Introduction to VenueMagic Help

Welcome to the VenueMagic help library. This library is intended to be a quick reference to the
features and functions of the VenueMagic show control software. This manual covers the
Express, Classic, DMV+AV, DMX2+AV, SC+ and SC2+ editions of VenueMagic, and notations
will be included to identify which features and functions are available for which editions. If an
edition includes a number that is in reference to the number of DMX Universes available in that
edition. If no notation is included for a given topic, then assume that the feature is available for all
versions. For a more detailed and comprehensive explanations of how to use VenueMagic,
please consult the User Manual and tutorials included with your VenueMagic installation.

VenueMagic End User License Agreement

IMPORTANTO READ CAREFULLY: This EULA is a legal agreement between you (either an
individual or a single entity) and Entertainment
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updates to the software, any supplemental code provided to you by ESG, Inc., the user manual,

any associated software components, any related
electronic documentation, and any associated converting hardware (USB to DMX). YOU AGREE

TO BE BOUND BY THE TERMS OF THIS EULA BY INSTALLING, COPYING, OR OTHERWISE

USING THE SOFTWARE. IF YOU DO NOT AGREE, DO NOT INSTALL, COPY, OR USE THE
SOFTWARE.

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

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

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

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

3. COPYRIGHT - MUSIC LIBRARY: All music included with the Software audio library is copyrighted by
ESG, Inc. Itis included in the purchase price and is intended solely for use with the Software and for no
other purposes. Unauthorized reproduction of music content is strictly prohibited.
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4. SOUND EFFECTS LIBRARY: The sound effects library contains both copyrighted and non-copyrighted
material. It is provided, as-is, solely for convenience and is not included in the purchase price of the product.
ESG, Inc. also provides for downloading the sound effects library as a separate component free of charge.

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

6. CONFIDENTIALITY: The Software contains trade secrets and proprietary know-how that belong to ESG,

Inc. and it is being made available to you in strict confidence. You shall not disclose to any third party any

proprietary information concerning trade secrets, methods, processes or procedures or any other

confidential or business information relating to the development or operation of the Software during the

course of performance and use under this EULA. ANY USE OR DISCLOSURE OF THE SOFTWARE, OR

OF ITS ALGORITHMS, PROTOCOLS OR INTERFACES, OTHER THAN IN STRICT ACCORDANCE WITH

THI'S EULA, MAY BE ACTI ONABLE AS A VI OLATI ON OF ESG, | NC.

7. EVALUATION VERSION: You may use the evaluation version of the Software 15 days for evaluation

purposes without any charge. You must pay the license fee and register your copy to continue to use the

Software after the evaluation period is over. Otherwise, you must delete (uninstall) the Software from your

computer. For information on paying the license fee and registering your copy of the Software, please visit
http://www.venuemagic.com. The eval uation software may be distributed
change, or alter the Software from its original form.

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

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

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

11. AMENDMENTS: ESG, Inc. reserves and keeps full rights to change any part of the Software whether

now or any time in the future. ESG, Inc. also reserves the right to unilaterally amend all offers, pricing terms

or other matters pertaining to the Software, ESG, Il nc. o
usage shall be deemed to amend the terms of this EULA.
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12. GOVERNING LAW: This EULA shall be governed by and construed under the laws of the State of
California. You consent and agree that all legal proceedings relating to the subject matter of this EULA shall
be maintained in courts sitting within the State of California, and that jurisdiction and venue for such
proceedings shall lie exclusively with such courts.

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

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

15. VIOLATIONS OF THIS EULA: ESG, Inc. reserves all rights not specifically granted to you above. ESG,

I nc. will have the right to proceed against you in the
use not within the precise scope of this EULA set forth herein will be considered an infringement. You
acknowl edge and agree that ESG, I nc.6s damages in the e

substantial and that ESG, Inc. will suffer irreparable harm in such event. As such, ESG, Inc. shall have the
right to obtain equitable remedies, including but not limited to recovery of damages, obtaining injunctions,
recovering statutory damages, recovering attorney fees, and any other available legal remedy.

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

17. COMPLETE AGREEMENT: This is the entire EULA between ESG, Inc. and you relating to the Software
and it supersedes any prior representations, discussions, undertakings, warranties, communications or
advertising relating to the Software.
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Audio Output Window

Toolbar

The above figures show the elements of the VenueMagic main gripper

screen. These elements fall into two categories: toolbars and
documents. Toolbars can be added or removed from the screen as

desired by selecting them in the View menu. By grabbing the Mew Group 1 | Mew Group 2

gripper bar, they can be moved and docked to any part of the main
screen. Arrange the toolbars how you like them and VenueMagic

will remember their position.

The toolbars are:

Project Window:

Fixture Preview Window:

Cue Control Window:

Virtual Control Surface:

Audio Output Window

Infro

Snow Effect

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

Real-time display of lamps and other channel
information.

Contains the cue list and the programmable cue
buttons.

Programmable sliders for controlling a variety of
VenueMagic functions.

Controls volume levels and effects for individual audio
output channels. (SC+ and above only).

VenueMagic also supports two documents types:

Timelines:

Layout the performance of combined music, sound



effects, lamp control, ev
Organizes audio files and timelines for sequential
playback.

Playlists:

VenueMagic Main Menu

View Insett Project Events Playlist Devices Tools Help

DE @ x 23

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

File Menu

Menu item toolbar Description

New o} Create a new timeline, playlist or project.
Open . Open a timeline, playlist or project.

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

under a different name.

Save Project

Save currently open project.

Save Project Save currently open project under a different
name.

Save All Save currently open project and all open
timelines and playlists.

Reports Select from a list of available reports to create.

Recent Projects

Select from a list recently opened projects.

Exit

o
B
o)
)
o)
Q
o)
o)
o)

Exit VenueMagic.

Edit Menu

Menu item toolbar  Description

Undo 5 Undo the last change made to a timeline or
playlist.

Cut Delete an item and place it into clipboard.

Copy Copy an item into the clipboard.

Paste Paste an item from the clipboard.

Delete o) Delete selected item.

View Menu

Menu item toolbar  Description

Status Bar 5 Show/Hide status bar at the bottom of the

screen.

Project Window

Show/Hide project window.

Cue Control Window

Show/Hide cue control window.




Beat Tapper

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

Virtual Control Surface

Show/Hide virtual control surface (VCS)
window.

Fixture Preview Window

Show/Hide Fixture Preview window.

Audio Output Control

Show/Hide Audio Output Window

Video Playback Window

Show/Hide video playback window.

Redock all

~EI8E 8 -

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

Propertiesté

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




Insert Menu
(Té= Ti me IPé-Riag list) 6

Menu item T P toolbar Description

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

Silence V ' « | Add a silence block into a playlist.

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

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

Proje ct Menu

Menu item toolbar Description

| Project Options [ 8 [ Set project options.
Event Menu
Menu item toolbar  Description

Event Schedu

Open event scheduler.

Event Tabl eé

Open event table.

Enable Event Table

Enable/disable event table operation

Reset Event Groups

Resets triggers for all event groups

Timeline Menu

(Shown only when a timeline is shown)

Menu item toolbar  Description

Play o} Play/stop currently shown timeline.

Enable External Sync 6] Enable/disable external synching of the
timeline playback.

Insert Marker Inserts a timeline marker at the current time
cursor position.

Mixdown Audioé o} Perform and audio mixdown for the timeline.

Add Page o) Add a timeline page.




Organize Pag 0 Open timeline page organizer.
Ti meline Opt .* Set timeline options.

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




Playlist Menu

(Shown only when a playlist is shown)

Menu item

toolbar

Description

Play

0

Play/stop currently shown playlist.

Pl aylist Opt

Set playlist options.

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

Clips Menu

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

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

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

Split Clips at Cursor

Splits selected clips at the time cursor
position.

Edit Env el o p| Openthe envelope editor for the selected clip.
Record Channels Enables/Disables channel recording.

Cl i p Pr oper t]|Setproperties for selected clip.

