
Mumber of Traditicnal Bulbs: 1,906
MNumber of Traditional Channels: 35

Mumber of RGB Pixel Props: 1
MNumber of RGB Pixel Bulbs: 1,600
Mumber of RGB Pixel Channels: 2,400

Mumber of Dumb RGE Props: 1
Mumber of Dumb RGE Bulbs: 50
Mumber of Dumb RGE Channels: 3

The Statistics tab

You can use the copy button “Ato copy the displayed information to the clipboard so that it can be
pasted into other applications.

5.3.4.6 Prop Definition

A prop in the Sequencer allows you to define a single item that is in your display. This item could be
simple, like a string of lights, or a wreath; or it could be complex, like a pixel tree or matrix. For every
prop, you assign it a name and then define the type of lights that it uses, its shape, and its assigned

channel(s).
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Traditional RGB
Type: | Multicolor string 1 ch ~

Select Color(s) Order

[ white Red
[] Green
M Blue

[] Orange

[ vellow
[ Warm White

| Custom

Actual # of 1
Strings

Preview # of 66
lights per String

# of Folds in 2

each Strinn

Starting Bottom Left
Location

Prop Definition O
Save Cancel Mame Comment
rLights rShape rChannels
Dimming Curve | None ~ Candycane-Left Uszes the same channels as | <none>

LOR w Max Circuit |16

(® Enter channel on first row, auto-number the rest

(O Enter a channel on EVErY row

o Start End
E-3
Metwork  Unit 2 Circuit  Circuit Color

» 1 |Reg.. |v il 1 1 Red

Name

Each prop must have a name. The name must be unique within the preview.

Comment

This is an optional field for you to make notes about this prop.

Lights Section

Use this section to define the types of lights your prop consists of.

Traditional

Choose the “Traditional” tab of the Lights section of the Prop Definition window to model strings of

LEDs or incandescent lights or strobes. Colors for your string are defined on the left. Click the

“Custom” button to choose a custom color. By default, the custom color is close to an incandescent

warm white bulb.
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Traditional RGE
Type:  Multicolor string 1 ch w

Select Color(s) Crder
] White Blue

[ ] Green
Blue 'ﬂ’
Il Purple
[] Orange
[] Vellow
[] Warm White

Ul Custom

Set the “Type” drop-down as follows:

e Select “Multicolor string 1 ch” for single color strings or single color flood lights or a single
string with various light colors. Choose the colors that make up the string.

e Choose “Channel per color” for bundles of single color strings (sometimes referred to as
"superstrings"). Select color(s) for the strings on the left. For each color you choose, that
color will show up in the “Order” list on the right. The Sequencer will assign one channel for
each color that you choose. If the channels for these strings are numbered consecutiely, it is
recommended that you use the up and down arrows on the right-hand side to put the colors in
the order that their channels are assigned (click on a color to select it, then use the arrow
buttons to mowe it into the correct position). This way, the channels will be assigned correctly
without any additional action.

RGB

Traditional RGE

(® RGE Pixels
Motion Effect Rows (0)

() Dumb RGE (2 channel)

Channel

Order RGE order w

¢ Choose "RGB Pixels" for LOR Cosmic Color Devices and any other pixel strips, nodes, or bulbs.
Use the "Motion Effects Rows" button to define default motion effect rows that will be incorporated
into new sequences (this setting has no effect on existing sequences). The number in
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parentheses on the button reflects the number of default motion effect rows that have already been
defined for the prop.

e Choose "Dumb RGB (3 channel)" for display elements that have a single red, green, and blue
channel. This includes RGB floods and dumb RGB strips and nodes.

The channel order should be set to reflect the way the red, green, and blue channels are physically
wired. If you are unsure, this may take some experimentation.

Shapes Section

Use this section to define how your prop looks on your computer screen during sequence playback.
Defining the shape accurately is also very important for pixel-based props so that motion effects get
displayed correctly.

~Shape
Star w

Actual # of Strings |1 =

Preview # of lights |50 =
per String

# of Points 5 =

Starting n/a
Location

In the Prop Definition window, choose a shape that most closely matches your prop. Use "Lines-
Connected", "Lines-Unconnected", "Lines-Closed Shape", or "Custom" to define a shape that isn't
listed. Any shape can be resized and rotated, so you are not limited to the traditional orientation of
the shape.

The description of the numerical entries in the middle of the shape section will change depending on
the shape that is selected and type of lights (traditional, RGB pixels, or dumb RGB). Many shapes
will require you to specify the number of lights in the prop (or in a section of the prop). For props with
traditional or dumb RGB lights, this number can be an approximation -- set it to a value that looks
good on your computer screen. For RGB pixels, the value must be the exact number of physical
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pixels.

At the bottom will be diagram of your shape primarily intended to show channel number orientation
for props with multiple channels.

Channels Section

In the right-most section of the window you define the channels assigned to the prop. This section
should be filled in last because the entries will change automatically based on the values you enter
in the “Lights” and “Shape” sections. Take care to enter this information accurately, or your lights
will not come on.

- Channels
Uzes the same channels as | <none> e
LOR w Max Circuit 130 =

(®) Enter channel on first row, auto-number the rest

() Enter a channel on EVErY row

Separate Unit # for each RGE string

Network | Unit Eti:r;tuit Eri.lrliu it g\a.r:?
P 1 |Reg.. |~ o 1 150 0
2 |Reg.. ~ 02 1 150 0
3 |Reg.. |+ 03 1 150 0
4 |Reg.. |+~ 04 1 150 0
5 |Reg.. |~ 05 1 150 0
& |Reg.. |+~ 06 1 150 0
7 |Reg.. |~ o7 1 150 0
g8 |Reg.. |+ 08 1 150 0

The Channels section
Uses The Same Channels As

Normally, you can leawe this field set to "<none>". Howe\er, if you connect more than one set of
lights to the same channel, then you can create a "Master prop" and one or more "sub props" to
model this configuration. For example, if you have seweral candy canes that are all connected to the
same channel and turn on and off together, then you can create one candy cane as the Master
Prop. The master candy cane will have the "Uses The Same Channels As" field set to "<none>" and
it will appear in the sequence grid (as an example, assume this prop is named "Candy cane
master"). The other candy canes will be "sub props" -- the "Uses The Same Channels As" field will
be set to "Candy cane master" and the props will not appear in the sequence grid. Should you
change the channel(s) assigned to the master prop, it is up to you to also update the related sub-
props. If you fail to keep them synchronized, you will get a warning on the Other Warnings tab in
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Preview Design.

Device Type

Select the device type from the drop-down that matches your hardware.

e Use "LOR" for Light-O-Rama controllers using the Light-O-Rama protocol (or enhanced
protocol). Note that the PixCon16 controller can use the Light-O-Rama protocol or E1.31
(DMX) protocol -- so your Device Type selection on the Prop Definition screen needs to match
the way you have configured the controller..

e Select “DMX’ for controllers that connect via the E1.31 protocol over Ethernet or connect via a
DMX USB adapter..

e A device type of “Undetermined” is available for situations where the device type is not
known.

Max Circuit (or DMX Channel)

The number box at the top right defines how many channels are in each DMX universe or the
maximum circuit number if LOR is selected. For DMX, you can leave this at the default value of 512,
unless you have a controllers that does not allow an RGB pixel to cross universe boundaries. In this
case, set the DMX universe size to 510 (170 pixels per universe).

Individual Start Channels

For the first string, you must provide the starting Unit ID and circuit (for LOR channels), or universe
number and channel (for DMX channels). Subsequent strings will be calculated automatically. This
works great for many situations, but there are exceptions. For those exceptions, click the “Individual
Start Channels” check box. This will allow you to enter a starting Unit ID and circuit for every string.
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—Channel
LOR - Mae Circut 150 |2
| Individual Start Channels
| Separate Unit #for each RGBE string
= gitririt.m Enrgu'rt %?;g -
» 1 |Res.. [v]| o1 1 150
2 |Rea.. |v| 02 1 150
7 |Rea.. [v| 03 1 150 =
4 |Rea. |v| 04 1 150
5 |Reg.. [»| 05 1 150
5 |Reg.. |v| 08 1 150
7 |Reg.. [»| 07 1 150
3 |Rea.. |»| 08 1 150
9 |Reg.. [»| 09 1 150
10 [Rea.. [»| oA 1 150 Il

Separate Unit ID (or DMX Universe) for each RGB String

This check box will cause each string to start at circuit 1 of the subsequent Unit ID (or DMX
Universe) from the previous row. If this box is unchecked, then each row starts from the last Unit ID
and circuit from the previous row.

5.3.4.6.1 Prop Shapes

Prop shapes can be separated into 2 categories: freeform shapes which allow you to manipulate the
shape directly; and scalable shapes, where the position of all of the individual light bulbs are fixed in
relationship to one another.

For many shapes, you will specify a "starting location”. This is the location of the first string or first pixel.
The starting location may contain the abbreviations "CW" and "CCW".

e CW stands for "clockwise" and means the strings proceed in a clockwise direction when looking
down from the top of the prop.

e CCW stands for "counter-clockwise" and means the strings proceed in a counter-clockwise
direction when looking down from the top of the prop

These are the freeform shapes:

e Bulb Shape
¢ | ines-Connected

e Lines-Unconnected

e Lines-Closed Shape

e Matrix-Horizontal-Quad
e Matrix-Vertical-Quad
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e Advanced Shape
These are the fixed shapes:

Arch

Arch Opposing Strings
Candycane-Left, Candycane-Right
Custom

Cylinder

Cylinder spiral
Ean

Firestick

Globe 8 Rows

Hidden
Matrix-Horizontal-Rectangle
Matrix-Vertical-Rectangle
Sphere

Spokes
Star

Stars Nested
Tree 90, 180, 270
Tree 360 wedges
Tree 360 tiers
Tree 360 panels
Tree 360 up&over

Tree 360 spiral
Window Frame

Wreath

Freeform Shapes

Freeform shapes display handles that allow you to manipulate the shape directly. There are no scaling
handles; if you wish to scale them you must use the Scale Tab or the Ctrl-UpArrow / Ctrl-DownArrow
keyboard shortcuts. Also these shapes can be rotated, but they do not have a natural orientation so
Format > Rotation > 0 has no effect.

Bulb Shape

In a bulb shape, ewery light is displayed with a red handle, allowing each one to be moved
independently of one another.

Bulb shape with 3 lights
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Lines-Connected

In a Lines-Connected shape, each vertex can be moved independently of one another. This makes it
great for drawing regular strings of lights. You can draw a Lines-Connected shape interactively by
right-clicking on the design canvas and selecting Draw New String from the pop-up menu.

Lines-Connected
Lines-Unconnected

In a Lines-Unconnected shape, the string is modeled as series of line segments, each of which can
be mowved independently of one another.

A Lines-Unconnected shape with 5
segments

Lines-Closed Shape

A Lines-Closed Shape is modeled as a polygon with each vertex movable.
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Lines-Closed Shape
Matrix-Horizontal-Quad

The Matrix-Horizontal-Quad shape is like the Matrix-Horizontal-Rectangle, except that the corners
are movable.

Matrix-Horizontal-Quad shape
Matrix-Vertical-Quad

The Matrix-Vertical-Quad shape is like the Matrix-Vertical-Rectangle, except that the corners are
movable. This shape is useful for creating "CCR Trees" like the one shown below. Two props, each
with a Matrix-Vertical-Quad shape and 6 strings of 50 RGB pixels, are used to represent the
ribbons.
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12 Ribbon CCR Tree

The Matrix-Vertical-Quad shape can also be used to represent icicle lights -- made with either

traditional lights or RGB pixels. The next picture uses 2 Matrix-Vertical-Quad shapes: 1 for the icicle
lights on the left (highlighted in yellow), and another for the ones on the right. In this example, each

quad shape has 1 string of 150 lights with 29 folds.
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Icicle Lights

Advanced Shape

With an advanced shape you can move each individual pixel as needed by dragging them on the

design canvas. When moving pixels you should enable the display of pixel humbers so you know
which pixel you are mowving.

You can also change how the pixels are arranged in the effects buffer by clicking the "Edit Advanced
Buffer Layout" button. As the name implies, this is is an advanced function, but can be used to
create pixel props that cannot be represented by other shapes.

In the next picture, a preview has been created with a background image of a snowflake. The pixels
have been arranged (with pixel numbers showing) to match how the prop is wired.
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Snowflake prop with pixel numbers shown

Next, the buffer layout for the snowflake is defined such that each arm of the snowflake is 4 columns
in the grid. Each number in the layout grid corresponds to the pixel number shown above. For help in
using the buffer layout grid, see the Custom Shape Light Placement grid topic (it works the same
way). With this buffer layout, motion effects that mowe left or right will go around the snowflake.
Motion effects that move up will expand from the center, and effects the move down will go from the
outside of the snowflake inward.

A B CDEFGHI J KL MNOOP QRS T UV WX

» 1 s 37 29 21 13 5
o (46| |aa| [38| 38| [30| 28| |22 20| [1a] |12] s 4
s |a7| |a3| 39| 33| |3;| lz| |23| |19 |15 |m 7 3
s |ag| [a2| lao| [2a] 32| [26] 24| [18] [18] [10] |2 2
5 41 EE! 25 17 9 1

The buffer layout for the snowflake
This preview contains just one prop; but this prop would be one of many in someone's display. So

the final step would be to export this prop from this preview, and then import it into the preview
containing the full display.

Fixed Shapes
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Every shape that is not a "freeform shape" is a "fixed shape" -- the position of all of the individual light
bulbs within the shape are fixed in relationship to one another. Fixed shapes display scaling handles
when selected -- you can drag any of the 4 red handles to make the prop bigger or smaller. These
shapes also have a natural orientation, so you can use Format > Rotation > 0 to reset the prop to that
orientation.

Selected prop showing 4 scaling handles and arotation
handle

Arch
The arch shape can be used for:
e an arch with traditional light strings

¢ a segmented arch with traditional light strings
¢ a pixel-based arch

The arch shape prompts for the number of segments. This value should be set to 1, unless you are
modeling a segmented arch with traditional light strings.

Arch shape

Arch Opposing Strings

The "Arch Opposing Strings" shape is intended for large, pixel-based arches that have controllers on
both sides of the arch. The pixel strings run up both sides and meet at the top of the arch.

Arch

Opposing
Strings

Pixel Numbering: Arch vs. Arch Opposing Strings
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Candycane-Left, Candycane-Right

These shapes can be used to represent candy-canes of various sizes. When used with multiple
columns of pixels, the pixel strings are assumed to be run vertically.

Candy-cane shapes

Custom

A custom shape allows you to define where the lights are using a grid. If you are using traditional
lights, you will have more flexibility defining your prop by using one of the freeform shapes. However,
for pixel-based props, a custom shape can be an easy way to define the arrangement of those
pixels. See the Custom Shape Light Placement topic for more information using the grid to define
your custom prop.

Here is an example of a candy cane defined using a custom shape with traditional strings.
e a"1"in a grid cell identifies lights on the first string

e a"2"in a grid cell would identify lights on the second string
e a"3"in a grid cell would identify lights on the third string, and so on

A B C D
=

2 1 1
3 1
4 1
5 1
6 1
7 1
8 1
1

0 1

Custom Candy
Cane-Traditional Lights

Next is an example of a candy cane defined using a custom shape with pixels.

e "1"in a grid cell identifies the first pixel of the first string
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"2" in a grid cell identifies the second pixel of the first string, and so on up to 999

"1001" in a grid cell identifies the first pixel of the second string

"1002" in a grid cell identifies the second pixel of the second string, and so on up to 1999
"2001" in a grid cell identifies the first pixel of the third string

"2002" in a grid cell identifies the second pixel of the third string, and so on up to 2999

The next example shows 1 string of 12 pixels.
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» 1 0
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3 g

4 7
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B 5

7 4

g 3
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10 1

Custom Candy
Cane-Pixels

Cylinder

The cylinder shape allows you to model lights placed on a column. The lights can go completely
around the column, or you can specify 1/4, 1/2, or 3/4 coverage. If you choose partial coverage, be
sure choose the Starting Location entry carefully. When used with pixels, the pixel strings are
assumed to run vertically. Lights facing away from the viewer are shown at a lower intensity in the
preview; however, this does not affect the actual lights.
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The column shape: 1 full coverage, and 2 half
coverage examples

Cylinder spiral

The Cylinder Spiral shape models one or more strings wrapped around a column. Lights facing
away from the viewer are shown at a lower intensity in the preview; however, this does not affect the
actual lights.
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Cylinder Sprial Shapes with 1 and 2
strings

Fan

The fan shape models a 180 degree fan.