Devices Menu

Menu item toolbar Description

Fi xturesé Show Add Fixtures window.
Groupsé Show Group Builder window.
Virtual Fi xt Open Setup Virtual Fixtures window.
Vari abl e Tab Open Variable Table window.

ShowNodes Manageré

Open ShowNodes Manager window.

Setup Channe

Setup channel routing.

Enable Channel Routing

Enable/disable channel routing.

Setup Channel ) Opens the Setup Channel Expressions

ExXpressionsé window.

Turn Off Lamps & Turn off all lamps. Only affects dimmable
lamps.

Reset DMX Control o) Resets DMX interfaces in case of a

malfunction.

Setup Device

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

Enable External Inputs

Enable input from external input devices
(MI DI, VCS, etcég)

Enable Device
Communication

Enable communications with DMX devices,
et cé

Tools Menu




Events Statusé

Show the Events Status window.

Send Audio to Primary

Redirects all audio to the primary audio

Menu item toolbar  Description
Calibrate La Show Calibrate Lamps window.
Chaser Library Show Chaser Library window.
User Fi xture o] Show User Fixture Library window.
Monitor MI DI o Show the Monitor MIDI Input window.
Monitor DMX d Show the DMX Input Monitor window.
Moni tor DMX d Show the DMX Output Monitor window.
Record DMXé o] Show the Record DMX window.
Monitor Seri o] Show the Monitor Serial Input window.
Watch I nputs o) Show the Watch Inputs window.

o}

outputs as defined in the Audio Device Setup
window. Cannot be switched when timelines
are running.

Command Window o} Opens a Command Window to receive
VenueMagic commands.

Show Message Log 0 Opens the Message Log window which
displays errors warnings and messages from
VenueMagic.

Help Menu

Menu item toolbar  Description

Contents . Show help table of contents tab.

Search o} Show help search tab.

Index d Show help index tab.

VenueMagic on the Web 5 Opens a browser to www.venuemagic.com.

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

Download Support Client This options will open the default browser and

o} send it to a web page from where you can

download an application that gives the
VenueMagic support team remote access to
your computer to assist in resolving issues. It
is recommended that you do not download
this

Register VenueMagic If you have not yet registered your copy of

o} VenueMagic, this option will start the

VenueMagic Registration wizard.

About VenueMagic a Show About VenueMagic window.



http://www.venuemagic.com/

VenueMagic Command Window
Yo VMCLI — O ot

Provides access to the VenueMagic Command Interface.

Message Log

The VenueMagic message log displays internal errors and warnings. It is opened from the Main
Menu by selecting:
Tools4 Show Message Log.

B 7 VenueMagic Message Log X

Time {secs) Message

It can also be opened by double-clicking on the Message Log indicator on the bottom right of the
VenueMagic application window.



0:00:00.00

If there is a message waiting, the indicator changes color:

No new message waiting.
Non-critical message waiting.

Warning message waiting.

Error message waiting.

When the message log is opened, the indicator goes back to _I and remains that
color until the message log is closed and another message is received.

Bight-click anywhere in the message list to open the message log menu.

B VenueMagic Message Leg *

Time (secs) Message

Clear Log
Copy To Clipboard I

Pause Logging

Clear Log Erase the contents of the message log.
Copy To Clipboard Copy the contents of the log to the clipboard.
Pause Logging Pauses receiving of logs. Once paused, right-click

again and select Resume Logging .

The VenueMagic Message Log can log up to 10,000 messaged, after which the older messages
get pushed off.

Fixtures

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

Add Fixtures

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

Filter by manufacturer Check this to filter the fixture library by manufacturer*
in the adjacent selector box. Uncheck to show all
fixtures for all manufacturers.

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

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

Fixture info : Displays information about the fixture currently under

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



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

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

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

Fixtures : Shows how many fixtures are in the window.

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

Cut, Copy and Pasting Fixtures

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

Remapping Fixtures
(Available in DMX+AV and above)

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

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

Upon completion of the remapping procedure, VenueMagic will have mapped all references to
the original fixtured including control tracks, fixture effects, channel routing, channel groups,
etcé to the r epYownacemomndraetto deletexttiewngiaal replaced fixture and move
the new replacement fixture to take its place in the DMX map. Is desired.



Select Item Replacement Wizard
Select ltem Replacements

1. This list shows fixtures in the imported 2. This list shows project fixtures that can
timeline that can be replaced by fixtures in replace the imported fixture currently

this project. Select a fixture in this list and selected in the list on the left. If you wish to
then check the fixture or fixtures to replace it import the selected fixture rather than

with in the list on the right. replace, do not check any replacements,
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3. When you have finished replacements for imported fixtures, dick ™ext™ to fine tune your
replacements on the channel level,

W

MNext = Finish Cancel Help

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

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

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



Select Channel Replacements x|

1. The list to the right shows all | Fugyre- ol laeed by
of the fixture replacements you — | repac by- |

selected on the previous page.
Select a replacement to show
a list of fodure channel
replacements in the list below.

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

Channel: To be replaced

drag nows to reonder):

In most instances, VenueMagic will be able to remap the individual fixture channels automatically.

If you are replacing a fixture with an identical fixture this task is easy. However, if the two fixtures
are quite different, VenueMagic may need some additional help.

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

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

Mapping Fixtures to Capture Polar 3D Visualizer

(Available in Classic and above)

VenueMagic supports interfacing to the Capture Polar 3D Visualizer versions 2.8.11 and above.
Before doing this, you must setup this feature in the Project Visualizer Settings window. If this

feature is enabled in the Edition of VenueMagic you are using, an additional Visualizer button
appears at the bottom of the Add Fixtures window:

Remn\fe| Edit... | Visualizer... ! Universe: |1 -| Fixtures: 10 Channels:; 240

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

be

popul



Map Fixture to Visualizer Window

This window lets you set up fixture mapping between VenueMagic and the current default
instance of Capture Polar (see Project Visualizer Settings).

Fixtures To j
Select VenueMagic fixtures to map

| lﬁmeNamc ]Tme [Manufachnf l Unrvl Chn[OnsIML]o |
ColorSpot_1200_AT_M1_1 ColorSpot 1200 ATM1  Robe 1 25 24 Yes
ColorSpot_1200_AT_M1_2  ColorSpot 1200 ATM1 Robe 1 ® 25 Yes ———
ColorSpot_1200_AT_M1_3  ColorSpot 1200 ATM1 Robe 1 73 24 Yes
ColorSpot_1200_AT_M1_4  ColorSpot 1200 ATM1 Robe 1 97 24 Yes
ColorSpot_1200_AT_M1_5  ColorSpot 1200 ATM1 Robe 1 121 24 Yes
ColorSpot_1200_AT_M1_6 ColorSpot 1200 ATM1  Robe 1 145 24 Yes .

Auto-map I Unmap | Unmap All l Add to Visualzer I

Select Visualizer fixture to map to

Auto-update selection []

This list shows all
fixtures in the
VenueMagic project

Juav [cn [omnent |4

This list shows all

ColorSpot 25006 AT 1 fixtures in the
00008  ColorSpot 2S00E AT Robe 1 425 24
00025  Arena Theatre Fresnel Selecon R Capture Polar
00026  Arena Theatre Fresnel Selecon 1 2 1 H
00027 Arena Theatre Fresnel Selecon 118 |1 project
=
00029  Arena Theatre Fresnel Selecon 1 S 1 Y
| Refreshust |

DMX address patch matching

% Don't change patching

" Match VenueMagic to Visualizer E Cancel

This window has two lists. The list on the top, lists all of the fixtures included in the VenueMagic
project. Fixture data includes:

Fixture Name The name of the fixture as specified in the VenueMagic project.

Type The fixture type or model.

Manufacturer The fixture manufacturer.

Univ Which DMX universe the fixture is associated with.

Chn The current DMX base address.

Chns How many DMX channels are in the fixture.

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

fixture in the Capture project (Yes/No).

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

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

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



Name The fixture type or model.

Manufacturer The fixture manufacturer.

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

Chns How many DMX channels are in the fixture.

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

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

Y o u 6 r e Rapeantlose steps to map other fixtures.

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

Select Visualizer fixture to map to Auto-update selection [
ID | Name | Manufacturer | Univ [ chn [ chncnt [ 4
100001 | [ColorSpot 25006 AT ] [Rebe [T [25770 Mapped

fixtures

00004  ColorSpot 2500E AT Robe 1 329 24
00005  ColorSpot 2500E AT Robe 1 353 24
000006 | [ColorSpot2500EAT — lRebe. [ {377
100007 | [ColorSpot 2500EAT — I[Rebe  I[1 ][@E01°1
IColGFSEOE2S00E AT IRoGE N M 25 2= —— Mapped to currently
00025  Arena Theatre Fresnel Selecon 1 1 1
00026  Arena Theatre Fresnel Selecon 1 2 1 selected
00027  Arena Theatre Fresnel Selecon 1 3 1 i
00028  Arena Theatre Fresnel Selecon 1 4 1 Venu,eMagK: fixture
00029  Arena Theatre Fresnel Selecon 1 5 1 - (top list)

‘ Refresh List I

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

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

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

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

o | | LT 2s T e— Fixture already
00025  Arena Theatre Fresnel Selecon 1 1 1
00026  Arena Theatre Fresnel Selecon 1 2 1 mapped toa
00027  Arena Theatre Fresnel Selecon 1 3 1 different
00028  Arena Theatre Fresnel Selecon 1 4 1 . .
00029  Arena Theatre Fresnel Selecon 1 5 1 - VenueMag|C fixture
Re-map | Refresh List |
\ Click to force

remapping

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



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

Auto-map Unmap Unmap all Add to Visualizer

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

Unmap Click to un-map selected VenueMagic fixtures.

Unmap All Click to un-map all VenueMagic fixtures.

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

Visualizer VenueMagic fixture t o bConsalelRaeh

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

Auto -Update Selection

Check this box to enable the Auto-update selection feature. With this feature enabled, any fixture

selected in the Select visualizer fixturetomaptol i st (a. k. a. the fAbottomd | ist)
selected in the view windows in Capture Polar. Likewise, any fixture selected in a Capture Polar

view window willow also be selected in the Select visualizer fixture to map to list. This feature can

greatly simplify the fixture mapping process.

DMX Address Patch Matching

The Setup Dmx address patch matching group sets up patch matching action that occurs when

OKis clicked. Select Match VenueMagic to Visualizer and all of the VenueMagic fixture DMX

channels will be changed to match those of the Capture fixtures they are mapped to. Again, this

matching occurs when the window is closed by clicking the OK button. It will not continue to

match automatically. If you do not want DMX address matching, selectDonét change patching

Add Fixture to Visualizer

A e e e : . i [

What VenueMagiC — Fixture name:  [ColorSpat 1200 AT M1
calls the fixture Merufactrer:  obe Cancel
Visualizer equivalent:
What Capture Fixture name: |C0|0r5p0t 1200 AT
calls the fixture Manufacturer: [Robe

This window | ets you assi st Ca gonsoleatchwindawdbdsechg a f i xt t
on a VenueMagic fixture.

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



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

Click OK and the f i xtGomseleFatshwandod,dram where itCanhe ur e 6 s
dragged into the view. You must drag the fixture from this window into a Capture view to get
control over it.

Strategies for Mapping VenueMagic Fixtures to Capture Polar

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

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

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

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

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

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

Approach #1 7 Best for large numbers of fixtures.

1. Print out a list of all VenueMagic project fixtures (Files4 Reports4 DMX Fixtures).

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

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

Approach #2 7 Good for small numbers of fixtures.
1. Right-click on a fixture in the Add Fixtures window and select Map to Visualizer. This will
open the Map Fixtures to Visualizer window with the fixture selected.
2. Click Add to Visualizer and add a new fixture to the Capture Console Path window using
the Add Fixture to Visualizer window.

Example # 3: Mapping fixtures automatically through DMX addressing

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

Edit Fixture Settings

Customize settings for fixture channels.


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

Name: RobotHead

Fisture:  PololuMaestro12

Type:  Animatronics

W | Channel Name Type Merge Mode
Motion1 Motion HTP

[Moton  [HTP |
Motion3 Motion HTP
Motiond Motion HTP
MotionS Motion HTP
Motion6 Motion HTP
Motion? Motion HTP

Fixture Channel List

Name: Enter the desired name for the fixture channel or
leave it as the default. This name can contain only
l etters, number s oThemname u
must also be unique within the project.

Fixture: Manufacturerods name for t

Type: Fixture type (not editable).

Fixture channel list

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

Names).

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

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

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

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



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

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

enabled.

Select Follow Charinel

Channel M ame Tope Merge Mode
HanginglLights Dirnmer HTP
Parl Dirnmer HTF
Par2 Dirmrner HTF
Follows [L 4B athroom2. B athroomPar

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

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

fixture.channel.subchannel

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

channel.subchannel

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

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

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

Example: Changing RGB1.Red to RGB_1.Red:

Channel Name Channel Name
RGB1.Red RGB 1.Red
RGB1.Green RGB 1.Green
RGB1.Blue RGB 1.Blue
RGB2.Red RGB2.Red
RGB2.Green RGB2.Green
RGB2.Blue RGB2.Blue




Fixture Channel Types

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

Bitfield Splits DMX channel into 8 separate

(Available in SC+ and VenueMagic subchannels, each channel

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

Color Wheel A special case of the Selector type designed to

deal with color wheel selection.
Dimmer Defines a dimmer channel.

Dimmer 16 Defines a high precision dimmer channel that
take two DMX channels.

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

Motion Any channel that deals with a single channel of
motion.
Motion XY Composite of two motion channels in a scan (x-

y) head that can work in coordination with each
other (to make circles, for example). Further
divided into subchannels X and Y.

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

Motion XY -16 Same as Motion XY but takes two DMX

channels for higher precision.

Motion PT-16 Same as Motion PT but takes two DMX
channels for higher precision.

Motion -16 Same as Motion but takes two DMX channels
for higher precision.

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

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

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



Speed

Time Duration

Time Interval

For channels that set the speed of a lamp
function.

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

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

Fixture Channel Merge Modes

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

Add

Average

HTP (highest takes
precedence)

AddOfs
(VM SC+ & above only)

Follow

All sources are added together before output to the channel.

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

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

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

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

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

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

sends:
Default

HTP (highest takes
precedence)

Behaves as defined in the Edit Fixture Setting window.

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



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

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

Scale Scales the final result of all other sources going into the

(Below VM SC+ only) channel, Acts somewhat |ike a fAmasH
channel, where the final merge result is compressed between
0% and the value of the source using the Scale merge mode. If
multiple merging channels use the Scale mode, then percentage
values are multiplied together to create a new scaling value.

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

ScaleMin Similar Scale mode, but the final merge value is compressed

(VM SC+ & above only)  from the bottom between 100% and the value of the source
using the ScaleMin merge mode. If one of the merging sources
is set to use the ScaleMax merge mode, then the final value of
the merge of all sources is compressed between the values of
the sources using the ScaleMin and ScaleMax merge modes.

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

20% - MM=Add

30% - MM=Add

10% - MM=ScaleMin

80% - MM=ScaleMax
VenueMagic would first calculate the Add mode levels which
results in 20%+10%=50%. The value of 50% is then scaled
between the values 10% and 80%, which (after a little math that
we wondt show here) would gi v
45%.

I'tés actually very HghamdLovaslidersin
the Calibrate Fixtures window.

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

The Control Track Channel Settings window offers these merge modes that pertain only to the
level commands for a channel sent by the associated track:

Default Behaves as defined in the Edit Fixture Setting window.
HTP (highest takes The highest value among all the sources is output to the
precedence) channel.

Add Adds in the channel level regardless of the merge mode

set in the Edit Fixture Setting window.

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



Average

Scale
(Below VM SC+ only)

ScaleMax
(VM SC+ & above only)

ScaleMin
(VM SC+ & above only)

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

See Scale in above section for explanation.