2 fan shapes with differing numbers of lights

Firestick

The firestick shape models a single vertical column of lights. When used with pixels, the "# of

Sections" parameter should be set to 1.
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Firestick Shape

Globe 8 Rows

The Globe 8 Rows shape models the spherical tree-topper sold by SuperStar lights. Howeer, you
could also use the shape with traditional lights to model a single-color sphere. The number of lights

on this shape is fixed at 200. Lights facing away from the viewer are shown at a lower intensity in
the preview; however, this does not affect the actual lights.
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The Globe 8 Rows shape

Hidden

Use the Hidden shape to model items that are assigned channels but don't have any lights. This

could include macro channels on Light-O-Rama's Cosmic Color Ribbons, or control channels on a
DMX fixture.

Matrix-Horizontal-Rectangle

The Matrix Horizontal Rectangle shape models a set of lights arranged in a rectangle, where the
strings run horizontally. If the matrix needs to be skewed in some way, use the Matrix Horizontal

Quad shape instead. When modeling a pixel string on a gutter or eave, use this shape with the
number of strings set to 1.
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A Matrix Horizontal Rectangle shape with 16 strings
Matrix-Vertical-Rectangle
The Matrix Vertical Rectangle shape models a set of lights arranged in a rectangle, where the

strings run vertically. If the matrix needs to be skewed in some way, use the Matrix Vertical Quad
shape instead.
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A Matrix Vertical Rectangle shape with 16 strings

Sphere

The cylinder shape allows you to model lights placed on a spherical object. The lights can go
completely around the sphere, or you can specify 1/4, 1/2, or 3/4 cowerage. If you choose partial
cowerage, be sure choose the Starting Location entry carefully. When used with pixels, the pixel
strings are assumed to run vertically. Lights facing away from the viewer are shown at a lower
intensity in the preview; however, this does not affect the actual lights.
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The sphere shape: 1full coverage, and 2 half coverage examples

Spokes

The spokes shape models strings radiating from a central point.

The Spokes shape: 6 spokes with pixel numbers on the left, 12 spokes on the right

Star

The Star shape can model a single star with any number of points.
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4,5, and 6-pointed stars

Stars Nested

The Stars Nested shape models 5-pointed stars that are nested one within the other. Up to 6 nested
stars are supported. It looks best when the number of lights in each star is divisible by 10.

The Stars Nested shape

Tree 90, 180, 270

These shapes model trees that are not a complete circle. Whether you choose 90 degrees, 180
degrees, or 270 degrees is a matter of preference - how it looks on the preview -- it does not change
the effects on the actual lights. Strings are assumed to run vertically up and/or down the tree.
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21 210 U

90, 180, and 270 degree trees

Tree 360 wedges

The Tree 360 Wedges shape models the most common type of lighted tree -- one where all sides of
the tree are lit. Strings are assumed to run vertically up and/or down the tree. Lights facing away
from the viewer are shown at a lower intensity in the preview; however, this does not affect the actual
lights.
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The Tree 360 shape

Tree 360 tiers

"z tree".

The Tree 360 Tiers shape divides the tree into layers and is sometimes referred to as a

Each layer is activated by a different channel. This shape does not support pixels.
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~Shape
Tree 360 tiers ~
Murnber of tiers 3 =
Vertical Density 10 =
Horizontal Density 10 =
Truncate cone % 0 =
Tilt forward (degrees) 4 =
Starting Location Bottomn W

1

Tree 360 Tiers shape parameters and diagram

Tree 360 panels

Commercial trees are often built with panels or branches that are placed around each layer of the
tree. When creating a panel tree you:

1. define the arrangement of lights on a single panel, and then
2. specify how many panels there are on each layer of the tree.

There is a limit of 999 lights per panel.
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Tree 360 up&over

In a Tree 360 Up & Over shape, a string of lights goes up one side of the tree and down the opposite
side. Lights facing away from the viewer are shown at a lower intensity in the preview; however, this

does not affect the actual lights.
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~Shape
Tree 360 up8lover W
Actual # of Strings 8 =
Exact # of RGE Modes per 50 =
leg
Truncate cone % 0 =
Tilt forward (degrees) 4 =
# of Folds in each String 0 =
Starting Location Bottom Back CCW V

Rear

Frant

Tree 360 Up & Over shape parameters and diagram.
The diagram is aview from the top.

Tree 360 spiral

Tree 360 Spiral shapes model a tree where the strings spiral up around the outside of the tree. The
"revolutions™ parameter can be positive or negative -- the sign controls the direction of the wrapping.
Lights facing away from the viewer are shown at a lower intensity in the preview; however, this does
not affect the actual lights.
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Spiral Trees: 1 with 3 strings, and 2 with 1 string

Window Frame

You can use the Window Frame shape to model windows and doors. When modeling a door, set the
"# of lights at the bottom" to 0.

EE Y AN NN AW
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Using the Window Frame shape to model awindow and a garage door

Wreath

Use the Wreath Shape to model any circular prop. When used with pixels, the pixels are assumed
to be wired outside to inside, and then continuing back to the outside, then inside, etc.

2 Wreaths, one with pixel numbers displayed
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5.3.4.6.2 Custom Grid

When using a Custom shape, Advanced shape, or Tree 360 Panels shape on the Prop Definition window
you will click a button to open the custom grid window:

¢ For a Custom shape, you are using the grid to define the placement of your lights.

¢ For an Advanced shape, you are using the grid to define the placement of pixels in the effect
buffer.

¢ For a Tree 360 Panels shape, you are defining the location of lights on a single panel.

Customize Light Placement

| Save | | Cancel | h B|C|D
L 11110

¥ B@AaH e IRE 9

Width 4 S 2

Height 10 2 4 7

Cell Size 5 6

] L] ‘ g

7 4

Background g 3

Load Picture g9 2

Transparency 10 1

Auto Mumber
[] Active
[+] Auto Increment

Pixel |1 E|

Custom Grid Window

Entering Grid Data
To define the shape, place a number in each cell where there is a light or pixel:

e For traditional strings and dumb RGB, the number you enter in the custom grid is the string
number.

e For RGB pixels, the number you enter is the pixel number. 1-999 are pixels on the first RGB
string. 1001-1999 are pixels on the second RGB string, 2001-2999 are on the third RGB string,
etc.

The picture below shows a candy cane with 12 RGB pixels.
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Custom Candy
Cane-Pixels

If you were defining a candy cane made using a single incandescent string or a single dumb RGB string,
then all of the numbers in the grid would be “1”, as in the picture below.
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Custom Candy
Cane-Traditional Lights

A number can be entered into a cell by:
¢ Clicking on a cell and entering the number using the keyboard

¢ Using the cut, copy, and paste buttons
¢ Using the auto-numbering feature

The Toolbar

Cut, Copy, Paste

e
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Within the custom grid you can use the cut, copy and paste buttons (or their keyboard shortcuts) to
mowe blocks of data around the grid. You can also use them to mowve data to and from an external
spreadsheet (like Microsoft Excel).

Grid Menu

- @ | . %
Select All

Add Offzet To Selection
Flip Selection Vertical

b

Al Flip Selection Herizontal
Transpose

Crop

The Custom Grid Menu
From this menu you can:

¢ Select All - selects all grid cells

e Add Offset To Selection - prompts for a number (can be positive or negative), and then adds
that number to the selected cells. This can be used to change the string assigned to the
selected cells.

¢ Flip Selection Vertical - flips the selected cells vertically. Using the example at the beginning
of this topic: a right-side-up candy cane will become an upside-down candy cane.

¢ Flip Selection Horizontal - flips the selected cells horizontally. Using the example at the
beginning of this topic: a candy cane facing left will become a candy cane facing right.

¢ Transpose - flips the entire grid so that the rows become columns and the columns become
rows. Here is the original candy cane example transposed:

A B CDETFGHI J
=

2 N

2 |10
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e Crop - deletes any blank rows at the top or bottom, and any blank columns on the left or right

Grid Size

Width |4 =

L3

Height (10

Cell Size
—_— | .
- 5

The grid size controls
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Using these controls you can:
e Change the width of the grid - adds or remowes columns
e Change the height of the grid - adds or removes rows
e Change the size of the grid cells - make them smaller or larger

Using a Background Image

Background

Load Picture

Transparency

Using a background image can make placing the numbers in the grid much easier. Simply click the
Load Picture button to load a picture of your prop. The selected picture will be used as the
background of the grid. Acceptable file formats are JPG, PNG, and BMP. Then adjust the
Transparency slider so that the background image and the numbers you type in can both be seen.

Customize Light Placement e
[se ] [
¥ Ga @ HE-
Width |32 £
Height 40 |
Cell Size

] L
Background

Load Picture

Transparency

Auto Mumber
[+] Active
[] Aute Iner

Pixel |1 E|

A background image made partially transparent, and numbers entered for part of the outline
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Auto-numbering

Auto Mumber

[] Active

Auto Increment

Pixel 1 B2

When auto-numbering is active (i.e. the Active box is checked), you can just click on a cell with the
left mouse button to insert a number. If Auto Increment is checked, then the pixel number will
automatically increment after every mouse click. In general, Auto Increment should be unchecked
when creating a custom grid for traditional lights, and checked when creating a custom grid for pixel-
based props.

Keyboard Shortcuts

Key Action
Use the arrow keys to mowe one cell in the direction of the
T arrow
—|]l]|—
Mowe to the first cell in the current row
Home
Movwe to the last cell in the current row
End
Pg Up Mowe up 1 screen
Pg Dn Mowe down 1 screen
Sh-ﬂ: Expand the selection by holding down the shift key while
| using any of the keys listed above
Deletes the contents of the selected cells
Delete
Selects the entire grid
Ctrl ||A
Cut
Ctrl || X
Copy
Ctrl ||C
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Ctrl v Paste

5.3.4.7 Group Definition

In Preview Design, you can create groups of props. This enables you to apply effects to the entire group.
For example, if you have 4 arches in row, you could put them in a group. A curtain effect applied to the
group will be different than the same curtain effect applied to each prop individually.

Preview Group Definition >
Cancel \Z) Group Name |Arches-Left
Select All Clear All Channel Layout Motion Effect Rows () Size: 160 x 1
Member Mame Orientation ~ rArrangement
M [Arch 01 normal w O Nene
Arch 02 normal e ® Horizontal Stack
Align Bottoms
Arch 03 normal w
Arch 04 normal > Horizontal Stack
Align Tops
Arch 05 normal v
Arch 06 normal w O Vertical Stack
Arch 07 normal et e Mested
(V stack, H stretch)
Arch 08 normal v
VSt H Fill
Arch 09 normal e O ack !
() Use Preview

Arch 10 narmal v
Arch 11 narmal v
Arch 12 normal ~
Arch 13 naormal w
Arch 14 narmal v
Arch 15 normal ~
Arch 16 normal w

Arch 17 normal w

Bay Star 1 narmal v

Bay Star 2 normal - N Checked items

Candycane 01 normal ~ should be ordered

Candycane (02 normal w left to right

]DDDDDDDDDDDDDHHHE!HEHE

Candveane 03 normal e

Preview Group Definition Window

Iltems In The Group

Place a check mark next to each prop that you want included in the group. You can use the Select All
button to check all of the boxes, and the Clear All button to clear all of the boxes.
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Arrangement

There are different ways to group props. In the arch example above, you would set the arrangement to
“horizontal stack” because arches are usually arranged horizontally. There is also a “use preview”
arrangement setting which applies effects according to the way the props are laid out in the preview. You
can even put all of your RGB elements in a single preview group and then apply effects to that group and
your entire display will appear to mowve together.

None

The group will only be used to keep items together in the sequence grid. You cannot create motion
effect rows for groups with an arrangement of "none".

Horizontal Stack Align Bottoms

Members of the group are arranged side-by-side. If there are members with varying heights, they will
be arranged using the bottom as a reference.

Prop 3
Prop 4

Horizontal Stack Align Tops

Members of the group are arranged side-by-side. If there are members with varying heights, they will
be arranged using the top as a reference.

Prop 4

Prop 3

Vertical Stack

Members of the group are arranged bottom to top. If there are members with varying widths, they will
be arranged using the left side as a reference.
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Prop 4

Prop 3

Nested

Members of the group are arranged bottom to top. If there are members with varying widths, items
with shorter widths are stretched to match the widest item..

Prop 4

Prop 3

V Stack, H Fill

This is like the "nested" arrangement, except that when items are stretched, pixels are repeated in
the buffer so that there are no gaps.

Use Preview

Pixels are arranged according to their placement in the preview. The slider associated this
arrangement can be used to adjust the granularity of the placement. Coarser granularity results in
faster performance, but might make your effects look "blocky" if you have many pixels. Finer
granularity will eliminate the "blockiness" but takes more memory and takes longer to calculate the

effects.
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Channel Layout

Use the channel layout to view the results of the arrangement setting. This is the pixel configuration that
will be used when motion effects are applied.

Motion Effect Rows

You can define a set of motion effect rows that will be applied when the preview is used during the
creation of a new sequence. Changes made to these motion effect rows do not affect existing
seqguences.

5.3.4.8 Copy Prop Dialog

The “Copy” command is very helpful in creating a collection of props that all look the same, such as a
series of arches or mini-trees. This opens a window where you can specify how many copies should be
made. If the source name has a numeric suffix, then that number will be automatically incremented for
each copy. After the “Make Copies” button is pressed the new copies will be displayed

Here is the process for copying a prop:

e Select the prop in the item list that will be the source of the copy. For props with a numeric
suffix, this prop’s name should end with “1”, “01”, “001”, “(1)", “(01)", or “(001)". If you have
created 5 arches and then decide you need more, you can select the last one (e.g. “Arch 05”)
and the Copy command will continue your number sequence from there.

e Select “Prop”, then “Copy” from the menu. This will open the Copy window. See the picture
below for an example.

¢ The “Base Name” field should already be filled in for you. If you are creating a non-numeric
sequence such as “Left”, “Center”, “Right”, then you might want to edit the base name to
remowve the suffix in the source prop’s name.

¢ Select the number of copies to make. The New Names list on the right will automatically
update as this value is changed.

¢ If the source prop’s name has a numeric suffix, then the “Starting Number” field should be set
automatically.

¢ The “Suffix” field should be set automatically, but can be changed if desired. For example, if
your source prop does not have a numeric suffix, but you want the copies to be numbered, then
change this field to the desired number format.

e You can change the automatically generated names by double-clicking any entry in the “New
Names” list and making edits as desired.

e After making all of your edits, click the “Make Copies” button. This will close the Copy window
and the new copies should appear in the preview design window.

¢ The channel information in the copies will be set automatically -- incremented from the source
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prop. Howewer, after the copy completes, you should double-click on the name of each copied
prop in the list and when the Prop Definition window opens, verify that the channel information
for that prop is correct.

The picture below shows the Copy command being applied to a prop named “Arch 01". The numeric
suffix is automatically detected and the fields set accordingly. The only action is to set the desired
number of copies (4 in this example).

Preview Defautt
MName

Prop ~ Format = List ~ &

Copy Prop
Baze Mame Arch MNew MNames
Mumber of Copies I = Arch 03
Starting Mumber 2 = Arch 04
Arch 05
r Suffioc 01 =

After the copy completes, yau wil

need to open each copy and edit

the channel information.

|. Make Copies | | Cancel

- 1

Preview Defavt
MName

Prop = Format = List = 4§
Arch 01

Arch 03
Arch 04
Arch 05

Result of making 4 copies

5.3.4.9 Naming Strategies

The Sequencer comes with an empty preview called “Default”. If you want to keep things simple, you can
create all of your props in the Default preview and associate all of your sequences with Default:
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Sequences Preview Props
Jingle Bells RGB Tree
loy to the World Default Arch 1
O Holy Night Arch 2

Another approach is to create a preview for each holiday for which you hawe a light show. For example,
you could have previews called “Valentines”, “Halloween”, and “Christmas”. If your display were to
change from year to year, you would update the props in the preview for the relevant holiday.

Seguences Preview Props

My Funny Val. Heart 1
Valentines

Endless Love Heart 2

Adams Family Pumpkin
Halloween

Ghost Busters Spider

Jingle Bells RGB Tree

Joy to the World Christmas Arch 1

O Holy Night Arch 2

Finally, you can create a preview for each display, for each year. So you might start with a preview
called “2018 Christmas” associated with all of your sequences for 2018. Then in 2019, you would archive
your 2018 sequences for reference, and make copies that you would work with for your 2019 show.
Something like this:

e Copy all of your 2018 sequences to a new folder for 2019.

¢ In the Sequencer, copy the “2018 Christmas” preview to “2019 Christmas”. This would make a
copy of the preview's visual layout as well as make a copy of every prop in the preview.

e Open each sequence in the 2019 folder and change the sequence’s preview to “2019
Christmas” (with the sequence open, select Sequence > Assign Different Preview from the menu).

e With that complete, you could proceed with adding and remowving props in the “2019 Christmas”
preview and revising the 2019 sequences as desired

The Advantage of this approach is that it gives you a history of your old sequences and those sequences
can be opened in the Sequencer and viewed using the preview in effect for that year.
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Props

RGE Tree

Arch 1

Sequences Preview

Jingle Bells .

loy to the World Christmas

Jingle Bells

Joy to the World l‘_DiB
Christmas

O Holy Night

RGB Tree

Arch 1

Arch 2 (new)

5.3.5 Sequence Tab

This section will describe the various parts of an open sequence tab, and how you go about editing a
sequence. Before proceeding, you should understand what a sequence is and the high-level description

of the S5 Sequencer.

To start sequencing, open an existing sequence or start a new one.

e To open an existing sequence:

0 select File > Open or File > Recent Files from the main menu, or

o click on one of the recent files listed on the Start Page.

¢ To start a new sequence:
o select File > New from the main menu, or

o click New Animation Sequence or New Musical Sequence on the Start Page, or
o right-click on a preview in the Previews Window and select New Animation Sequence or New

Musical Sequence from the pop-up menu.

The sequence will be displayed in its own tab.
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85 Light-0-Rama 55 Sequencer v5.2.3 Pro

Eile  Sequence Tools Window Help

Show All ltems ~ M- W

Start Page Very Merry Christmas-RFM-MN... > - g
@ LOR-TypicalHouse-C68P32-1280-RevA ~ [ g Std Clipboard PastebyCell ~ 4 Ca BE @ « @ B & 2
OGP eEEEIBRY om -ARODOENRHEMEEEEE
Intensity ~ (0 [={100 (2] i oOn » FcE> E< X» Timing v Fixed Gric: 0.10 - %

PO 0:01 0:02 0:03 0:04 'g_‘
--------- L T T R R T R R S S S SO BT S S S R SR SAN ST S B SR F

€ 01.01-Roof A 1] NEREENR L]
0 01.02-Roof B ] |
0 01.03-Roof C 1] N i

<1 01.04-Roof D
< 01.05-Window A

>
s3y617 jonuoy

1 01.06-Window B

T 01.07-Window C

1 01.08-Window D
3 01.09-Column A

m (] ] INNNNEN (| |-

The Sequencer with an open musical sequence
The sequence tab has seweral sections:

The Toolbar

Grid Views and the Grid View Menu
The Timeline and Waweform

Item List

Sequence Grid

S5 Light-O-Rama 55 Sequencer v5.2.3 Pro

Eile  Sequence Tools Window Help

Start Page Very Merry Christmas-RFM-N... X

Toolbar

i Grid View selector

et o
| Item :
I List Sequence Grid
: (props & : (lighting effects)

-
5398447 Uo oy

s3yb17 jonuod

Areas within the Sequence Tab

For more information on using the Sequence Tab, please see the following topics:
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53.5.1

e Scrolling & Zooming
e Jtem List

e Grid Views

e Grid View Menu

e Selecting Cells

¢ Intensity Range

e Adding Effects

e Modifying Effects

¢ Deleting Effects

e Cut/Copy/Paste/Repeat
e Toolbar

¢ Right-Click Context menu
e Freeform Play Range

e Playback
e Audio Waveform

e Audio Wizards

e Tooltips
e | oops in Animation Sequences

Scrolling & Zooming

Your sequence grid is often larger than your display. To access all parts of your sequence, you will need
to be able to:

e Scroll the grid in any direction
e Zoom in and out of the grid both horizontally and vertically

Scrolling
There are several was to scroll the grid.
Scroll Bars

You can click on the scroll bars to scroll the grid. There are 2 vertical scroll bars on the right edge: one
scrolls the beat channels section and the other scrolls the main section. If there are no beat channels
displayed, the beat channel scroll bar will be hidden. Also, the beat channel scroll bar will only need to
be used if you have defined more beat channels than can be displayed at one time. The maximum
number of beat channels displayed at one time defaults to 10, but you can change this value from the

grid view menu.
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Show All ltems
J LOR Beats

va

0 0:02

0:04

217

0:06 008

T R R R T S S A I T O T S TR R S A S S S SR S S S B R S

J LOR Beats 2x

T 01.01-Roof A

T 01.02-Roof B

Horizontal

T3 01.03-Roof C

T+ 01.04-Roof D

scroll bar

T3 01.03-Window A
T3 01.06-Window B

Scroll bar for beat channels

|
—ﬁ'——q
Scroll bar for main section =

£ 20 £

Mouse Wheel

Sequence Grid Scroll Bars

You can scroll the grid vertically using the mouse wheel on your mouse.

Using amouse wheel makes it easier to scroll

If you are using a laptop and only have the built-in touch pad available, you can use 2 fingers to scroll
vertically; though this tends to not work as reliably as a mouse with a mouse wheel

L

Using atouch pad to scroll

Shift

Hold the shift key down while using the mouse wheel to scroll horizontally.
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Keyboard

As you mowve the selected area of the grid using the arrow keys, home, end, page up, or page down, the
grid will scroll so the current cell is always visible.

Zooming

You can zoom in or out in the sequencing grid:

Zoom The Timescale (horizontal)

dp Click the Zoom Time In button on the toolbar
524 Click the Zoom Time Out button on the toolbar
Zoom in using Ctrl +
Ctrl +
Zoom out using Ctrl -
Ctrl -
Hold the Ctrl key down while using the mouse wheel
Ctrl
003 Zoom in by dragging the mouse pointer across the audio
C o 8 0 |waveform
|
0:03 {|Right click on the time scale or on the wave form.
Zoom e The first 2 options on the menu allow you to zoom the
Zoom Out time scale in and out.
£oom 3 seconds e The next 3 options zoom to a fixed time scale: 5, 10, or
Zoom 10 seconds . .
15 seconds wide. These can quickly take you to a
Zoom 15 seconds . . .
reasonable time scale if you have zoomed in too far.
Set Play Range Start
Set Play Range End
Waveform Filter & Scale
Waveform Area 3
Waveform Celors

Zoom The Row Height (vertical)

2 |Click the Zoom Channels In button on the toolbar to make the height of each
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grid row shorter

B3 |Click the Zoom Channels Out button on the toolbar to make the height of each
grid row taller

Zoom Preferences

Zoom Preferences (under the Tools menu) allows you to set a preferred horizontal and vertical zoom level
and to restore it when desired.

5.3.5.2 Item List

The "item list" is the list of preview props, preview groups, grid view groups, subsequences, archive

props, RGB aggregates, beat channels (in musical sequences), and loops (in animation sequences)
shown to the left of the sequence grid. For every item in the list, there is a corresponding row
immediately to its right in the sequence grid.

Between the item list and the sequence grid is a thick gray vertical bar. Dragging the bar left or right
changes the width of the item list.

55 Light-0-Rama 55 Sequencer v3.2.3 Pro - O et

Eile  Sequence Tools Window  Help

Start Page Very Merry Christmas-RFM-N... é“
Iz

1 Grid View selector Toolbar :z
(=]

:

Show All ltems ¢
I ~
3

Item s

List Sequence Grid E

(lighting effects)

U
T
(=]
=]
wn
2

groups) :

Areas within the Sequence Tab

The item list and sequence grid are divided into 2 sections:

e An upper part for beat channels (in musical sequences), and loops (in animation sequences). This
part is fixed (frozen) at the top of the sequence grid so that loops and beat channels always
remain visible.

e A lower part for all other items: preview props, preview groups, grid view groups, subsequences,
archive props, RGB aggregates. You can create subsets of props and groups that you want to
display in this section by using Grid Views.

If there are no beat or loop channels, then the upper part will be hidden. However, if both sections are
shown then each will have its own vertical scroll bar on the far right.
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Show All ltems |1 = 1.00 0:00.50 0:01.00 0:01.50 0:02.00 0:02.50 0:03.00

I Loops or beat channels (frozen) :
r I N N - I
| ] |
I Preview Props & Groups, i
: Archived Props, Subsequences :
I |

Subjects cowered in this topic:

Row Types

ltem List Hierarchy
Condensed Mode

Item List Double-Click
Reordering The Item List
ltem List Right-Click Menu

Row Types

When a sequence grid is displayed on your screen, each row in the grid will be of a certain type.
Different row types can hold different kinds of effects.

e Reqgular channels
RGB channels

Motion Effect Rows

Subsequences
Beat channels

Loop Rows

Some row types are displayed with a symbol as a prefix to help identify the type of grid row. Here is a
summary of the symbols that are used:

J Beat Channel

A Motion Row

Lt Regular Channel

= RGE Channel

@ Archived Prop

& Subsequence

If a row is displayed with an "X' pattern, it is a placeholder in the item list and cannot have effects
applied to it. This most often occurs when Condensed Mode is off -- the placeholder rows can be hidden
by turning Condensed Mode on.
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R R R R R KRR KR

= O 0 0 0l

= M E-H-' L
otion Effects e e e
B B i,

A placeholder row

Item List Hierarchy

The item list is a hierarchical tree where items in the list can have child items, and those children can in
turn have children. Items in the hierarchy with child items below them will be displayed with a "+" or "-"
symbol inside a small box to the left of the name:

e a"+" symbol means the children are hidden; clicking on the "+" will expand the tree node and
display the children

e a"-" symbol means the children are displayed; clicking on the "-" will collapse the tree node and
hide the children.

+ Uit 1D 07
= Unit 1002

e You can right-click on a collapsed item (one with a "+" button next to it) and select "Expand" from
the pop-up menu to display all children at all levels below the item that was clicked.

e You can right-click on an expanded item (one with a "-" button next to it) and select "Collapse"
from the pop-up menu to hide all children at all levels below the item that was clicked.

e You can select Expand All from the Grid View Menu to display all children for every item in the

item list.
e You can select Collapse All from the Grid View Menu to hide all children for every item in the item
list.

Preview Props

Preview props that have a single regular channel, RGB channel, or motion effect row will be
displayed as a single row in the sequence grid.

A prop with a single string of lights (such as a bush):

} Prop-Bush (1 string of traditional lights) | |

An RGB flood light:

= Prop-RGB Flood (1 "dumb RGB" light) ||| |§ NI

A pixel-based arch with 1 motion effect row and the channel level disabled (motion effect rows

require a Pro license):

A Prop-Arch 1 (20 RGB "smart pixels”): Effects 01 ||| ||

Preview props that have more than one regular channel, RGB channel, or motion effect row will be
displayed as a tree in the item list. The examples below are shown with Condensed Mode off.

A mini-tree with multiple strings of lights, and each string color is assigned to a separate
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channel:

=I  Prop-Minitree (3 strings of traditional lights)

=l Channels
3 White
3 Red
3 Green

A megatree built with strings of traditional lights (cO1 is the first string, c02 the second, etc):

oty

v

Setelly
¢
2

% 25050

LD
L

=|  Prop-Megatree (12 strings of traditional lights)

o
##.#1

&
%oty
Petelete%y

= Channels

L} ¥
cl2
c3
c04
c5
clé&
c7
c0&
cs
c10
cli
cl2

elfefie ie EefEa i dEnRindie Qle

A pixel-based arch with 3 motion effect rows and the channel level disabled (motion effect rows

require a Pro license):

=I  Prop-Arch 1 (20 RGB "smart pixels”)
=I  Motion Effects
A Effects 01
M Effects 02
M Effects 03

Preview Groups

Preview groups can generate a hierarchy because they can have motion effect rows (if the group's
arrangement setting is not "none"). Members of the group (props and/or other groups) are also listed
under the group.

Note: motion effects on groups allow you to do some amazing things, like color sweeps across
several props or even your entire display.

As an example, here are 3 pixel arches combined into a group.
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Preview Group Definition

Save Cancel / Group Mame |Group-Pixel Arches
(2)  Grow .

Select All Clear All Channel Layout Motion Effect Rows (0] Size: B0 x 1
Incl  Member Mame Orientation Arrangement
Prop-Arch 1 (20 RGE "smart pixels”) normal ~ (O Mene
Prop-Arch 2 (20 RGB "smart pixels") normal w ® Hearizontal Stack

Prop-Arch 3 (20 RGB "smart pixels") normal - e

Group Definition

The first motion effects row is for group - effects created here will act as if the combined arches are
one big prop. This is followed by motion effect rows for each individual prop.

= Group-Pixel Arches
= Motion Effects
A Effects 01
= Member Props
A Prop-Arch 1 (20 RGB "smart pixels”): Effects 01
A Prop-Arch 2 (20 RGB "smart pixels”): Effects 01
A Prop-Arch 3 (20 RGB "smart pixels"): Effects 01

Group displayed in the sequence grid

Grid View Groups

A grid view group is a set of regular channels or RGB channels or Motion Effect rows or beat
channels (or, conceivably, other grid view groups) that is nested together, so that it can be collapsed
down to a single row in the sequence grid, or expanded to show all of its members.

In this example, the grid view group "Unit ID 06: Strobes" has been expanded. The other grid view
groups are collapsed.
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Track 1
Unit 1D 01: Main House
Unit 1D 02: MiniTrees
Unit 1D 03: Leaping Arches
Unit |0 04: MegaTrees
Unit 1D 06 Strobes

{1 06.01-5trobes-A

{1 06.02-5trobes-B

£ 06.03-5trobes-C

{1 06.04-Strobes-D
Unit I 07: Dumb RGE Lights
Unit 1D 0% Dumb RGE Floods

IR

E3]

RGB Aggregates
RGB aggregates have 3 channels that are displayed as children in the hierarchy.

J0 0 D:06 0:08

RGB Aggregates ~ Mo -
E = Hoopl
{} Hoop Red 2
{} Hoop Wh 2
¥ Hoop Blue 2t

"Hoop 2" is an RGB Aggregate

RGB Channels on Pixel Props

If you have a Pro license, pixel-based props are displayed with motion effect rows by default. You
can display the RGB channels by right-clicking on the prop name and selecting "Enable Channel
Level on Pixel Prop" on the pop-up menu. Later, if you decide that you no longer need the channel
level, you can right-click on the prop name and select "Remove Channel Level on Pixel Prop". If you
don't have a Pro license, then RGB channels are always displayed (motion effect rows are not
available at these license lewels).