See ScaleMax in above section for explanation.

See ScaleMin in above section for explanation.

For the Export Channel Merge Modes window, the following modes are provided for setting up

HTP (highest takes
precedence)

Add
AddOfs
(VM SC+ & above only)

Average

ScaleMax
(VM SC+ & above only)

ScaleMin
(VM SC+ & above only)

channel merging for the timeline when run within a ShowNodes device.

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

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

See AddOfs in above section for explanation.

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

See ScaleMax in above section for explanation.

See ScaleMin in above section for explanation.



Select Channels
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Select Channels

» IEN

- € RGEB_1
- ] RGE_Z
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=1 RGB_4

] RGB_13

This window is used by VenueMagic functions that need the user to select one or more fixtures,

| ]S

Cancel

Uncheck All

Show Selected

Fixture Channel Tree

channels or groups. These functions include:

1 Adding channels to Control Tracks.
9 Selecting channels to be displayed in the Fixture Preview window.

I Selecting output channels for the Channel Router.

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

which contains all user-defined groups. The following apply:

1 lcon meanings:

o>
o

1 Items with the / icon cannot be selected. This is to prevent duplication of channels

Lamp fixture

Lamp fixture channel or

subchannel

Fixture channel with multiple

subchannels.

Fixture channel group

within a single track (applies to Control Tracks only).
1 Checkbox rules for different functions:




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

Fixture Preview Any item can be selected individually without
Window affecting the selection of other items
Channel Router Only one item at a time can be selected. Other

items are automatically deselected.

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

Group Builder

(Only Available for VenueMagic Classic and above)

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

Group Builder
—
Group List: Select Groups in Group: Select Fistures/Channels in Group: -Close
| Giroup Chrs | | ] %5 Candellight #-{C]F ChuckyEyes
™ el [C] %5 Lightriing? -] F BOC_1
| o Candellight :
:; L't Igl 3 [T] &5 Lightring2 -] _10Chanmel
. ?g n!ng Di Precizion_Dkx
#° Lightring? 3 51 Precision_DMX_1

-] Precision_DM¥_2

-] 4 LightningRGE

w1 # Mega Q4_Par3s_4Ch_Made
w1 P Mega (4 Par38_4CH Mods_1
7] % BOC_1_1

-7 _10Channel_1

--DI R andomLightring

-7 # RandomScreams

&1 Randomiwolves

--DI R andomlLaughter

-7 % RandomGhosts

-7 % GFBricks

Motes:

Control group channels: Channel Group Notes

(71 A separate channels

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

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

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



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

New Group button Add a new group.

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

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

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

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

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

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

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

Uncheck All button Uncheck all checked fixtures/channels.

Speci al é but tOpensthe Check Special Groups dialog window.

Show Selected button Expands the tree to show all selected
fixtures/channels.

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

Check Special Groups

Check Special Groups
v Check channel type:

v Filter by fixture type [~ Check fixture type:
Cancel
O Colar wheel o O Dimmer Pack o

Dvirnrner O Fogger

Gobo Wheel O Lamp

[ Mation Laszer

[ Mation FT [ Moving Head

O Mation &=y RGE Lamp

O Fan [ 5can Head

OrGE w O 5trobe w




Important Uses for Channel Groups

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

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

91 Stage light color balancing

1 Overlapping channel effects

: The zoned light balancing application described above

could be modified to allow individual control of different colored lights on a stage. This will
allow you to do on-the-fly stage lighting color adjustments without interfering with
timelinesd even during playback.

: You can have multiple

channel effects working simultaneously on multiple
groups that have overlapping channels. A good
example of this would be an array of lamps (say 5x5)
that you want to use to create a chaser pattern of

vertical and horizontal lines (see figure). Simply create

a unison group for each row and each column (total 5

groups of each) and put the appropriate lamp channels

in each. Now create a timeline with two control tracks.
Put all the rows in one and all the columns in another,
then put a chaser in each track and run it. Prestod a
chaser pattern of vertical and horizontal lines.

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

LS
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Row2Col1
Row3Col1

Row4Col1

Row1Col2

Row1Col3
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Calibrating Fixture Settings

l i brar Y, | et us k mndhe meantiche, (RSt ———————— | ||
add multiple fixtures from Irco fixtures
l i brary and figlued them together in a group.
Calibrate Fixtures
(Only Available for VenueMagic Classic and above with some features available only in SC+ and
above)
Calibrate Fixtures 7 e
Channel:
anne Import Export Level zcaling Ease indout Test
"
Channel Typs Address 174 |54z [ 845s 1841 0.00
DimmeR GE Level Dimmer Dikdes_01_001
DimmerRGEB.RGE.Red RGB-Fed Dikf_01_002
DimmerR GEB.RGE. Green RGE-Green Dkd_01_003 -
DimmerR GB.RGE.Blue RGE-Blue Dikfec_01_0O04
_D4Channel.Levell Dirrner Dikdes_01_005
_D4Channel Level2 Dimmer Dkdes_01_006
_D4Channel Level3 Dimer Dhi_01_007 -
_D4Channel Leveld Dimrmer Dikde_01_008
_D4Channel_1.Levell Dimrner Dikfec_01_003
_D4Channel_1.Level2 Dirrner Dikfec_M_010
_D4Channel_1.Level3 Dimrer Dki<_01_011 4 L |
_D4Channel_1 Leveld Dimmer Dkdes_1_012
_D4Channel_2 Levell Dimmer Dkde_M_013
_D4Channel_2 Level2 Dimrner Dikfoc_01_014 . i 4
_D4Channel_2 Level3 Dimmer DM_01_015 v Low Mid High Rest Enable []
Copy Paste Revert Reset Center Filter B | Al < | Invert level[]




When setting-up and programming lamps for a show, there are a few things that should be kept in
mind:
1 Itis not wise to frequently turn lamps on and off because it wears out the filament much
faster, reducing the life of thebulb. The best thing to do is to select
still on, but at a very low level.
9 Itis unnecessary to run a lamp at 100% when a lower level is sufficient. This also
improves bulb life.
1 Bulbs are usually non-linear, meaning that setting a level of 50% does not appear to turn
the light on half brightness.

Use the Low, Med and High to compensate for each of the above issues. Use the Low and High

sliders to setup a Avirtual 6 range of Ifdesiredp | evel s to
enabletheMids | i der t o make t he | @ntpsetywundantest younrsettings il i near . 0
using the Test slider. A simple procedure for setting-up lamps is as follows:

1. Select the fixture channel you wish to calibrate.

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

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

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

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

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

Important note: If the Mid slider is enabled, the method uses a parabolic function to help

compensate for lamp linearity problems. | f you notice strange fAdipso or fAri
as you move the Test slider, then you may have positioned the Mid slider too close to one of the
other two. Positioning the Mid slider a little closer to the center of the range should eliminate this
problem.
Setting Range of Motion for Moving Heads
You can use the lamp calibration window to set the range of motions for moving heads:
1. Select a channel that controls motion.
2. Make sure that the Mid slider is disabled (uncheck the Mid box)
3. Adjust the Low and High sliders to encompass the desired range of motion.
4. Verify the range using the Test slider.
Channel Rest Setting (SC+ and above only)
The Turn Lamps Off function in the Devices menu of the VenueMagic main menu as well as the
Turn off lamps after playback settings in the Timeline Fixture Control Options, Playlist Lamp
Options and the Envelope Editor Settings windows are all functions that set channel output
values to zero for the described condition. In many cases, a channel value other than zero may
bedesired. For i nstance, turning a |l amp fioffd in the case
or color channel to a Ablack out 0 sAnimatiomocgandwhi ch may
ot her position control devices my also need defined ¢

Use this slider to define a rest position that is used instead of zero for the conditions described
above.

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

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



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

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

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

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

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

2. Click the Copy button.

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

4. Click the Paste button.

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

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

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

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

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

Invert level Tells VenueMagic to invert any level command

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

Using Arrow Keys to Adjust Levels

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

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




Double-click

evelscalivig Ease infout
498 56.72 90.55 3498 100.00
‘@an|

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

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

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

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

Important Note : The Import function is non-reversable.
Changing Fixture Channel Names

Fixture channel names can be changed by first selecting the row of the channel you would like to
change and then clicking again in the Chennel Column.