As an example, here is a pixel-based arch with the channel level enabled (only the first 5 RGB
channels are included in the picture). With these settings, the prop can be sequenced using motion
effects and channel effects interchangeably.
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=I  Prop-Arch 1 (20 RGB "smart pixels”)
= Motion Effects
A Effects 01
M Effects 02
A Effects 03
=l Channels
1
c02
c03
c04

-

c05

Condensed Mode

The item list hierarchy can displayed such that all lewvels of the tree are displayed, or a "condensed"
mode where higher levels of the tree are hidden when lower lewels are displayed.

Turning condensed mode off makes it easier to understand the item list hierarchy, but it leaves
"blank" rows (the ones with Xs) in the sequence grid.
VIEW | g T
-| Roofline ALL
= Motion Effects
& mi
-I Member Props
A Garage Eave L: m01
A Garage Eave R: m0O1
£ Garage Gutter: mi1

Condensed Mode OFF

Turning condensed mode on mimics the behavior of the Sequence Editor in prior versions, and uses
the screen space more efficiently. This is the same example as above; however, with condensed
mode enabled, the "Roofline ALL", "Motion Effects”, and "Member Props" items have been hidden
because their children are visible.
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View 1 “lEoe g
S = A Roofline ALL: m1
= A Garage Eave L m01

A Garage Eave R: m01

£ Garage Gutter: m01

A HouseDrEave Limbl2a1 o
A House Dr Eave R: mj Co

Calaln
Condensed Mode ON

You can turn condensed mode on or off via the Grid View Menu.

Item List Double-Click

N

Double-clicking on an item name brings up the Prop Definition or Group Definition or Beat Channel
Definition, depending on the type of item that was clicked. If a prop or group definition is modified in this
way, the sequence grid will be updated to reflect the changes and the preview will be saved to disk.

Reordering The Item List

Caa

You can reorder the list by clicking and dragging items. In the picture below, "01.07-Window C" is being
dragged to a new position.
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3 01.01-Roof A
3 01.02-Rocf B
3 01.03-Roof C

£ 01.04-Roof D
) {

© &5 oo Window C
& 01.06-Window B

2 01.07-Window C
3 01.08-Window D

You also mowe items in and out of grid view groups by clicking and dragging them.

Item List Right-Click Menu

Right-clicking on an item name brings up a context menu of actions you can take with that item. The
content of the menu is highly dependent on the type of item that was clicked.

Menus for regular channels, RGB channels, motion effect rows, and preview
groups

I I I I I I |
W Zoomed Playback 3

& 02 Prop Definition

Convert to Grid View Group
0 c03

Sort Channels »
0 c04 Set Channel Mame
Add/Medify Motion Effect Rows

Menu for aregular channel or RGB channel in the
"Show All tems" grid view
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O Prop-Bush (1 string JNNENE BN

Zoomed Playback 2
Prop Definition

Insert Preview Props and Groups 3
Convert to Grid View Group

Hide ltemn

Copy to Other Grid View

Sort Channels 3
Add/Medify Motion Effect Rows

Menu for aregular channel or RGB channel in auser

AF
AF
AF
AF
AF
Prc

grid view

Zoomed Playback 3
Prop Definition

Convert to Grid View Group
Copy to Other Grid View

Add/Medify Motion Effect Rows
Delete Motion Effect Row

Enable Channel Level on Pixel Prop

Menu for amotion effect row

Lo e b e e !
= B
Group-Pixel Arches kt.t+§t+t._ :,1.13.:.:3
»

Zoomed Playback

Group Definition
Use This Group For Thumbnails

Expand

Collapse

Convert to Grid View Group

Copy to Other Grid View

Add/Meodify Motion Effect Rows

Menu for apreview group
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= W o o S
Expand
Collapse
Insert Preview Props and Groups *

Convert to Grid View Group
Duplicate Children to Mew Group
Degroup

Change Grid View Group Marne
Hide Item

Copy to Other Grid View

Menu for agrid view group

MMM MM N

As you can see from the examples abowe, not all menu items are available in every situation.
Howeer, here is a compilation of the menu items you will encounter:

Zoomed Playback - opens the Zoomed Playback sub-menu

Prop Definition - opens the Prop Definition window for the prop

Group Definition - opens the Group Definition window for the group

Use This Prop (or Group) For Thumbnails - by default, effect thumbnails displayed in the
Motion Effects Window use a 50x50 matrix. Howewer, with this command you can have the
thumbnails generated using the selected prop or group.

Expand - expands all lewvels of the selected prop or group, such that all child items are
displayed.

Collapse - collapses all levels of the selected prop or group, such that all child items are
hidden.

Insert Preview Props and Groups - adds additional props or groups to the current grid view
via the Insert Props And Groups Dialog. This menu item is for user grid views only (not the
"Show All ltems" grid view).

Convert to Grid View Group - opens a dialog that allows you to mowe the clicked item, and
optionally those below it, into a new grid view group.

Duplicate Children to New Group - allows you to copy the children of the current grid view
group into a new group.

Degroup - removes the selected grid view group, but leaves the members of the group in its

place.
Change Grid View Group Name - allows you to change the name of the selected grid view
group.

Hide Item - remowves the selected item for the current grid view. The item is not deleted, it is
simply no longer visible in the current view. This menu item is for user grid views only (not the
"Show All ltems" grid view).

Copy to Other Grid View - opens a dialog that allows you to copy the selected item to
another grid view (an existing grid view or a new one).

Sort Channels - Sort all of the channels on the same hierarchy level by name, channel color,
row number within the prop layout, column number within the prop layout, or reverse the
current order.

Set Channel Name - sets the channel name. This menu item is only available on props with
multiple strings (e.g. megatrees).

Add/Modify Motion Effect Rows - allows you to add new motion effect rows and/or modify
existing ones via the Motion Effect Rows Dialog.

Delete Motion Effect Row - displays a confirmation message, and then deletes the selected
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motion effect row. If you need to delete multiple rows, see the Sequence > Delete Grid Rows
option on the main menu.

e Enable Channel Level on Pixel Prop - enables channel level sequencing on pixel-based
props.

Menu for a beat channel

Add Beat Channel

= {UnitID 0’
2 01, Meodify Beat Channel
N Delete Beat Channel
01
01, Beat Wizard
01 Tapper Wizard
01 :
& 01 VU Wizard
o 01 Convert to Grid View Group
01 _
oo, Hide Item

Options on this menu include:

e Add Beat Channel - opens a dialog that allows you to add a new beat channel to the
sequence.

e Modify Beat Channel - open a dialog that allows you to change the name and/or color for
the selected beat channel.

e Delete Beat Channel - displays a confirmation message, and then deletes the selected beat
channel.

e Beat Wizard - opens the Beat Wizard.

e Tapper Wizard - opens the Tapper Wizard.

e VU Wizard - opens the VU Wizard.

Menu for aloop row

View LR S
Loop 3 —
Loop 1 Add Loop Level Above i

E = & Wre Add Loop Level Below

T3 Wre
2 Wre Remove Loop Level
TF Wre Remove All Loops on Level

T3 Wrearm e T T

Menu when right-cliicking on aloop name

These items are described in the Loops in Animation Sequences topic.

5.3.5.2.1 Grid Views

A grid view is an ordered collection of grid rows. A grid view can contain any type of grid row except loop
rows and beat channels. Loop rows (in animation sequences) and beat channels (in musical sequences)
are fixed to the top of the sequence grid and do not change when the grid view is changed.
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A sequence can contain multiple grid views, and there is a grid view selector that allows you to quickly
flip between them. To the right of the grid view selector, is a button that opens the grid view menu.

There is a system grid view named "Show All ltems" which automatically displays all items in the
sequence. If an item is added to the preview, it is automatically added to the "Show All ltems" grid view.
You can change the order of items in the "Show All tems", but you cannot add, remowe, or copy items
within it. All other grid views are user created, and you have complete control over their content. You
might have a grid views for lights in your yard and another for lights on your house. Or you might have
one grid view for props with traditional lights and another for ones that have pixels. Creating grid views is
optional; you can stick with the "Show All ltems" grid view and leawe it at that.

§5 Light-0-Rama 55 Sequencer v5.1.5 Pro - O =
File  Sequence Tools Window  Help

Start Page SimpleSequence

SHBIAG

Grid View selector :
:
ul
nz
Iu-\
qe
I 1=
| 15
: Grid View Content :
| |
'-----__----------------_---------I

Areas within the Sequence Tab

All sequences are initially created with a "Show All Items" grid view. There are a few ways to add
another grid view using the Sequencer:

¢ From the Grid View menu:
e "Add New View" will add a grid view and let you pick the props and groups that appear in it
e "Sawe View As" will create a new grid view with the same props and groups as the current grid
view. This can also be used to copy the "Show All ltems" system grid view to a user grid view,
which you can more extensively customize.
¢ Right-click on a channel, prop, or group name on the left side of the grid and select "Copy to
Other Grid View". This will allow you to add the item to an existing grid view or to a brand new grid
view.

Import/Export

It can make the process of sequencing easier if your props and groups are listed in the same order in
every sequence. You can do this by setting up the desired order in one sequence, and perhaps
categorize the props into seweral grid views. To make your grid views available in other sequences you
export then from the original sequence and import them into the others. See the "Grid Configuration”
item on the Grid View menu (also available on the Sequence menu).

Note: the "Show All Items" grid view is excluded from the export/import process because it is

system-generated. Use the "Save View As" item on the to copy it to a user
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view, which will be exported.

5.3.5.2.2 Grid View Menu

The Grid View Menu is opened by clicking the icon just to the right of the Grid View selector. The icon is
marked with a red box in the following picture:

Show All ftems

When opened, the menu displays options to control the grid view:

Add New View

Rename View

Sawe View As

Delete View

Append Items To View

Reset Displayed Props And Groups

Reset Displayed Beat Channels
Add New Sub-menu

Condensed View

Show Tree Lines

Expand All

Collapse All

Beat Channel Row Count

Grid Configuration Sub-menu

Track <% - [T

I Queues Add Mew View
B i@ <Unit ID 01: Main He Rename View
£ 01.01-Roof A Save View As |
T3 01.02-Roof B Delete View ]
EEE S Append ltems to View
T3 01.04-Roof D
e Reset Displayed Props and Groups
T 01.03-Window A _
Reset Displayed Beat Channels
T 01.06-Window B
_ Add Mew 3
T 01.07-Window C
3 01.02-Window D Condensed View
O 01.09-Column A Show Tree Lines
L01.10-Calumn B Expand All
ﬁ'ﬂ‘l.‘l‘l'tﬂlumn C CDHEPSEA”
£+ 01.12-Colurmnn D
& 01.13-Bush A Beat Channel Row Count
£ 01.14-Bush B Grid Configuration 3
Add New View
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This menu item prompts for the name of a new grid view. It then opens the Insert Props And Groups
Dialog so that you can select the items that will be in the grid view.

Rename View

This menu item allows you to enter a new name for the current grid view

Save View As

This menu item prompts for the name of a new grid view. It then copies the current grid view into the
new one.

Delete View

This menu item displays a confirmation message, and then deletes the current grid view. You
cannot delete the "Show All items" grid view, as it is system-generated.

Append Items To View

This menu item opens the Insert Props And Groups Dialog, and then appends the selected items to
the bottom of the current grid view. Does not apply to the "Show All ltems" grid view.

Reset Displayed Props And Groups

This menu item opens the Insert Props And Groups Dialog, and then replaces the items in the
current grid view with the ones selected in the dialog. Does not apply to the "Show All ltems" grid
view.

Reset Displayed Beat Channels

This menu item opens a dialog that allows you to select amongst the beat channels defined in the
sequence. The newly selected beat channels replace any that are currently displayed in the grid.

Add New Sub-menu

This menu item opens a sub-menu that allows you to add a new a loop row, subsequence, beat
channel, or RGB aggregate. "Add New" is also available on the main menu at Sequence > Add New.

Condensed View

This menu item toggles the condensed mode on and off.

Show Tree Lines

This menu item toggles the display of tree lines in the item list.

Expand All
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This menu item causes all children for every item in the jtem list to be displayed.

Collapse All

This menu item causes all children for every item in the item list to be hidden.

Beat Channel Row Count

This menu item opens a dialog that allows you to modify the maximum number of beat channels
that are displayed. The default is 10.

Grid Configuration Sub-menu

This item opens a sub-menu allowing you import or export the user-defined grid views in the
sequence. For Pro users, it will also import/export the properties of each motion effect row. The
system-generated "Show All ltems" grid view is not included in the export. "Grid Configuration” is

also available on the main menu at Sequence > Grid Configuration.

5.3.5.2.3 Grid View Groups

A grid view group is a set of regular channels or RGB channels or Motion Effect rows or beat channels
(or, conceivably, other grid view groups) that is nested together, so that it can be collapsed down to a
single row in the sequence grid, or expanded to show all of its members. When a grid view group is first

created, the grid view group is shown as a single row:

Track 1 e IEI T W

+  Unit 1D 01: Main House

+  Unit 1D 02: MiniTrees

+  Unit 1D 03: Leaping Arches

+ Unit I 04: MegaTrees

#  Unit 1D 06: Strobes

+  Unit 1D 07: Dumb RGE Lights
+  Unit 1D 08: Dumb RGE Floods

Several collapsed grid view groups

Click the "+" button on the left to expand the group, and the

i

button to collapse it.
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Track 1 - % - |

Unit 1D 01: Main House
Unit 1D 02: MiniTrees
Unit |0 03: Leaping Arches
Unit ID 0d: MegaTrees

£+ 06.01-5trobes-A

£+ 06.02-5trobes-B

{3 06.03-5trobes-C

£+ 06.04-5trobes-D
Unit |0 07: Dumb RGE Lights

Unit |0 0&: Dumb RGE Floods
The "Strobes" group has been expanded

[

[#

[

m

Notice that the "Unit ID 06: Strobes" row has been hidden in the picture above. This is the sequence
grid's "condensed view". Sequences often have many rows and it is usually important to display as
many rows as possible to make sequencing go faster. This is the purpose of the condensed view -- to
show as many grid rows as possible. So when a parent (the grid view group) is expanded, the parent
node is hidden and only the child nodes (the channels) are displayed. For new users this can
sometimes be confusing, so S5 allows condensed mode to be turned off. Condensed mode is turned on
or off from the Grid View menu.

Track 1
Unit 1D 01: Main House
Unit 1D 02: MiniTrees
Unit 1D 03: Leaping Arches
Unit 10 04: MegaTrees
Unit 1D 06 Strobes

£+ 06.01-5trobes-A

£ 06.02-5trobes-B

{1 06.03-Strobes-C

£+ 06.04-Strobes-D
Unit 1D 07: Dumb RGE Lights

Unit 1D 08: Dumb RGB Floods
Condensed mode off, Show tree

N R R

Ines o

In the picture above, condensed mode has been turned off and now you can see both the parent "Unit ID
06: Strobes" and its 4 children, which makes clear the parent/child relationship. Now you can see that a
grid view is a hierarchical tree!

But what happened to the sequence grid on the right -- it is showing an "X' pattern? Well, that is the
other thing that condensed mode does: collapsed parent rows (where a "+" button is at the beginning of
the row) display the effects for their first child in the grid. So in the top picture, the grid row for "Unit ID
06: Strobes" was actually showing the effects for "06.01-Strobes-A". When condensed mode is turned
off, there is nothing to be displayed for the parent, which is what the "X' pattern indicates.
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The rest of this topic will show the sequence grid with condensed mode enabled.

So again, when a grid view group is collapsed, the effects displayed on its row are the events of its first
member (be it a regular channel, RGB channel, or motion effect row). However, applying a tool to the
row actually applies it to ALL of its members. For example, with the grid view group collapsed, if you
apply the Eade Up toal to its first cell, the result will look like this:

a0 0:01 0:02 0:03

Track 1

Unit ID 02: MiniTrees ._#

Unit ID 03: Leaping Arches
Fade Up tool applied while group was collapsed

But when you expand the grid view group, it becomes apparent that the Fade Up tool was applied to all
of the grid view group's members:

a0 0:01 0:02 0:03

Track 1
= T 02.07-Minitree & -red

43 02.02-Minitree B -red
3 02.03-Minitree C -red
T 02.04-Minitree D -red
T3 02.05-Minitree A -green
3 02.06-Minitree B -green
3 02.07-Minitree C -green
3 02.08-Minitree D -green
T3 02.09-Minitree A -blue
3 02.10-Minitree B -blue
T3 02.11-Minitree C -blue
3 02.12-Minitree D -blue

3 02.13-Minitree A -yellow
€3 02.14-Minitree B -yellow
3 02.15-Minitree C -yellow
3 02.16-Minitree D -yellow
Unit ID 03: Leaping Arches

The same group, expanded

If you then collapse the grid view group, and apply the Chase tool to it while it is collapsed, no change
will be evident from what is displayed:
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20 0:01 0:02 0:03

A e e e e . L .

—-*——“—*—H-—*—*—-—-
Track 1 v -

Unit |0 03: Leaping Arches |
After applying the Chase tooi, w hile collapsed

Unit ID 02: MiniTrees | -l { """"" T { """"" T T

But a change did happen - the Chase tool was applied to the entire grid view group. The only reason
that no change is evident from what is displayed is because when the grid view group is collapsed, only
the effects of the first channel are displayed, and the Chase tool did not alter the effects of the first
channel. Expanding the grid view group reveals the change:

a0 0:1 0:02 0:03

e e e e e e e e e e

—-nh———-ﬁ-—*a—*—*—*—-—h
Track 1 v -

= 3 02.01-Minitree A -red
€3 02.02-Minitree B -red
T3 02.03-Minitree C -red
3 02.04-Minitree D -red
T3 02.05-Minitree A -green
3 02.06-Minitree B -green
3 02.07-Minitree C -green
3 02.08-Minitree D -green
€3 02.09-Minitree A -blue
€3 02.10-Minitree B -blue
L3 02.11-Minitree C -blue
€3 02.12-Minitree D -blue
€3 02.13-Minitree A -yellow
.33 02.14-Minitree B -yellow
3 02.15-Minitree C -yellow
3 02.16-Minitree D -yellow
Unit 1D 03: Leaping Arches

Expanded, after achase

You can conwert existing channels (and RGB channels, etc.) so that they become part of a new grid view
group, by right-clicking on a channel, prop, or group name on the left side of the grid and select "Convert
to Grid View Group" on the pop-up menu. You can also "degroup" a group -- that is, remove the group
node and leave the group's children in its place -- by using "Degroup" on that same pop-up menu.
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= W o o S
Expand
Collapse
Insert Preview Props and Groups *

Convert to Grid View Group
Duplicate Children to Mew Group
Degroup

Change Grid View Group Marne
Hide Item

Copy to Other Grid View

Menu for agrid view group

MMM MM N

The complete menu is described in the ltem List topic.

5.3.5.2.4 Motion Effect Row s Dialog

This dialog window displays the existing motion effect rows for a preview prop or preview group. The
motion effect rows are listed in the table on the left, and the prop's pixels are shown on the right.

Motion effect rows do not have to apply to all of the pixels in a prop (or group). Using this dialog, you can
specify that a motion effect row only applies to a rectangular subsection of the prop's pixels.

If you click on a row in the table on the left and the selected motion effect row uses a subsection of
pixels, then the subsection will be graphically represented on the right.

Within this dialog you can:

Add A New Row

Change Row Name
Add Rows By Subdividing
Manually Specify a Subsection

Copy/Paste the Motion Row Configuration
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Motion Effect Rows In The Sequence X
Group: CCR Tree Ribbons (12x50)

57 Add Row @ Subdivide |53 Cepy Configuration Paste Append

Top-leftis 0,0

MName Subsection?  Left Top Width Height

e N S R

Max rows: 32

Cancel

The Motion Effect Rows Dialog

Add A New Row

Clicking the "Add Row" button will add a new motion effect row to the table. The new row will use all of
the pixels in the prop or group (the Subsection field will be unchecked).
Change Row Name

By default, motion effect rows are named "Effects 01", "Effects 02", etc. You can change the name of a
row by clicking on the name in the table, and then typing the new name.

Add Rows By Subdividing

Using the "Subdivide" button, you can divide the pixels into rows and columns, creating a separate
motion effect row for each section.

The following picture shows a 12x50 pixel tree subdivided into 2 columns and 2 rows. There will be 4 new
motion effect rows created, with each subsection being 6x25 pixels
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Create Subsections ot

Subdivide the prop or group into sections and create a motion effect row for each section

Rows: 2

Columns: P_ =

v [*]
effect rows:

QK Cancel

Subdividing a 12x50 pixel tree into 2 columns and 2 rows

After clicking "OK" in the Create Subsections dialog, this is the result. Notice that clicking on a row in
the table graphically displays the subsection on the right.
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Motion Effect Rows In The Sequence X
Group: CCR Tree Ribbons (12x50)
57 Add Row @Subdivide =5 Copy Configuration Paste Append Top-leftis 0,0
MName Subsection?  Left Top Width Height
Effects 01 O 0 0 0 0
Effects r1 2 6 0 6 25
Effectsr2 c1 0 25 6 25
Effects r2 c2 6 25 6 25
Max rows: 32 QK Cancel

Result of subdividing the pixel tree into 4 sections

Manually Specify a Subsection

While the "Subdivide" button is very convenient for creating equally sized subsections, you might have
need to manually specify subsection. You can do this by making sure the "Subsection" box is checked
for the motion effect row, and then manually typing the values for left, top, width, and height.

Copy/Paste the Motion Row Configuration

You can copy the contents of the motion effect row table to the clipboard, and then use the paste button
to append the data into the Motion Effect Row dialog for another prop. This can be useful if you have
several pixel-based props that have the same dimensions.

5.3.5.2.5 Insert Props And Groups Dialog

This dialog allows you to choose preview props, preview groups, and archived props that will be part of a
grid view. Check the boxes next to the items you want. The selected items will appear in the list on the
right. Only items listed on the right side will be applied to the grid view after you click the "OK" button.

You can filter the list on the left by typing some text into the filter box. The list is automatically filtered
as you type each character. For example, to find your arch props, you could enter "arch".
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Insert Props And Groups
Main ltems
All Sequence ltems Selected ltems
Filter: I:I Select... Drag items to reorder ‘E.I,
=[] Preview Props s
-] Prop-Arch 1 (20 RGB "smart pixels")
-] Prop-Arch 2 (20 RGB "smart pixels")
-] Prop-Arch 3 (20 RGE "smart pixels”)
[]Prop-Bush (1 string of traditional lights)
-] Prop-Eave Left (20 RGE "srart pixels")
-.[_]Prop-Eave Right (20 RGE "smart pixels")
-] Prop-Gutter (30 RGB "smart pixels”)
[]Prop-Megatree (12 strings of traditicnal lights)
-[_JProp-Minitree (3 strings of traditional lights)
----I:‘F'rnp—RGB Flood (1 "dumb RGB" light)
r |Preview Groups S
The Insert Props And Groups Dialog
Clicking the "Select..." button opens the following window:
Select >

(® Select itermns that contain this text

() Select items that start with this text

() Select items that end with this text

() Select All

() Clear All

O Select props that are not members

of any selected group
oK Cancel
5.3.5.3 Selecting Cells

A cell, or a range of cells, can be selected in the sequencing grid, allowing you to apply various tools to
it (such as specifying what lighting effects should be placed in that cell). You can recognize the
currently selected cell (or cells) by a thick dashed yellow border. For example, in the following
sequence, a cell on the first row is selected between 3.00 seconds and 3.50 seconds:
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Channels 1-4 AL J0 0:01 0:02 0:03 0:04

T Channel 1
T Channel 2
T Channel 3
3 Channel 4

A cell on the first row is selected

In the sequencing grid, you can select cells using the:

* mouse
e keyboard shortcuts
e right-click context menu

Grid Selection Using The Mouse

Click On A Cell

Click on a single cell to select it. If the cell has a mation effect in it, that effect starts
ﬂ‘ playing in the Playback Window.

Click And Drag

Select multiple cells by clicking on a cell and then dragging the mouse across the range.

If you drag with the left mouse button depressed, what happens after the

button is released depends on which tool is selected on the toolbar. For
a‘ example:

A Select — no effect is applied to the selected cells

Max Intensity — will apply the current effect, as listed on the
toolbar, to the selected cells at the maximum intensity shown on the
toolbar.

i Fade Up — will apply the current effect, as listed below the Effect
Generator button, to the selected cells. The effect is ramped up from
the minimum intensity at the left-most selected cell to the maximum
intensity at the right.
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b Fade Down — will apply the current effect, as listed below the
Effect Generator button, to the selected cells. The effect is ramped
down from the maximum intensity at left-most selected cell to the
minimum intensity at the right.

(42

If you drag with the right mouse button depressed, after the button is
released the grid's context menu will open

Ctrl

C

Normally a mouse selection will be bound on the left and right by the
timing marks in the grid. Howewer, you can make a selection that starts
and ends between timing marks by holding down the Ctrl key as you start
to click and drag. For example, here is a selection from about 0.3 to 1.3
seconds on a fixed timing grid with 1 second spacing:

Show &ll ltems  ~ & = o

¥ Channel 1
3 Channel 2

i T hannal 3

I T S SO T N TN, SO T SO S TR T S N SN, A

Expanding the Selection

Shift

Expand the selection by shift-clicking on a cell.

Double-Click Selection And Edit

By

effect,

Double-clicking on an effect in the sequencing grid will select all of the cells for that

If the effect is modified and the user clicks “OK”, then those modifications are
applied to the selected cells. In the following picture, one of the cells in the second
row was double-clicked, causing all of the cells for that effect to be selected

then open a dialog window that allows the effect to be modified:

Regular Channels - effect can be changed from intensity, shimmer, twinkle,
or DMX intensity

RGB Channels - colors can be modified

SuperStar Effects - SuperStar is opened, allowing the effect to be edited
Other Motion Effects - the Motion Effect Generator is opened

Loops - the repeat count and speed can be modified
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(including the ramp up and ramp down portions).

0:02.50 0:03.00 0:03.50

Keyboard Selection

Key Effect
T Use the arrow keys to mowve one cell in the direction of the arrow
—|]l]|—
Move to the first cell in the current row
Home
Mowe to the last cell in the current row
End
Mowe up 1 screen
Pg Up P
Mowve down 1 screen
Pg Dn
Sh-ﬂ: Expand the selection by holding down the shift key while using any of
I the keys listed abowve
E If part of an effect is selected, then "E" will expand the selection to
encompass the entire effect
c "C" will expand the selection to the entire column
R "R" will expand the selection to the entire row
Ctrl-A will select the entire grid.
Ctrl | (A

Right-Click Context Menu, Select sub-menu

Right-clicking in the sequencing grid provides a variety of options, including cell selection:
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5354

Q Insert On Effect

| 'ﬁ’ Insert Twinkle Effect
— B Insert Shimmer Effect
Insert Toolbar Effect as Fade Down
ﬁ Insert Toolbar Effect as Fade Up

M key
T key
5 key
D key
U key

O Insert Toolbar Effect at Max Toolbar Intensity A key

[ Insert Toclbar Effect at Min Toolbar Intensity | key

% Chase

Custom Chase...

BY Matching Fill

Clear

Prompt For Mew Effect

Empty Areas (background)
Existing Effects (foreground)

Advanced Tools
Select
Cut

Copy
Paste

Fo 0T i o<

Paste Special...
Tirning Mark

Undo

H key
Shift+H

F key
Crel

Ctrl+X
Ctrl+C
Ctrl+V
Ctrl+Alt+V

Ctrl+Z

e e e

Effect E key

Row R key

Column C key
All Ctrl+ A

Right-click context menu with Select sub-menu shown

Intensity Range

effects where it is applied)

¢ the "Fade Down" tool will create effects that go from 100% to 0%
¢ the "Fade Up" tool will create effects that go from 0% to 100%

Many commands in the Sequencer take into account the intensity range displayed on the toolbar. When
you open a sequence the intensity range will be set at "0" and "100". This means that :

¢ the "Max Intensity" tool will create effects at 100% (maximum brightness)
¢ the "Min Intensity" tool will create effects at 0% (since 0% is completely off, this erases any
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Color Intensity Range Effect

| i i

Intensity ~[0 (=100 =] @ on -
0:00.50 0:01.0
' I Lo

| Shimmer
Twinkle

DMX Intensity
Motion Effect

A portion of the S5toolbar

The intensity section of the toolbar consists of 3 parts:

1. The intensity menu, opened by clicking on the word "Intensity”
2. The first intensity value
3. The second intensity value

It doesn't matter which order you enter the 2 intensity values. "100" and "0" is the same as "0" and
"100".

Entering Values
There are 3 ways to change an intensity value on the toolbar:

e You can enter numbers for the desired intensity range directly into the number boxes. The
numbers you enter should be between 0 and 100; except if the toolbar effect is DMX Intensity, in
which case the numbers can range from 0 to 255.

e You can increment and decrement the intensity values by clicking on the small buttons to the
right of the number.

¢ Clicking the "Intensity" button to the left of the number boxes will open a menu where you can
select from some predefined ranges. You can also create your own ranges from this menu by

choosing Manage Intensity Presets.

Intensity = (0 =100 =
Full scale (0-100%;

Lower Half {0-30%
Upper half (30-100%

First quarter (0-25%)
Second quarter (25-50%)
Third quarter (50-75%)
Fourth quarter (75-100%)

Manage Intensity Presets

Intensity Menu. Upper and
lower half are built-in, the
quarters are presets.
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Managing Presets

Selecting the "Manage Intensity Presets" item from the toolbar's Intensity menu, will open the "Manage
Intensity Presets" dialog:

Manage Intensity Presets >

Description MinValue MaxValue

3 First quarter (0-25%5) 0 25
Second quarter (23-30%) | 25 50
Third quarter (30-75%) 50 75

Fourth quarter (73-100%) | 73 100

QK Cancel

The Manage Intensity Presets dialog

You can use the arrows keys to navigate around the grid, or left-click on any cell using your mouse
pointer. Click the OK button to save your changes when you are done.

Add a Preset

Start adding your information on the last row of the grid - the one marked with a "*" in the left margin.
As soon as you start typing, a new empty row will be created, but keep entering data on the row you
started. Enter data in all 3 columns. Use the Tab key after finishing the entry in one cell - it will move
you to the next cell. After entering data in the last column, you can you use the Tab or Enter key to
finish the entry for that row.
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Manage Intensity Presets >

Description MinValue MaxValue
Mew entry 30 70

QK Cancel

Adding anew preset

Modify a Preset

To start editing a cell, left-click on it using the mouse pointer, or use the F2 shortcut key if the
desired cell is already highlighted. To commit the change, type the Enter key. To cancel the
change, use the Esc key.

Delete a Preset

Click in the left margin of the row you want to delete, then use the Delete key.
5.3.5.5 Adding Effects

Light-O-Rama gives you the tools to make your lights do amazing things. In addition to simply turning
them on and off, you can turn them on to varying lewvels of brightness, have them fade up or down,
shimmer, or twinkle. You can make RGB lights change to any color. And with motion effects, you can
apply colorful patterns to pixel-based props.