Channel: Irpart Export

Type Address

My10Channel Levell Dbx_01_001

kw1 0Channel MyLesvel2 Dhirnrner Dib_01_002

Enter a new fixture and channel as desired (see Setting Fixture Channel Names). Any nhame
changes to channels are reflected throughout VenueMagic.

Set Calibration Level Window

Set Calibration Level

Low Level: 4,98

IH
x {E
4

Cancel

[% 4

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

Channel Routing

(Only Available for VenueMagic Classic and above)

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

I FFier by rauting grovgt |11 Lriassigned

j Edit Routing Group List... |

Input Channel

| Output Channel

| Merge Mode | R outing Group

DM3_00_001

Db3_00_002

Dib_00_003

DM3_00_004

MIDI_01_CTRL_008
MIDI_01_CTAL_D0B
MIDI_02_CTAL_008
MIDI_02_CTRL_D0R
MIDI_03_CTAL D08
MIDI_03_CTRL_008
MIDI_04_CTRL_D0R
MIDI_04_CTRL_008
MIDI_05_CTRL_008
MIDI_05_CTRL D03
MIDI_05_CTRL_008

_D4Charnel. Lewvell
_D4Channel Lesvel2
_DdChannel Lewel3
_D4Charnel Leveld
[1J_Spot_250.Position.Pan
£2025.Pozition. Pan
DJ_Spot_250 Position. Tl
A2025 Position. Tilt
DJ_Spot_250 Color
42025 Color
DJ_Spot_250.Goba
82025, Gobo
[1J_Spot_250.5election
A2025 Shutter

82025 Level

D efault
D efault
Default
D efault
D efault
Drefault
D efault
D efault
Default
D efault
Default
D efault
D efault
Default
Scale

<Unazzigned:
<|Inassigned:
< Inazsigneds
<Unazzigned:
SliderBark2
SliderB ank.1
SliderE ark2
SliderBanki
SliderB ank2
SliderBark1
SliderBank2
SliderB ark1
SliderBark2
SliderBank1
SliderB ark1

2]
Add

Femove

idd

Edit...

Enable routing [V
Enable overide: [~

Ext. Chrl...

i

Cloze

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

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

set to override.

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

To show routes only for a single routing group, check Filter by routing group and select the group

you would like to see.

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

Add Channel Route

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




[Edit Channel Route

Input channel;

MIDI_01_CTRL_002 |
Output channel;

Comeliuss, Pwh2
Routing arou (B & abastian 7] | EdtRouting

. Group List...
[T Zerm level when routing group changes 2

Set vaniable when routing group changes: | TelemetipBActive -

Enable/disable route with exteral contral: Threshold %:
[ Azsign to ShowModes device:
[ Ok ” Cancel I
| |
Input channel The input channel that will be routed to the output

channel. Click the adjacent Select button to bring
up the Select External Control window.

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

Routing group Select the routing group to assign this route to, or
setittoA < Un as s i Tthis mutesistenabled
only when the routing group is active. Routes that
have not been assigned to a routing group are
enabled regardless of which routing group is
currently active.

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

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

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

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

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




Zero level when routing
group changes

Set variable when
preset changes

Assign to ShowNodes
device

channel routing list in the Channel Routing
window.

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

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

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

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

| Azzign to ShowM odes device: |EDevNode P w |

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

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

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




General Channel Routing External Control

Channel Routing External Control |
¥ Enable/disable Routing with external contral: Thresheld %%:
Select Enable Source. .. | |J5_1_BTN4 |U|
Select Disable Source. .. | |J5_1_5'-|-N':’f I 0
¥ Enable/disable Override with external contral: Thresheld %%:
Select Enable Source... | |J5—1—ETN5 ID
Select Disable Source... | |J5—1—ETN5 ID
¥ Navigate routing groups with external control:
Mext Group Source... | 5_1 BTG I 0
Prev Group Source... | |J5—1—ETN7 I 0
Last Group Source. .. | |JS_1_E-'TN8 IU
OK I Cancel |

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

Routing window.

Enable/disable Routing
with external control

Enable/disable Override
with external control

Navigate routing groups
with external control

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

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

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

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

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

Last Group i causes the activation the routing
group that was active just before the currently
active group was selected. For instance, if group
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Groupf unction will restor

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

x
Routing Group | External Control | Add
SliderBank1 JS 1 BTM13
SliderBank2 J5_1_BTH14 Remove |
SliderBank3 J5_1_BTH15

¥ Enable external control for group Select | Threshald: |5EI Cancel

oK

i

Channel routing groups enable you to enable/disable multiple channels routes at a time. This has

many applications, the most

obvious of which is setting up slider banks where a limited set of

sliders can control an unlimited number of channels simply by changing the slider bank.

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

Routing Group list

Add

Remove

Enable external control
for group

Lists routing groups and associated external
control channel (if any). If no external control
channel is selected, i <

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

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

Click to remove selected routing groups from the
list.

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

Values).

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




selected by the Channel Router.

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

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

B | SliderBank

Routing Group
Selector

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

3. Using the Set Routing Group event.

Unassigned Routes

I f a channel route is not assigned to a routing grouyg
Channel Routing list. Unassigned routes are active at all times regardless of the currently

selected routing group.

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

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

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

From the main menu, select Devices4 Setup Channel Expressionsé t o 0 pSetnp Ghdneel
Expressions window. You can also open the window by right-clicking on a channel in the Edit
Fixture Settings window or by right-clicking on a fixture or channel in the Fixture folder of the
Project window and selectingEdi t Expr essi oné



Setup Channel Expressions

Sources Library
Inputs Qutputs Functions Macros Cancel
Name Input Add

Appl
JawlR 351 UPOS Inputs sl
JawQC 15_1 YPOS Remove
Edit
=

Expression

JawlLR+JawOC| Check

Output Channels
MName Output Merge Mode Select

Outputs

B Eyeslh Skeleton, PWM2 Default h

B EyesUD Skeleton. PWM3 Default Cheds All

B wwleft Skeleton. PWM4 Default

B 1awRight Skeleton, PYWMS Default

B redkleft Skeleton, PWME Default

B nextRight Skeleton,PWMT Default

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

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

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

Inputs

SourcesLibrary

Inputs  Quiputs Functions Macros

MName Input Add
JawlR 15_1_UPOS Inputs
JawQC J5_1_YPQS Remove
Edit
=

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




The input list has two columns. The fAl nput 6 col umn shows the f
The fANameo c @alusermspecifiednamesfor each item which will be used to reference
the associated input in the Expression field. The name can be changed by first selecting the
desired item in the list and clicking on the name field. A new name can then be entered.

Inputs  Qutputs Functions Macros

Mame Input

J5_1 UPOS

Jaw0C 15_1_YPOS
Outputs

Sources/Library

Inputs Outputs  Functions Macros

Mame Qutput Select
Digital1 Skeleton Digital1 Outputs
Digital2 Skeleton, Digital2 Remove
Digital3 Skeleton, Digital3 .
Digital4 Skeleton. Digital4 =
Digitals Skeleton. Digitals

EyesLR Skeleton, PWM2

EyesUD Skeleton, PYWM3

JawLeft Skeleton, PYIM4

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

Functions
Sources/Library

Inputs Outputs Functions Macros

Function Description

ABS Absolute value - ABS(value)

ACC Accumulates value over time - ACC(value) Remove
ACOS Arccosine - ACOS (value) _
ASIN Arcsine - ASTN{valug) =
ATAN Arctangent - ATAN(value)

BIT Bit bitnum is set in value - BIT{bitnum, value)

icos Cosine - COS(radians)

COsH Hyperbolic Cosine - COSH{radians)

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

Macros

xed

name



Sources/Library

Inputs Outputs Functions Macros

Macro Substitution Add
MaxJawoC &0 Macro
MinJawQC 12 Remove
PI 3.13149265 »-
SinCos(a) (SIN(E) + COs(a))
Import
Export

=

Macros represent any combination of numbers and functions within an expression. For the above
example, the following expression uses macros:

Expression

SinCos(t)"(MaxJawOC/MinJawOC)*PI

It is the equivalent of the following expression:
(SIN(t) + COS(t))*(60/12)*3.1415

Click Add Macro to open the Edit Expression Macro window for adding a macro. Click Edit to
open the same window for editing an existing macro.