The process inwlves assigning these effects to grid rows in a sequence using the Sequencer. The
sections below will describe how to create effects using the toolbar. However, most tools also hawe a
shortcut key, which will be noted below. In addition, most tools can be access using the grid's right-click
context menu.

To summarize, you can add effects by using any of the following:

¢ the toolbar
e keyboard shortcuts
¢ the right-click context menu
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Tools Intensity Range Effect

i

] 5 B Intensity -0 21005 § on B

? LR LR i Rl
Select = } . od & Color Fade | 0:01.00
0 8 Shimmer
Tuggle S1af sl Twinkle
Motion Effect DMX Intensity

Moticn Effect

Fade Up Fill

Fade Down = — Intel. Fade

The active tool, intensity range, and current effect are combined to determine how effects are added to the
sequence grid

When using the toolbar, only one tool can be active at a time. Click on the icon for the tool in order to
make it active. The active tool will have a border drawn around it.

e When the Select tool is active, the standard mouse pointer is displayed when you mowe the
mouse over the grid, and the mouse can be used to select grid cells.

e When any other tool is active, the mouse pointer specified in Cursor preferences is displayed, and
effects will be placed in cells that are selected.

When using keyboard shortcuts or the right-click context menu to create effects, the tool selected on
the toolbar is ignored.

Basic Operations: Max Intensity, Min Intensity, Fade Up, and Fade
Down

Applying an effect using the toolbar requires 3 steps:

1. Choosing the tool

Tool Button [Action

Max Intensity O Applies the selected effect at the maximum value in the
intensity range

Min Intensity ] Applies the selected effect at the minimum value in the

intensity range. If the minimum intensity is 0%, this will erase
any existing effects where it is applied.

Fade up gt Ramps the selected effect from the minimum value in the
intensity range to the maximum value in the intensity range
Fade down i Ramps the selected effect from the maximum value in the

intensity range to the minimum value in the intensity range

2. Setting the intensity range on the toolbar

3. Choosing the effect that will be applied from the drop-down selection box

Effect Description

Y on the light is turned on (no shimmer or twinkle)
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E shimmer causes your lights to quickly vary between on and off at a constant
high rate.

¥ Twinkle causes your lights to quickly vary between on and off at a random
rate.

# DMvx Intensity this is useful for sending DMX commands to DMX devices that
require specific DMX values (like some moving head lights). The DMX
protocol supports intensities from zero to 255, and so this effect
gives you precise control over the DMX intensities sent to a device.
Please note that not all Light-O-Rama controllers support this
functionality; DMX intensity events sent to a controller that does not
support them will simply be ignored. To check whether any particular
controller supports it, please refer to that controller's documentation.

€ Motion Effect an effect intended for pixel-based display elements created by the
Moation Effect Generator or the SuperStar Sequencer. The motion
effect that will be applied when drawing on the grid is the one
currently displayed in the Playback Window. Motion Effects can only
be placed on Mation Effect Rows, and require a Pro level license.
Furthermore, motion effects can only be displayed on lights
connected to Enhanced LOR networks, or DMX networks. They
cannot be displayed on LOR networks that are not enhanced. Lastly,
they cannot be used in a stand-alone sequence that is loaded into a
controller.

After making those 3 choices and then moving your cursor over the sequence grid, your cursor will

change to a pencil . indicating that you are in "effect drawing mode". Click the left mouse button
and drag over some cells. When you release the mouse button those cells will be filled with the
effect you chose, at the intensity range you chose, and reflecting the tool type you chose.

Fade Up Tool 0-100% Range On Effect
|_ _ . . |

AmO |w|mw‘é.e:ﬁ-lmmaw-o 10| @ on -
- )00  0:0050 00100 00150 00200 00250 0:03C

ow All ltems  ~ g ~ e S R R R

| ! '

& Door + | | * |

£ Eaves

Viouse button Viouse button

£F Gutter

In the example abowe, an effect was applied to a regular channel row. Howeer, this technique applies
equally well to RGB channel rows. The only difference is that RGB channel rows need a color. If the
color fade tool is open, then the color currently shown in the tool is used for the effect. If not, then the
color shown on the toolbar (on the color fade button) is used.
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Max Tool, red-green color fade  0-100% Range On Effect
A . . A
A GOm0k 522 0 F B ntensiy -0 21002 § on ©
Track 1 W 'E: - e -

= = 07-Window 1 RGB
= 07-Window 2 RGB
hdiiieelEl  Mouse button Mouse button
= 07-Window 4 down up

In the example abowe, a colorized effect was applied to an RGB Channel Row. This technique applies
equally well to Motion Effect Rows. When you do, it will apply the color to all of the pixels in the prop (a
ColorWash motion effect). The only difference is the way the resulting motion effect is displayed in the

grid. In the picture below, the display of motion effect names option is enabled.

Max Tool, red-green color fade  0-100% Range On Effect

AEDOM S 2% 6 B ntensity -0 21002 § on .
i 0:01.00 i

|||||||||||||||||||||||||||
::::::::::::::::::::

Track 1 w 1: -
& PixelTree-12x50 (680-6F): Effects 01
& PixelTree-12x50 (60-6F): Effects 02
I ENERESEGERE:  Mouse button Mouse button
down up

You can even use the same technique to create loops in animation sequences. Loops don't use color,
so it is more like the first example.

On Tool 0-100% Range On Effect

AGDO M S92 E % 6 B sy -0 2100 2] § on -
0:01 0:02 0:03 0:04 0

Show All ltems  ~ o -

i .1__._._._._.__._._._._L.__._._._._._.__._._Iq L

Loop 1 T ] 1__

T Window

£ Door

T Exuee Mouse button Mouse button
{}Gutter dnwr] up

Each channel effect (on, shimmer, twinkle, and DMX intensity) has its own pattern when displayed on
the sequence grid. This makes it easy to identify what your sequence is doing without even playing it
back. The patterns are applied to both regular channel rows and RGB channel rows.
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AGDO M G b2 32 B 2 G B3 B ntensity ~ [0 2255 2] g oMx Intensity .

Track 1

£ 4.16-Megatree B ;
= = 07-Window 1 RGB

| on [ shimmer i Twinkic Nl DMXint. |

Keyboard Shortcuts for Basic Operations

All of the actions listed above can be performed using keyboard shortcuts. The actions listed below
are also available on the right-click context menu.

Tool Shortcut |Action
Key

Max Intensity A applies the selected toolbar effect at the maximum value in the
intensity range

Min Intensity I applies the selected toolbar effect at the minimum value in the
intensity range

Fade up U ramps the selected toolbar effect from the minimum value in
the intensity range to the maximum value in the intensity
range

Fade down D ramps the selected toolbar effect from the maximum value in
the intensity range to the minimum value in the intensity range

On N set selected cells to the ON effect at max toolbar intensity
(ignores the toolbar effect selection)

Shimmer S set selected cells to the SHIMMER effect at max toolbar
intensity (ignores the toolbar effect selection)

Twinkle T set selected cells to the TWINKLE effect at max toolbar
intensity (ignores the toolbar effect selection)

Any Use the currently selected tool (from the toolbar) on the grid
selection

Intelligent Fade Tool %
When using your mouse, the intelligent fade tool will create a:
e Fade Up when you use it by clicking and dragging left-to-right
e Fade Down when clicking or dragging right-to-left

e Fill if you click without dragging

This tool is not available when using the keyboard. Use the shortcuts for fade-up, fade-down, and fill
instead.
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Fill Tool B4

Shortcut Key: F

The Fill tool can be used to create smooth fades from one effect to another. For example, if a fade
up from 10% to 40% is followed by the lights being off, which is followed by a fade up from 20% to
80%, then applying the Fill tool on the area where the lights are off will make it into a fade down from
40% to 20%:

Before afill... ... and after afill

It can also be used in a similar manner on RGB channels to smoothly fade from one color to
another.

Before afill... ... and after afill

The Fill tool can also be used on Motion Effect Rows.

With motion effects, the Fill tool tries to perform a cross-fade. Howewer, you will achieve better
results by creating the cross-fade yourself (which requires a second motion effects row):

1 h w;nT ;nTw;
" nfwin inTwi

Cross fading the 2 effects using asecond motion effect row
The Fill tool does not do anything when used on cells that contain an effect.

The Intelligent Fade tool and the Color Fade tool can also be used to apply fills in certain situations.

Chase Tool &~

Shortcut Key: H

The Chase tool can be used to take a pattern and "chase" it through several channels over a time
range. For example:
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Before achase...

1
... and after achase

Exactly what is chased, and where it is chased to, depends upon how you click-and-drag (or, if
using the keyboard, how you expanded the selection). The lighting effects in the corner that you
started dragging from will be chased to the corner that you finished dragging to so that, for example,
you could chase effects "up" or "down" through channels.

The effects that are chased will include everything up to and including the last lighting effect in the
channel that you start dragging from (or, if dragging backwards, everything from the first lighting
effect).

The Chase tool can also be used on RGB channels:

Before an RGB chase...
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... and after an RGB chase

The Chase tool can also be used on Motion Effect Rows:

Before a motion effect chase...

TESAT
rsBarsBarzE

=BarzBars

4ar
arzBarsBars

dTr 1
arsBarsBars
AT =]
arz=BarsBars

AT
rsBarnsBar=
= L=
artsEBarg

... and after amotion effect chase

The Chase tool has additional options that can be accessed by clicking on the small down arrow to
the right of the chase button.

WMEAR

it M = -6 [
Row mode » Auto

13 Clear selection first Chase each row

Chase each prop

17 Ui

The Chase Options menu
¢ Row Mode:
e Auto: chase each prop if the effect being chased is a motion effect and that motion row
applies to the entire prop (not a subsection); otherwise chase each row
¢ Chase Each Row: perform the chase on each row in the selected area
e Chase Each Prop: perform the chase on the first row of each prop in the selected area
(makes a difference on pixel props with multiple motion effect rows)
e Clear Selection First: clears the chase area of any existing effects before placing the new
effects that are part of the chase.

For example, consider the following sequence, and imagine that you want to chase the second fade
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up in the first channel:

Before chasing the second fade

If you had "Clear selection first" turned on, the chase would overwrite the ends of the existing fades
in some of the other channels:

After chasing the second fade, with "Clear selection first"
enabled

But with "Clear selection first" turned off, the existing effects are kept in place:

I I
After chasing the second fade, with "Clear selection
first" disabled

Motion Effect Tool

After selecting one or more cells on a motion effect row with this tool active, the Motion Effect
Generator will open. Create your effect and then click the OK button to close the Motion Effect
Generator. The new effect will be placed in the selected cells. This tool requires a Pro level license.

SuperStar Tool EH

After selecting one or more cells on a motion effect row with this tool active, the SuperStar
Sequencer will open. After you finish your sequencing in SuperStar, close SuperStar by clicking on
the Red Xin the upper right of the program (there is no need to use SuperStar's save function). You
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will then be returned to the S5 Sequencer and your new SuperStar effects will be automatically
saved as part of the S5 Sequencer's sequence. They will be displayed in the selected cells as a
single effect at the maximum value in the toolbar's intensity range, This tool requires a Pro level
license.

Color Fade Tool EEE

Shortcut Key: (0]

Note: the colors displayed on your screen will not necessarily match those shown by your
actual RGB lights; you may have to experiment to determine colors that wind up looking

the way you want, and different RGB devices may show different colors when sent the
same intensities.

The Color Fade tool can be used to apply colors to RGB channels and Motion Effect Rows. Clicking
the Color Fade tool button on the toolbar opens a floating Color Fade tool window, which enables
you to specify the colors to be used:

Color Fade n
(® Color Transition () Single Color Saved Transitions a5 [X
N
slizrsas <= Copy = el Choose.. 1
EE 0
_
Random Random Random

Clicking empty cell does matching fill Update Toolbar s

The Color Fade tool window

Note that the Color Fade Tool button on the toolbar is not only a button, but also displays a color
transition. You can create color fade effects with the floating Color Fade tool window open or
closed.

e [f the window is open, then color fade effects will be created using the colors on the window.
e [f the window is closed, then color fade effects will be created using the colors display on the
toolbar button.

You can update the colors on the toolbar button by selecting the desired colors in the Color Fade
tool window and then clicking the "Update Toolbar" button.

With the Color Fade tool selected, clicking and dragging an area of an RGB channel or multiple
RGB channels will cause that area to become those colors:

Applying a color fade to an RGB channel

If you drag backwards, however, the colors will be applied in reverse order (this also happens if you
are using the keyboard, and expand the selection from right to left instead of left to right):
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Applying a color fade to an RGB channel by dragging backw ards

If the "Clicking empty cell does matching fill* box is checked in the window and you click on an
empty cell (as opposed to clicking-and-dragging) will cause the Color Fade tool to perform a fill,
smoothly fading from the preceding color to the following color:

Before clicking the empty area... ... and after clicking the empty area

If the "Clicking empty cell does matching fill" box is not checked and you click on an empty cell,
then the color in the tool window will be applied to the cell that was clicked.

The Color Fade tool window gives several ways to select the colors to be used:

e The "Choose" buttons on either side will open a color picker dialog to specify the color for that
side

The "Copy" button on either side will copy the color from the opposite side

e The "Swap" button will move the two colors to their opposite sides

The "Random" buttons on either side will choose a random color for that side

The "Random button in the middle will choose random colors for both sides

The Color Fade tool takes into account the selected effect on the toolbar. For example, here is a
twinkling color fade:

A twinkling color fade

A note regarding DMX color effects: The Color Fade tool allows you to specify that DMX effects
should be used. Howewer, as of the time of this writing, LOR hardware does not support DMX effects
which change intensity (for example, a fade up), and so unless the underlying DMX effects caused
by using the Color Fade tool stay at a constant intensity, they will be automatically converted to
regular fades when they are sent to the controllers. That is, for example, a DMX fade from 0 to 255
will be converted to a regular fade from 0% to 100%. So, the Color Fade tool will not give as fine-
grained control over DMX as you may think.

Howe\er, if you make your sequence using DMX fades now, and in the future LOR hardware is
updated to support them, then your sequence will take already be set up to advantage of this.

5.3.5.6 Modifying Effects

This section covers techniques for modifying existing effects.

¢ One simple way to edit your sequence is to place new effects over the old ones -- if that is what
you want to do, then see the Adding Effects topic.
* You can also use cut, copy, paste, and repeat to modify a sequence -- which is covered in the

clipboard topic.

Cowered in this topic are:
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Nudge Tools

Toggle Tool

Double-Click Selection And Edit

Changing Colors
Changing Intensity
Prompt For New Effect

A condensed list of keyboard shortcuts for modifying a sequence can be found in the Keyboard Shortcut

Summary.

Double-Click Selection And Edit

By

Double-clicking on an effect in the sequencing grid will select all of the cells for that
effect, then open a dialog window that allows the effect to be modified:

¢ Regular Channels - effect can be changed from intensity, shimmer, twinkle,
or DMX intensity

RGB Channels - colors can be modified

SuperStar Effects - SuperStar is opened, allowing the effect to be edited
Other Motion Effects - the Motion Effect Generator is opened

Loops - the repeat count and speed can be modified

If the effect is modified and the user clicks “OK”, then those modifications are
applied to the selected cells. In the following picture, one of the cells in the second
row was double-clicked, causing all of the cells for that effect to be selected
(including the ramp up and ramp down portions).

0:02.50 0:03.00 0:03.50

Nudge Tools

The nudge tools allow you to make small adjustments to existing effects in the grid. By default, each
click of the button mowes effects in 0.05 second increments. Howeer, if you hold the Ctrl key down
while clicking the button, effects will mowve in 0.25 second increments.

Effects can also be mowed left or right by using the Skew Selection command.

e Er W X

Nudge tools on the toolbar

Nudge Effect Left <&
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When you click on this button, any effects completely or partially within the selected area will be
moved to the left.

Nudge Effect Right &

When you click on this button, any effects completely or partially within the selected area will be
moved to the right.

Shorten Effect X<

When you click on this button, any effects completely or partially within the selected area will be
shortened. The starting time of the effect remains the same.

Lengthen Effect Z>

When you click on this button, any effects completely or partially within the selected area will be
lengthened. The starting time of the effect remains the same.

Changing Colors
You can change the colors of RGB Channel effects by:
¢ opening the Color Fade tool and select the new color

¢ selecting an area of the grid that contains the effects to be changed. These must be RGB
Channel rows.

¢ right-click on the area, then opening the Existing Effects (foreground) Sub-menu, then
selecting Apply Toolbar Color or Apply Toolbar Hue.

Changing Intensity
Tools to change the intensity of existing effects are accessed by right-clicking on the sequence grid,
then opening the Existing Effects (foreground) Sub-menu.

Prompt For New Effect

You can modify a group of effects to all be a new effect that you choose. First select an area that
contains effects you wish to modify, then either:

e right-click on the selection, open the Prompt For New Effect Sub-menu and select Modify
Existing Effects, or
¢ use the Shift-M keyboard shortcut

This works with regular channels, RGB channels, and motion effect rows.

Toggle Tool

This command will toggle the effects in the selected area between on and off. Any that had been off
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5.3.5.7

5.35.8

will be turned on; all others will be turned off (note that this includes not just those that had been on,
but also, for example, those that had been shimmers or fades).

You can invoke it by:

e Selecting the Toggle tool on the toolbar, then selecting an area of the grid to toggle.

e Selecting an area on the grid, then right-clicking and select "Toggle" on the Advanced Tools
sub-menu.

e Selecting an area on the grid, then using the "G" shortcut key

N -

-I----I --------- T

I
After Toggle

Deleting Effects

To delete existing effects in the grid, select an area, then:

Click the Cut button on the toolbar, or
Use the Delete keyboard shortcut, or
Select Clear from the right-click menu
Use the Min Intensity tool when the minimum intensity is set to 0%

Clipboards & Cut/Copy/Paste/Repeat

In the S5 Sequencer, the sequence grid supports cut, copy, and paste operations on 2 types of data:

¢ The copying and pasting of timing marks is covered in the Timing Mark sub-menu topic.
¢ The copying and pasting of lighting effects is covered in this section.

The Sequencer supports basic cut, copy, and paste operations on lighting effects. But it also supports
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more advanced operations. All operations can be accessed from the toolbar.

gh' Std Clipboard  Paste by Cell - % =52 (Y B &

Clipboard section of the Toolbar
From the toolbar you can:

Select And Manage Clipboards
Choose The Paste Mode
Cut

Copy

Paste

Paste Special
Repeat

Cut, copy, paste, and paste special can also be accessed using keyboard shortcuts or from the right-
click menu.

Select And Manage Clipboards

Clipboards are used to copy (or cut) and paste lighting effects from one area of the sequence grid to
another. In the Sequencer, you can have multiple different clipboards, allowing you to keep several
different sets of effects available to be pasted. However, only one clipboard can be active at any given
time.

You can also lock clipboards so that they cannot be copied into (thus preventing accidental overwriting
of their contents):

g' Unlocked clipboard
& Locked clipboard

The default clipboard is named "Std Clipboard" and it cannot be locked. The active clipboard is shown on
the toolbar with an icon to indicate whether it is locked or unlocked.

g ' 5td Clipboard

The active clipboard

Click on the name of the active clipboard to open the Clipboard Management window.

Choose The Paste Mode

When pasting in the sequencing grid, use the paste mode selector on the toolbar to choose the desired
mode before you paste. There are 4 different paste modes:

Paste By Cell
Paste By Time
Stretch to Fit

Repeat to Fit
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g Std Cliphoard Pasteby Cell [ % Sa

Paste by Time
Stretch to Fit
Repeat to Fit
Paste Mode selector on the toolbar

Paste By Cell

Paste by Cell pastes effects based upon the relative durations of the copied cells and the cells
where they will be pasted.

For example, consider timings at 0 seconds, 1 second, and 2 seconds. Between 0 and 1 is a fade
up, and between 1 and 2 is a fade down:

Channels 1-4 w 'E: - po
2 Channel 1

F T ST | I
Effects to be copied

These events will be copied, and pasted to the time starting at 5 seconds. There are timings at 5
seconds, 7 seconds, and 7.5 seconds:

Channels 1-4

& Channel 1 ' | E

M Channal 2
Where they will be pasted to

If "Paste by Cell" is selected, then there will be a fade up from 5 to 7, and a fade down from 7 to 7.5:

Channels 1-4 ' 'E: -
3 Channel 1

i hamenl P | |
After pasting by cell

Paste By Time

Paste by Time pastes effects based upon their durations as they were copied.

For example, consider timings at 0 seconds, 1 second, and 2 seconds. Between O and 1 is a fade
up, and between 1 and 2 is a fade down:

Channels 1-4 w 'E: - 00
3 Channel 1

% Channal 3 | I
Effects to be copied

These events will be copied, and pasted to the time starting at 5 seconds. There are timings at 5
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seconds, 7 seconds, and 7.5 seconds:

Channels 1-4

£ Channel 1 ' | E

S h ol 3 | | |
Where they will be pasted to

005 0:06 0:07
b E h : :

If "Paste by Time" is selected, then there will be a fade up from 5 to 6, and a fade down from 6 to 7.
The timings at 7 and 7.5 are ignored; only the original lengths of the events are used:

Channels 1-4 - 'E: -
¢ Channel 1

Fi i lhmmem sl Y

After pasting by time

Stretch to Fit

Stretch to Fit stretches (or compresses) effects to fit into the area that you have selected, without
regards to any timings within that area.

For example, consider timings at 0 seconds, 1 second, and 2 seconds. Between 0 and 1 is a fade
up, and between 1 and 2 is a fade down:

Channels 1-4 w 'E: A 00
2 Channel 1

M Chaneal 2 | I
Effects to be copied

These events will be copied, and pasted to the time starting at 5 seconds, with the area between 5
seconds and 7.5 seconds selected. There are timings at 5 seconds, 7 seconds, and 7.5 seconds:

Channels 1-4 e 'E: -

& Channel 1 ' | :

3 Channal 2 | | |
Where they will be pasted to

If "Stretch to Fit" is selected, then since the copied effects totalled two seconds in length, and since
the area being pasted to is two and a half seconds in length, each effect will be stretched to 125% of
its original length (since 2.5 seconds is 125% of 2 seconds). Therefore, there will be a fade up from
5 seconds to 6.25 seconds, and a fade down from 6.25 seconds to 7.5 seconds:

Channels 1-4 e 'E: -
3 Channel 1

M hammnal 7

After stretching to fit

Repeat to Fit
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Repeat to Fit repeats (or cuts off) effects to fit into the area that you have selected, without regards
to any timings within that area.

For example, consider timings at 0 seconds, 1 second, and 2 seconds. Between 0 and 1 is a fade
up, and between 1 and 2 is a fade down:

Channels 1-4 w 'E: - po
2 Channel 1

F T ST | I
Effects to be copied

These events will be copied, and pasted to the time starting at 5 seconds, with the area between 5
seconds and 7.5 seconds selected. There are timings at 5 seconds, 7 seconds, and 7.5 seconds:

Channels 1-4 e 'E: -

& Channel 1 ' | !

' Fhannal ? | | |
Where they will be pasted to

If "Repeat to Fit" is selected, then since the copied effects totalled two seconds in length, and since
the area being pasted to is two and a half seconds in length, there will be one full copy of the copied
effects for the first two seconds, followed by the first half second of a second copy of the effects.
That is, there will be a fade up from 5 seconds to 6 seconds, a fade down from 6 seconds to 7
seconds, and the first half of a fade up from 7 seconds to 7.5 seconds:

Channels 1-4 e 'E: -
2 Channel 1

T hanmal 2

After repeating to fit

Cut £

The Cut command remowes the selected effects from their original position in the grid and stores
those effects on the current clipboard. If the current clipboard is locked, an error message is
displayed.

"Cut" has a keyboard hotkey: Ctl'l x

Copy =

The Copy command copies the selected effects onto the current clipboard. If the current clipboard is
locked, an error message is displayed.

"Copy" has a keyboard hotkey: Ctrl ||C
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Paste &

The Paste command copies the effects in the current clipboard onto the selected area of the grid,
taking into account the current paste mode. The source row doesn't necessarily need to be of the
same type as the destination row, as shown in the table below.

Copy From:

Paste Into:

Regular Channel or Beat
Channel

RGB Channel

Motion Effects Row

Regular Channel
or Beat Channel

Fully supported - no change
to the effect

"on", "twinkle", and
"shimmer" are presened.
The RGB channel effect
takes on the color of the
source channel.

"on", "twinkle", and
"shimmer" are
recreated as motion
effects. The motion
effect takes on the
color of the source
channel.

RGB Channel

"on", "twinkle", and
"shimmer" effects are
created at 100% intensity,
wherever those RGB
channel effects existed in
the source. Color
information is not used in
conversion.

Fully supported - no
change to the effect

"on", "twinkle", and
"shimmer" are
recreated as motion
effects. The motion
effect takes on the
color of the source
effect.

Moation Effects
Row

A twinkle motion effect is
conwerted to a twinkle
channel effect. All other
motion effects get converted
to the "on" channel effect.
Start and end intensity of
the source motion effect are
preserved in the destination
channel effect.

A twinkle motion effect is
conwerted to a twinkle
channel effect. All other
motion effects get
conwerted to the "on"
channel effect. The first
selected color of the
motion effect is used as
the color for the RGB
channel effect. That color is
dimmed according to the
source motion effect's
starting and ending
intensity values.

Fully supported - no
change to the effect

"Paste" has a keyboard hotkey:

Ctrl

V

Paste Special

The Paste Special command will open a dialog window, allowing you to specify additional options

when pasting.
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Paste Special >
Paste By Cell
r Repeat Across Time (Horizontally) ———— 1 Source
(® This many times: |1 = () Foreground (effects)
() All the way to the end of the sequence (© Background (off areas)
Spacing (cells) 0 = @®) Both
~Repeat Across Channels (Vertically) —————— Destinaticn
®) This many times: |1 2 () Foreground (effects)
() All the way to the end of: (O Background (off areas)
Yardstick ® Both

The Paste Special dialog

"Paste Special" has a keyboard
ooy ctrl || Alt | [V

Repeat Across Time (Horizontally)

Specify the number of times the clipboard data should be repeated horizontally. The Spacing entry
can be used to control the spacing between copies as shown in the picture below. If pasting by cell,
then the spacing value is the number of cells. For all other paste modes, the spacing is specified in
seconds and fractions of a second. Every time you open the Paste Special dialog, spacing will
initially be set to 0, regardless of any value you might have entered before.

Spacing <0
<Copy 33 {Copy 4>
Spacing =0
<Copy 3> | <Copy 4>
Spacing >0

<Copy 3> <Copy 4>
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Repeat Across Channels (Vertically)

Specify the number of times the clipboard data should be repeated ertically.

Source and Destination

The "Source" box controls which portions of the copied effects will be pasted:

"Background” means that only areas that are completely off will be pasted,;
"Foreground" means that only effects will be pasted,;

"Both", which is the default, means that off areas as well as effects will be pasted (i.e.
foreground and background).

For example, consider the following portion of a sequence, and imagine that the simple chase on the
left will be copied and pasted on top of the twinkle effects on the right:

;.E

Before pasting the chase on top of the twinkling

For now, assume that the "To" box (which we will discuss momentarily) is set to "Both". Then if the
"From" box is also set to "Both", then the entire copied area - including the off effects - will be
pasted:

==

I
After pasting, from Both to Both

But if "From" is set to "Foreground", then the empty areas are not pasted, leaving some of the cells
twinkling:

3:5

After pasting, from Foreground to Both

Or if "From" is "Background”, then only the off areas are pasted:

23
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After pasting, from Background to Both

The "To" box is similar, but it controls which of the cells in the area being pasted into will actually be
overwritten. For example, if "From" is set to "Both":

NN

M M

NN

7
/ 7

Before pasting

_V ? -
I 1 A_

After pasting, from Both to Background

L

T
After pasting, from Both to Foreground

-

I
After pasting, from Both to Both

You can even combine "From" and "To". For example:

NN

e b

N
NN

NN

M

After pasting, from Foreground to Foreground

v

Before pasting

Repeat =)
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The Repeat tool can be used to automatically place a copy of the selected area immediately after
the selected area. For example, consider the following:

Before repeating

Then pressing the Repeat button will make the following:

After repeati'ng once

And you can repeat as many times as you like thereafter; for example, pressing Repeat three more
times will make the following:

1 1 I I I
After repeating four times

"Repeat" has a keyboard hotkey: +

5.3.5.8.1 Clipboard Management

Clipboards are used to copy (or cut) and paste lighting effects from one area of the sequence grid to
another. In the Sequencer, you can have multiple different clipboards, allowing you to keep several
different sets of effects available to be pasted. However, only one clipboard can be active at any given
time.

You can also lock clipboards so that they cannot be copied into (thus preventing accidental overwriting
of their contents):

g’ Unlocked clipboard
B Locked clipboard

The default clipboard is named "Std Clipboard" and it cannot be locked, renamed, or deleted. The active
clipboard is shown on the toolbar with an icon to indicate whether it is locked or unlocked.
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gh ' Std Clipboard

The active clipboard
(enlarged)

Click on the name of the active clipboard on the toolbar to open the Clipboard Management window.

Clipboard Management X
Select a clipboard by clicking on a row and then click the OK button. Locked clipboards
do not support Cut or Copy. The "Std Clipboard” cannot be locked or renarned.
Marme Last Update () Add MNew
a Christmas5toryPixels 10/9/2015 11:40 AR Rename
ﬁ"clip 1 - invalid dermarc 101772007 10:34 AM

) Delete
J‘Chp 1 - no demarc 1041772017 10:35 AM
o clip 1 10/18/2017 2:55 AM Lock
a clip locked 10/14/2017 11:56 PM
ﬂ drew 771172018 12:29 PM Unlock
ﬂ drew-Fading tower 71231229 PM
£h drew-Fancv chase 711/2018 12:29 PM h

oK Cancel

The Clipboard Management Window

Setting the Active Clipboard

To select the active clipboard (the one that will be used for cut, copy, paste, and repeat operations),
simply click on its name in the Clipboard Management window so that the desired row is selected,

then click the OK button to close the window. The toolbar will update to reflect your selected
clipboard.

Adding New Clipboards

By default, the Sequencer has a single clipboard. Howeer, the "Add New" button can be used to

quickly create multiple clipboards. After clicking the button, you will be prompted for the new
clipboard name.

Renaming a Clipboard

Click on a clipboard in the list, then click the Rename button. You will be prompted for the new
name.

Deleting a Clipboard

Click on a clipboard in the list, then click the Delete button. The deletion will happen immediately --
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5.3.5.9

you will not be prompted to confirm.

Locking and Unlocking Clipboards

A clipboard can be locked or unlocked; a locked clipboard cannot be copied into (though it can still
be pasted from). This prevents accidentally overwriting copied effects that you want to keep
available. If you attempt to copy to a locked clipboard, you will get a pop-up message:

Clipboard Cut/Copy >

The current clipboard is locked, Cut and copy functions are disabled.

To lock a clipboard, click on its hame to select it, then click the Lock button. To unlock a clipboard,
click on its name to select it, then click the Unlock button.

Adding Clipboard Files Created by External Applications

There are some third-party tools that can create clipboard files (files with an LCB extension). You
can make these available in the Sequencer by moving or copying the file into the Clipboards folder.
Once the file is in that folder, the file name will appear the Clipboard Management window.