The Remove button will remove all currently selected macros.

Click Import to read in a file of c-language style macros definitions and add them to the macro
list.

Click Export to export a file containing a c-language style macro definition for each selected
macro. For example, this would export the above macros into a file that contains the following:

#define MaxJawOC 60
#define MinJawOC 12
#define Pl 3.13149265
#define SinCos(a) (SIN(a) + COS(a))

Clickthe ' button to copy the selected macro into the Expression field at the current cursor
position.

Expression Field

Expression

JawlLR+JawDC Check

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

Operators



Arithmetic: The following arithmetic operators are supported:

+ Addition

- Subtraction

* Multiplication

/ Division

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

<< Bit shift left

>> Bit shift right

* Raise a value to a power

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

= Is equal to

< Is less than

> Is greater than

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

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

AND Logical AND

OR Logical OR

NOT Logical inversion

XOR Logical XOR

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

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

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

ABS(x) Absolute value of x.

ACC(x) Keeps a running sum of x.

ACOSK) Inverse cosine of x.

ASIN( x) Inverse sine of x.

ATAN(X) Inverse tangent of x.

BIT( x,Y) Evaluates bit x of the integer y. Returns 1 if set, 0
if not set.

COS(Kx) Cosine of x.

COSH) Hyperbolic cosine of x.

EXP(x) Exponent function e*.

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

LOG(x) Natural log of x.

LOG10(x) Log base 10 of x.

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




MIN( X, y) Returns the minimum value between x and y.
RND(x) Returns a random number between zero and x-1.
SIN( X) Sine of x.
SINH( x) Hyperbolic sine of x.
SQRT(X) Square root of x.
TAN(X) Tangent of x.
TANH(X) Hyperbolic tangent of x.
Special Variable and Constants
t Current application time in seconds.
dt Change in time since last expression evaluation.
Pl 3.14159265
Output Channels
Output Channels
MName Output Merge Mode Select
Eye_Lids Skull1.Eye_Lids Default 11l
S T S T
Jaw_Right Skull1, Jaw_Right Default
Neck_Left Skull 1. Meck_Left Default
Neck_Right Skull 1. Meck_Right Default

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

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

Applying Changes

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

Edit Expression Macro

Edit Expression Macro x

o)

Cancel

Macro name:  SinCos(a)

Macro value:  (SIN(a) + COS(a))

Enter a name that represents the macro into the Macro name field. This name can include
parameters (such as fiad in the above

Enter the macro value into the Macro value field.

exampl e).



Projects

VenueMagic organizes all of your fixtures, groups, audio files, timelines, playlists, cue button
settings, Fixture Preview settings, VCS settings, channel routing settings and a number of other

settings into projects . Think of a project as beingthebasi s f or your

show being stored in a different project.

fishowbo

When VenueMagic runs for the first time, it automatically creates a project for you and gives it the
name @ Mdwhgreendstthe next available project number. From then on, VenueMagic will

always load the project you were working on when you last exited the program.

Project Options

These options apply specifically to the currently loaded project.

Project Editor Settings

Project Options

Save on exit

() Save automatically
(") Abandon changes

Editor Audio  Fidure Control  Securty  Qualty  VMNet  Telme * | *

] Export profile file when saving timelines
Add tracks to new timelines

Cancel Help

x

Save on exit

Export profile file when
saving timelines

Add tracks to new

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

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

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

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

Check this box if you would like an audio and

wi t h

€ a



timelines control track automatically added to a new
timeline when created. If unchecked, newly
created timelines will be empty.

Project Audio Settings
- Project Options *

Editor Audio  Fidure Control  Securty  Qualty VMNet Telne 4 | *

| Default Audio Export Settings... |

Global enable sound fx

[ Global enable sound fx tails

Edit Volumetric Audio Layouts...

0K Cancel Help

Default Audio Export Settings

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

Global enable sound fx
Check this box to enable sound effects applied to audio clips. If disabled, Sound Effects are
disabled.

Global enable sound fx tails

Check this box to enable sound effects tails for audio clips. Some sound effects, like reverb and

echo, can potentially continue even after the clip has ended or when the timeline has stopped

playing. Normally, these sound effects would be cut off abruptly in these circumstances. By

checking this box, you have enabled Atailsodo which cat
end of the clip or timeline.

This setting only enables or disables tails globally. You must still enable tails on the Audio Track
level.

Edit Immersive Audio Layouts
Click this button to open the Edit Immersive Audio Layouts window.

Default Audio Export Settings
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Default Audio Export Settings x

Channels: Stereq Cancel

Sample size:  16-bits

Mormalize volume
Auto-attenuate volume Envelope

W] Gain
Track slider apoly FX
Fero-pad beginning L
Auto-name files Envelopes
Separate file for each Envelope Equalization
audio output

i C ' Tails
Force resampling Center

This screen sets up the default export setting for all audio files exported for playback on another
device (such as a ShowNodes device). This does not include mixing down timelines or tracks
directly to an audio file (see Audio Export), which uses the same setup screen but enables
options that have been disabled here.

The following settings are available:

Sample rate Sample rate for final mix-down(s). Source audio clips that are not at this rate
are converted into temporary files. Choose from:
1 22,050 Hz
9 44,100 Hz (CD quality i adequate for most situations)
9 48,000 Hz (used for video)
9 96,000 Hz (extra high quality)

Channels Channel for mix-down file. Select Stereo (2-channels) or Mono (1-channel).
If Mono is selected, stereo clip L & R channels are mixed into one channel.
If Stereo is selected, mono clips are copied into both L & R channels.

Sample size Select mix-down file sample size. Either 8-bit (rarely used), 16-bit or 24-bit.

All disabled settings are set automatically by the project exporting function for the specified player
device.



Project Fixture Control  Settings
- Project Options x -

Edtor Audio  Fidture Control  Securty Qualty VMMet Telne[* | *

Easedn "fidture level off" commands

Easedn time (secs): 5

Cancel Help

Ease-in Settings

The project ease-in setting sets how many seconds it will take to execute a Fixture level-off

function. Rather than sending all channels immediately to zero (or rest position i see Calibrate

Lamps), you can checkthe Ease-i n fif i xt & r @ o inmlapeahd setthé Ease-in time

(secs) value, which willcausec hannel s feased to the zero position ov
provided.

Project Security Settings

Project Options X

Edtor MAudio  Fiure Control  Securty  Qualty VMNet Telne/ * | ¥

Hide main window {require password to unhide)
Enter password:  sssssse

Verify password:  sssssss

Cancel Help

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



operation. Do not forget this password
restore VenueMagic.

. Once this mode is activated, only the password will

-
VenueMagic Runtime
Cue list
Cue Time Rem Status
MewDMyTest4 6.10 10,56 Play (BG)
VideoTest 5.70 45,30 Play (BG)
AudioTest 5.66 178.54 Play (BG)

About
VenueMaagic

Exit

ke

-

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

also be triggered when VenueMagic is executed in this mode.

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

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

Click About VenueMagic to bring up the About VenueMagic window.

Click Exit to exit VenueMagic.

Project Quality Settings

(Only Available for VenueMagic DMX+AV and above)



Project Options *

Editor Audio  Fisture Control  Security Gualty YMNet Telnel 4 | *

Control quality

() Precision playback 15 L=

Fixture preview refresh
() Slow
0 Medium
() Fast

Cancel Help

Lamp control quality

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

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

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

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

Lamp control quality

" Low
" Medium

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

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




Fixture Preview quality

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

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

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

Project Options x

Editor Audic  Fidure Control  Securty Qualty VMNet Telne/ 1|+

B Enable VMNet Server | Setup... Advanced
@ Enable VMNet Clients: e
Name Server Status
]
@ E5G7 ESG7T Mo server
Add Edit Remove

Cancel Help

Enable VMNet server Check this box to enable the VMNet Server
Functions. Click Setup to open the VMNet Server
Settings window.

Enable VMNet Clients Check this box to enable VMNet Client Functions
Below is list of VMNet clients that have been
created for the project. To create a new VMNet
Client, click the Add button.

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

Edit Opens the VMNet Client Settings window for the
currently selected client. You can also double-
click on a client.

Remove Click to remove selected clients from the VMNet
Clients list.
Advanced Settings Click this button to open the VMNet Advanced

Settings window.



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

VMNet Server Settings

This window sets up the VMNet Server.

VMNet Server Settings

& Accept events
Accept sync

Enable plug-in services

@ Enable shared 1jO

X

Cancel

Name

KB_KEY_2

MIDI_01_ATCH_004
MIDI_01_ATCH_005
MIDI_01_ATCH_006
MIDI_01_ATCH_007

Skeleton.PWM1 Channel Qutput

Type
External Input I

External Input
External Input
External Input
External Input

Shared I/0 List

Add Remove

Accept events

Accept sync

Enable plugin -services

Enable shared | /O

Shared 1/O List

Edit

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

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

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

Checking this box enables the VMNet Server 1/0
sharing function (See VMNet).

This list shows all of the 1/O the server is sharing
with VMNet clients on the network. Each can be
of the type External Input or Channel Output.
Modify this list using the following buttons:

Add 7 Add a shared /O to the list. Opens the
Setup VMNet Shared I/O window.




Edit i Edit an existing shared 1/0. Opens the
Setup VMNet Shared I/0 window.

Remove 1 Deletes selected share I/O entries in
the list.

Once setup, the Shared I/O List is share with all of the VMNet Clients on the network that are
associated with this server. VMNet Clients are able to access the 1/O in the Select External Input
Device when the VMNet Shared 10 Interface input device is selected and the client associated
with this server is selected as the Device input group. (See also VMNet)

Setup VMNet Shared 1/O

Setup YMMet Shared /0 *
Select type: External Input e Select
Cancel

External Input:  MIDI_01_ATCH_001

Shared name: MIDI_01_ATCH_001

Select type Select what type of I/0 will be shared. The choices
are:

External Input
Select type: External Input o Select

External Input:  MIDI_01_ATCH_001

Click Select to open the Select External Input
Device window and select the desired input.

Channel Output
Select type: Channel Qutput e Select

Channel Output: Skeleton.PUWM1

Click Select to open the Select Channels window
and select the desired output.

Shared name Enter the name that will shared with all VMNet
Clients to reference this I1/0. This is how it will
appear in the Select External Input Device when the
VMNet Shared 10 Interface input device is selected
and the VMNet Client associated with this server is
selected as the Device input group. (See also
VMNet)

VMNet Client Settings
Setup VMNet Client.



WiMMet Client Settings

Clientname: EsGS

QK

E] Cancel

Name used by VenueMagic features to identify

Server: ESG8
View Server
Resources
Client name
client.
Server:

View Server Resources

The name of the VMNet Server associated with

this client. Click the J button to bring up the
Available VMNet Servers window.

Click this button to open the VMNet Server
Resources window to view what resources are
offered by the selected Server.

Available VMNet Servers

Available VMMNet Servers
Select VMMet server:
SErver IpAddress VM Type Version Ok

Refresh List

Shows a list of all VMNet servers currently detected on the network. Select the desired server
and click OK. Or double-click on a server to select it and close the window. Click Refresh List to

request a check for servers.

Important note: For VMNet to work across VenueMagic installations, all versions must be the
same. If the versions do not match, the text <Mismatch> will appear next to the version number.

SErvVer IpAddress

VM Type Version

ESGT 192,168.1.135 5C+ 4.0,15 =Mismatch >
ESGE 192.168.1.105 SC+ 4.0.16



Mismatched VenueMagic versions will not communicate over VMNet.

VMNet Server Resources

VMNet Server Resources
Select Resource

Timelines v Refresh

ArdCamTest23
Overture 2812
Overture 2812-Multi
Overture 2812-Primary
PingBack

VMNetTest

VideoTest1

VideoTest2
VolAudioTest1

List of Selected Resources

This screen displays all of the resources offered by the associated VMNet Client.

Select Resource Select the resource type to display in the List of
Selected Resources. Select from the following
resources provided by the VMNet Server:

1 Event Table 71 List of events in the
s e r v EvenbTable

1 Shared IO i I/O set up to be shared by
the server in the Setup VMNet Shared I/O
window.

1 Timelines 1 List of all timelines available
on the server.

 Variable Table 71 List of variables in the
servers Variable Table.

Refresh Click this button to request a refresh of available
resources from the server.

VMNet Advanced Settings
| WMMet Advanced Settings et

Pass code: 0

Metport #1: 55221 Cancel
Metport #2: 55222
Pass code Enter in a VMNet Pass code. Can be a number

from O to 2147483648. (See VMNet, VMNet Pass
Codes).



Net port #1 VMNet requires two UDP network ports to

Net port #2 operate. The default ports, 55221 and 55222,
sufficient in most cases. However, if one or both
of those ports are being used by other software on
your computer, it may be necessary to change
them here. Note: If you do change them here,
then they must be chang
for all VenueMagic using VMNet on the network.

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

Configures Telnet server and client settings for project.

Project Options >

fudio  Ficture Control  Securty Qualty VMNst Telnet  ‘isua|* | *

B Enable Telnet server Setup...

Telnet Clients:

Mame Server Status

(B} VM TelnetClient 192.168.1.45 | Mo server |

Add Edit Remove

Cancel Help

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

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

The Status field can be one of the following:
Closed i connection is closed

Waiting 1 waiting for the server to respond and
negotiate the connection.

Connected i a successful telnet connection has
been established.

Cnx Error 7 Results when an internet error occurs.



Can also result when client does not understand
server 0s r e BExpaotadssener rdsgonses
section of the Telnet Client Setup window).

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

Uncertain 1 Client could not determine if login was a
success based on the response of the server (see
Expected server responses section of the Telnet

Client Setup window).
No server i A telnet server was not found at the

specified address.

To create a new client, click the Add button.

Add Click this button to add a new Telnet client. This will

open the Telnet Client Settings window.

Edit Opens the Telnet Client Settings window for the

currently selected client.

Remove Click to remove selected clients from the list.

Telnet is one of the services offered by the VMNet server. It is a simple implementation that gives

other applications the ability to remotely execute certain VenueMagic events.

Once a Telnet client has successful connected to a VMNet Telnet server, a list of available event
commands can be displayed using the help command. Typing help followed by one of the

|l i sted commands provides a simple

session by typing exit

Sample VMNet Telnet Session

Uzername —user
Password:password

UenueMagic Telnet Server

UMTe lnet >help
CUELIST.DISLAMPS
CUELIST . ENALAMPS
CUELIST . ENDLOOP
CUELIST . ENDLOOPALL
CUELIST .MUTEALL
CUELIST .PAUSE
CUELIST.PAUSEALL
CUELIST . RESUME
CUELIST . RESUMEALL
CUELIST .8TOP
CUELIST .STOPALL
CUELIST .UNMUTEALL
RESETALLEUENTGROUPS
RESETEUENT GROUP
RUNFILE

RUNT IMELINE
SETPRESET
SETTAFPEREPM
SETUAR

UMTelnet>help runtimeline

RunTimeline("TimelineMame", "MameInCuelist", Uolume[B-1081, LampLevellB@-1881. Lo
oplB.11. OneOnlyl@,.11. PlayvAs[B-181>

UMTelnet>help cuelist._stop
Cuelist.Stop("CuelistltemName")
UMIelnet >exit

Terminating Uenuemagic Telnet zession

Connection to host lost.

descripti
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Each of above event commands executes the VenueMagic events that the command name
suggests. The command parameters are named after the settings in individual events. The
following conventions are followed in the parameter lists:

il
f
f

|l

For example, the RunTimeline  command in the sample screen above could be set as follows:

RunTimeline (AMy Ti mel ineo¢o, fAMyTi melined, 100.0, 50,

String values are enclosed in quotation marks, which should be included in the sent
command.