Toolbar

@ Preview 2019 - [g g Std Clipboard Pasteby Cell = % B3 [y B O B & o2 P
B D s D B F Nomal - [ TE O W G M2 32 BY - aEﬁ-
Intensity |0 [={|100 2] @ oOn - ¥ X X< X> Timing ~ Fixed 0.5

Each sequence tab in the Light-O-Rama Sequencer has its own toolbar. The toolbar selections on one
tab can be different than the selections on another tab. For example, the current intensity range and
current effect can be set differently for each sequence.

The order of the buttons on the S5 toolbar cannot be changed by the user. This helps Light-O-Rama
customer support help you - if you call in for help, we can easily point you to where the color fade tool is
(as an example).

The buttons on the toolbar will wrap to match the width of the sequence tab. So, while the buttons will

always stay in the same order, you might have 2 rows of buttons, or 3 rows, or more - depending on the
width of the sequence tab.

Here is the comprehensive list of every button on the toolbar, listed in the order in which they appear.

Toolbar Item

() Calculation Status
i Shows the name of the Preview assigned to the sequence. Click here to open the
Preview 2019 - . .
toolbar's Preview Menu
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= Sawe Button
Clipboard Cut / Copy / Paste

Shows the name of the active clipboard (the one that will be used for cut, copy,
paste, and repeat operations). To the left of the clipboard name is an icon that

gh' Std Clipboard [indicates whether the clipboard is locked or unlocked. Cut and copy operations
can only be performed with an unlocked clipboard. Click the clipboard name to

open the Clipboard Management window.
Paste by Cell ~ [Shows the current Paste Mode, and allows you to change it.

&4 Cut Button
53 Copy Button
& Paste Button

E Paste Special Button -- opens a dialog that allows you to specify additional
options when you paste

)} Repeat Button
Undo / Redo
Undo Button. This will undo the last modification to the sequence grid.

.

L

Redo Button. This re-applies the last action performed by the Undo button.

Window Toggles
Toggle playback window wsibility

% |

Toggle waveform visibility

Zoom Control

Zoom row height shorter

Zoom row height taller

Zoom time out (total number of visible seconds will increase)

= |22 |l (P

Zoom time in (total number of visible seconds will decrease)

Playback Control

Play the full sequence

Play from the left edge of the visible sequence grid to the end of the sequence

Play from the beginning of the sequence to the right edge of the visible sequence
grid
Play the visible portion of the sequence

Play the current selection. If there is a freeform play range defined then that is
played; otherwise the current grid selection (dashed yellow outline) is played.

v w | lv w|v

Pause playback. Press again to un-pause

=1
=

Stop playback

o

Repeat playback. When enabled, this will cause playback to repeat until the
= Stop Playback button is pressed. When disabled, this icon will have a red slash
through it.

Shows the current Playback Speed and allows you to change it. Playback
Normal ” _ |speeds other than normal may not be supported on some types of media files.

Effect Tools - only 1 tool can be active at time
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Select tool. If this effect tool is enabled, then clicking on a cell or cells in a
A sequence's grid will simply select those cells. No lighting effect will be applied,
nor will any be applied by hitting the enter key.

Toggle toal. If this effect tool is enabled on the Tools menu, then clicking on a
cell or cells in a sequence's grid will turn individual parts of the selection on or off.
5| Each portion of the selection that had been on will be turned off, and every other

portion will be turned on. Note that the latter includes not just portions of the
selection that had been off, but also those that had been twinkles, fades,
shimmers, and intensities.

Maximum Intensity. Inserts the current effect (as shown on the toolbar) into the
grid - at the maximum intensity shown on the toolbar.

Minimum Intensity. Inserts the current effect (as shown on the toolbar) into the
grid - at the minimum intensity shown on the toolbar.

Fade Up

Fade Down

(]
]
iid
oY
i1 Intelligent Fade
d Fill
- Chase
e
%]
.

Motion Effect

SuperStar Effect
Shows the current color transition. Clicking it opens the Color Fade tool, which
overrides the color transition shown on the toolbar.

Intensity Range & Current Effect

Click here to open the Intensity Menu, which will allow you to choose from a list
of preset intensity ranges.

Shows the current Intensity Range and allows you to change it by: 1) typing new
0 2100 21 |numbers into the boxes, or 2) using the up and down arrows to adjust the current

values.
Q On - Shows the Current Effect and allows you to change it
Nudge Tools
& Nudge Effect Left
x> Nudge Effect Right
I Shorten Effect
x> Lengthen Effect
Timing Grid
Timing - Click here to open the toolbar's Timing Grid Menu

Fixed Grid: 0.10 = |Shows the current Timing Grid and allows you to change it

5.3.5.9.1 Toolbar Preview Menu

The name of the preview assigned to the sequence is the second item shown on the toolbar. When you
click on the preview name, a menu opens. The items on that menu are described in this topic.
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@ 2015 Christmas =[] gf’Std Clipboard Paste by

E Preview Design -G EH Il
Assign Preview 002
She )
Background Image  » 10%
{F House Sta 20%
{} House 5ta 0%
{} House 5ta
Tt House 5ta —
£+ House Sta 50%
{F House Sta 60%
{F House Sta
{t House 5ta 0%
-| # Roofline ALL: M 80%
= L Garage Eay or
A Garage Eay 0%
A Garage Gu 100%

The Toolbar's Preview Menu

Preview Design

This menu item opens the sequence's preview for editing in the Preview Design window.

Assign Preview

This menu item allows you to associate a different preview to the current sequence. This function
works best if the new preview started out as a copy of the original preview. Howewer, the function will
also look for matching prop names between the old preview and the new preview. Effects will be
preserved for props and groups that match. Where there is no match, those items and their effects
will be archived. This item is also available on the Sequence Menu.

Background Image

This sub-menu can be used to adjust the brightness of the background image in the preview (if the
preview has a background image).

5.3.5.9.2 Toolbar Timing Grid Menu

The Timing Grid menu is the second-to-last item on the toolbar. This menu can be used to create,
rename, and delete timing grids. You can also create timing grids in a Musical Sequence using the
audio wizards. Use the Right-Click Timing Mark Sub-menu to manipulate timing marks within a timing
grid.

From this menu you can:
e Change Timing Grid Name
Add New Fixed Grid
Add New Freeform Grid
Duplicate to New Freeform Grid
e Import Timings
Export Timings
Delete Timing Grid
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e | ock Timings
e Drag Events with Timings

E h g O ¢ Mormal A
Timing = Fixed 0.5 v
Change Timing Grid Mame
Add Mew Fixed Grid
Add Mew Freeform Grid
Duplicate to Mew Freeform Grid
Import Timings
Export Timings
Delete Timing Grid

Lock Timings

Drag Events with Tirmings
The Toolbar's Timing Grid Menu

Change Timing Grid Name

This menu item can be used to change the name of the current timing grid. The main purpose of
giving a timing grid a name is to make it easier to distinguish when it is listed on the toolbar.

Add New Fixed Grid

This menu item can be used to add a new fixed timing grid to the sequence. After you select this
item, you will be asked to specify the length of time between timings - for example, to make the
timings a quarter second apart, enter "0.25".

Add New Freeform Grid

This menu item can be used to add a new freeform timing grid to the sequence. After you select
this item, you will be prompted to enter a name for the new timing grid.

Duplicate to New Freeform Grid

This menu item can be used to create a new freeform timing grid, initially populating it with the
same timings that are in the current timing grid.

Note that this can be done regardless of whether the current timing grid is a freeform grid or a fixed
grid.

Import Timings
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This menu item opens a dialog that allows you to import timing marks from seweral sources.

Tirming Import

® Import from 55 timing file

() Import from legacy sequence (LMS or LAS file)

() Import from Audacity label file

Select File Cancel

Timing grid import - source selection

S5 Timing File
You can import an S5 timing file which has an LORTIME extension -- one created using Export
Timings.

LMS or LAS Sequence

You can import timings from an LMS or LAS file. Typically you would upgrade one of these
sequences, which would bring in the timings and the effects; but this function is available if you just

need the timing marks.

Audacity Label File

An Audacity label file. Audacity is a free audio editing and analysis program available from https://
www.audacityteam.org/. It has the ability to analyze beats and notes in music. As an example:

1. Start the Audacity program
2. Open your music file in Audacity
3. Open the Analyze menu and choose a tool, for example "Bar and Beat Tracker: Bars". After

the analysis is run, you should see a label track with some markers in it.
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x| Very Merry | 1.0
Stereo, 44100H=z
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Audacity screen with timing labels at the bottom

4. Select File > Export Labels from the Audacity menu. Choose a file name and location. The
file extension will be TXT.

5. In the S5 Sequencer, select Import Timings from the toolbar's Timing Grid menu.

6. Select the "Import from Audacity label file" option

7. Select the timing grids to import, then click the "Import" button

Timing Import -

Step 2

Import? Type Descripticn Mame (click to edit)

Import Cancel

Export Timings

This menu item will open a dialog allowing to choose the freeform timing grids and beat channels to
be included in the export file. After choosing the items to include in the file, click the "Select File"
button. Select a name for the file and click "Sawe". By default, these files will be sawved to the
ImportExport folder, but you can change the folder if desired. Files created by this method will have
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an LORTIME extension.

Tirning Export >

Select the freeform timing grids to export:

Beat Wizard
EffectTriggers
VU Wizard

Select the beat channels to export:

Beat Wizard Beats
VU Wizard Peaks

Select File Cancel

The Timing Export dialog

Delete Timing Grid
This menu item can be used to delete the current timing grid from the sequence.

There must be at least one timing grid in a sequence, so this menu item will be unavailable if there
is only one timing grid.

Lock Timings

Each timing in a sequence is a particular point in time (since the beginning of the sequence), and is
represented by a vertical gray line. If "Lock Timings" is off (unchecked), and the current timing grid
is a freeform timing grid, you can change the time of a timing by hovering over its line with your
mouse (which will change your mouse cursor from a "pointer" cursor to an "east-west" cursor), and
clicking and dragging the line to the left or the right.

If "Lock Timings" is on (checked), you cannot do this. This prevents you from accidentally changing
the time of a timing while you're trying to modify the lighting effects in a cell between two timings.

See also Drag Events with Timings, which controls whether or not effects that start or end at the
dragged timing will be dragged along with it.
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Drag Events with Timings

Timings in a sequence can be dragged with the mouse to change the time that they are at (unless
the Lock Timings option is turned on). If "Drag Events with Timings" is turned on, and any effects
start or end at the same time as the timing being dragged, they will be dragged along with it. If not,
only the timing will mowve; the effects will remain unchanged.

5.3.5.10 Right-Click Context Menu

Right-clicking on the sequence grid brings up a pop-up menu. This menu contains items which allow
you to modify the currently selected cells, in a variety of ways. For example, you can insert lighting
effects, cut, copy, and paste (both effects and timings), and delete or resize timings. Some items on the
menu may be hidden depending on the type of grid row you click on and your license level.

Q Insert On Effect M key
?‘ Insert Twinkle Effect T key
B Insert Shimmer Effect 5 key
@ [Insert Motion Effect... Shift-A
ﬁ Insert SuperStar Effect... Shift-5
ﬂ Insert Toolbar Effect as Fade Down D key
i Insert Toolbar Effect as Fade Up U key
O Insert Toolbar Effect at Max Toolbar Intensity A key
[l Insert Toolbar Effect at Min Toolbar Intensity | key
Pa,  Chase H key
Custom Chase... Shift+H
B8 Matching Fil F key
Clear Del
Prompt For Mew Effect ]
Empty Areas (background) 3
Existing Effects (foreground) 3
Advanced Tools J
Select 3
#& Cut Ctrl+X
5% Copy Ctrl+C
[ Paste Crl+V
E'  Paste Special... Ctrl+Alt+V
Tirning Mark 3
J¢  Audio Wizards 3
Undeo Ctrl+Z
Redo Ctrl+Y

The Right-Click Context Menu
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The following items are available on this right-click context menu:

¢ Insert On Effect

¢ Insert Twinkle Effect

e Insert Shimmer Effect

¢ Insert Motion Effect

¢ Insert SuperStar Effect

¢ Insert Toolbar Effect as Fade Down

e Insert Toolbar Effect as Fade Up

e Insert Toolbar Effect at Max Toolbar Intensity

e Insert Toolbar Effect at Min Toolbar Intensity
e Chase

e Custom Chase

e Matching Fill

e Clear

e Prompt For New Effect sub-menu

e Empty Areas (background) sub-menu
e Existing Effects (foreground) sub-menu

e Advanced Tools
e Select sub-menu

e Cut, Copy, Paste
e Paste Special

e Timing Mark sub-menu
e Audio Wizards

e Undo and Redo

Insert On Effect

Inserts an "on" effect into the currently selected cells at the maximum value in the toolbar's intensity

range. It does this regardless of the currently selected effect on the toolbar.

ON effect (with intensity range 50-100%)

Insert Twinkle Effect

Inserts a "twinkle" effect into the currently selected cells at the maximum value in the toolbar's
intensity range. It does this regardless of the currently selected effect on the toolbar.

TWINKLE effect (with intensity range 0-100%)

Insert Shimmer Effect
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Inserts a "shimmer" effect into the currently selected cells at the maximum value in the toolbar's
intensity range. It does this regardless of the currently selected effect on the toolbar.

SHIMMER effect (with intensity range 0-100%)

Insert Motion Effect

This command only appears on the menu if you have selected one or more cells on a motion effect
row. It opens the Motion Effect Generator, where you can create an effect. After clicking the OK
button in the Motion Effect Generator, the effect that was created will be inserted into the selected
cells at the maximum value in the toolbar's intensity range,

To edit the motion effect, just double-click on the effect in the sequence grid and the Motion Effect
Generator will re-open.

This command requires a Pro level license.

Insert SuperStar Effect

This command only appears on the menu if you have selected one or more cells on a motion effect
row. It opens the SuperStar Sequencer, where you can create one effect, or many effects, or load a
purchased sequence. After you finish your sequencing in SuperStar, close SuperStar by clicking on
the Red Xin the upper right of the program (there is no need to use SuperStar's save function). You
will then be returned to the S5 Sequencer and your new SuperStar effects will be automatically
saved as part of the S5 Sequencer's sequence. They will be displayed in the selected cells as a
single effect at the maximum value in the toolbar's intensity range,

To edit the SuperStar effect, just double-click on the effect in the S5 Sequencer's grid and SuperStar
will re-open.

This command requires a Pro level license.

Insert Toolbar Effect as Fade Down

Inserts the current effect into the selected cells as a ramp from the maximum value in the toolbar's
intensity range to the minimum value in the toolbar's intensity range.

Fade Down (ON effect with intensity range 0-100%)

Insert Toolbar Effect as Fade Up
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Inserts the current effect into the selected cells as a ramp from the minimum value in the toolbar's
intensity range to the maximum value in the toolbar's intensity range.

Fade Up (ON effect with intensity range 0-100%)

Insert Toolbar Effect at Max Toolbar Intensity

Inserts the current effect into the selected cells at the maximum value in the toolbar's intensity range

Max Intensity (ON effect with intensity range 50-100%)

Insert Toolbar Effect at Min Toolbar Intensity

Inserts the current effect into the selected cells at the minimum value in the toolbar's intensity range

Min Intensity (ON effect with intensity range 50-100%)
Chase
Creates a chase across the selected cells.

Custom Chase

Opens the Custom Chase dialog, then creates the chase across the selected cells with the options
specified in the dialog.
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Custormn Chase hod

Chase Type
(®) Apply the chase to every selected row
() Apply the chase to the first row of every selected prop

Clear existing effects in the selected area

Cancel

The Custom Chase dialog

¢ Row Mode:
e Chase Each Row: perform the chase on each row in the selected area
e Chase Each Prop: perform the chase on the first row of each prop in the selected area
(makes a difference on pixel props with multiple motion effect rows)
e Clear exist