Numeric values can be entered with or without the decimal point.

Parameter ranges and options are displayed in square brackets [ ]. The brackets must not
be included in the command.

For on/off parameter, O=off, 1=on.

The passed parameters are:

Name of timeline: AMy Ti mel i neo
Name in cue list: AMy Ti melinebo
Volume scaling: 100.0

Lamp level scaling: 50.0

Loop timeline: 1 (enabled)

Play one only: 0 (disabled)

Play as: 0 (background timeline)

Telnet Server Setup
Sets up the VMNet Telnet server.

Telnet Server Setup x

User name: user Cancel
Password! password

[ Quiet mode

[T Echo characters

Prompt text:  VMTelnet>

Error prefix:  ERROR:

ECL string: [CR][LF]

Require login Check this box if the server should require a login.

Then enter the user name and password the
server will require.

Quiet mode Check this box to prevent the server from sending

back any characters to the client.

O 1

1 ’

0



Echo characters When checked, the server echoes back every
character it receives from the Telnet client.

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

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

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

Telnet Client Setup
Sets up a Telnet client.

Telnet Client Settings *
Client name: YMTelnetClient|
Server address: 192,168.1.45 Cancel
B Use login:

User name: user

Password: I

Expected server responses

User name

prompt text: Login:
Password —
ity Password:
Login success g

text:

Login failed -

text: Login incorrect

Client name An arbitrary name identifying the telnet client.

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

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

Username Enter the username and password the telnet

Password server requires.



The Expected server responses section is where you tell the VenueMagic telnet client how to
recognize prompts received from the telnet server. The default settings are sufficient in most
cases but should be modified as required.

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

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

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

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

expected (case is ignored).

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

Configures interface to Capture Polar™ Visualizer.

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

Select active visualizer:

Mame Status

Capture 2005 @ ESG-PRESARIO (192.168.1.105)

Add ‘ Remove |

QK | Cancel

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



http://www.capturesweden.com/

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

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

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

Closed i This instance of Capture is currently not
running.

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

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

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

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

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

MName Type State
apture 2005 @ ESG-PRESARIO (192, 163, 1. 10! | visualizer | Running |
oK | Cancel |

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

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

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

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



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

Project Window

Project Folders

Open Files List

Project Folders

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

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

Fixture Provides easy access t onfiddrel
Effects effects (see: Fixture Effects).
Events Provides easy access t aneehtd

(see: Event Tracks).

Timelines Contains all timelines that have been added to the project. A
new timeline is automatically added to this folder when it is
saved for the first time. (See: Timelines, Importing Timelines
and Playlists from another Project ).

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



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

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

settings. (See: Fixtures).

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

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

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

Adding, Deleting & Renaming Subfolders

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

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

Open Files List

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

Show File
Close File

Reload File

Add to Project

Play

Stop

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

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

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


http://www.venuemagic.com/

Play/Stop If you have selected a Playlist or Timeline, select Play to
begin playback or Stop to st

Copy Project Settings

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

Copy Project Settings
v Fiztures & Groups

[v Channel routing

v Lamp preview
v WS Miver

Audio Library

* Load default
" Copy cument
" Leave emphy

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

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

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

VCS Mixer Copy all settings for the Virtual Control Surface.

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

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

Importing VenueMagic 2.1 Timelines and Playlists from another

Project

Opening a timeline created from a project other than the one currently loaded can pose certain
complications. The timeline may contain fixtures not included in the project or, even it the project



does contain those fixtures (or perhaps similar ones), how should substitutions be made?
Fortunately, VenueMagic has a solution for this, though it does require a little interaction from the
user.

Startbyopeninga Af orei gnd timeline i ntA®penmomthemanoj ect by sel
menu, and then selecting the timeline in the file list. VenueMagic will first check to see if all of the

fixtures referenced in the timeline are included in main fixture library or the user fixture library. If

some are not, VenueMagic will add them to the appropriate library and alert the user with the

following window:

Fixtures Added to Fixture Library x|

The following fixtures were added to the fixture library:

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

Click OK to continue.

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



Add Fictures From Timeline

The timeling you are loading was created in a project other than the cumently loaded project. In
order to load this timeline, Venue Magic will first need to add the fodures listed below to Universe 1

of your cument project.

Fitures to be added:

if you would like VenueMagic to do this,

Accu_Scan_250
Auto_Spot_150

DimmerRGE
MyColorkeyd
My Mew Fodure 1
My Mew Fodure 2

COLORbark_LED_RGBE_2

click "Finish.”

if you would prefer to map these fodures to
fodures that are already par of the cument
project, click "Next."

< Back

Next > Fsh | concel | Hep |

At this point, if all you want to do is add those fixtures to your project, simply click on Finish and

youbreSupmes e,

h o we v e own sane artall oftlee dixtudes in this list and you

need to replace them with similar fixtures that you do own. If this is the case, then click Next, and

you will see the following:



Select Ttem Replacements x|

1. This list shows fidures in the imported 2. This list shows shows project fodures that
timeline that can be replaced by fodures in this can replace the imported fidure cumenthy
project. Select a fidure in this list and then selected in the list on the left. F you wish to
check the fidure or fodures to replace it within -~ import the selected fidure rather than replace,
the list on the right. do not check any replacements.

Accu_Scan_ 250 [ 46HP_LED 3 Channel_Mode

ALI'tEI_SDD‘t_1 5[':'_2 Moto Spot 150

COLORbank_LED_RGB_2 E ot oot 150 1

DimmerRGE 0_apot_ 10

MyColorkey® O coLoRpalette 27

My Mew Fodure 1

My Mew Fodure 2

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

<Back | Net> | Firish | Cancel | Hep |

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

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

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

When you have finished selecting replacements, click Next.



Select Channel Replacements x|

1. The list to the right shows all | Fpg e Tobe o

of the fiture replacements you — - | bt . by: |
selected on th i : =L

Select a replacement to show | Auto_Spot_150_2 Auto_Spot_150_1

a list of fodure channel DimmerRGE COLORpalette27
replacements in the list below. MyNewFidure 1 46HP_LED 3 Channel_...

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

Channel: To be replaced

P

<Back | Hews> | Fsh | cencel | Hep |

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

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

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

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

be

popul



— Select Fistur Db Channel Mapping
Fisture: info:
I¥ Filter by marufactures IAiweidy j | _
I Filter by fisture type IEarraIHead vl 12345678310
Fisture [ Tvpe [«
A-2025 Moving Head
A-2028 Moving Head
A-2029 Moving Head
52083 oo Head (56 59 | 60 | 6162 | 63
A-2078 Moving Head
A-2858 Maving Head m
A-2863 Moving Head
AB40 RGE Lamp
A-E41 RGE Lamp
AB42 RGE Lamp
A-643 RGE Lamp
A649 RGE Lamp
A-BEOLED PB4 RGE Lamp
A-661 LED RGE Lamp
ABEZLED RGE Lamp
A-7B9 Lamp
A-B06 Scan Head
A-808 Scan Head
AB1E Scan Head
a-818 Scan Head —
A-820 Lamp
A-836 Lamp
A-839 Lamp
A-848 tdoving Head LI ;I
' Main ibrary ¢ User libramy - | M Ll Shaw universe: |1 'I Fistures: 7 Channels: 56

Now,
1.

2.

|l etds review what VenueMagic did while importi.i
Fixtures used by the timeline were added to your
exist.
You selected fixtures in the current project to replace fixture references in the foreign

timeline.

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

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

Importing VenueMagic 2.0 Timelines and Playlists from another
Project

Timelines created in VenueMagic 2.0 cannot be imported with fixture references because they do
not include the necessary information in them. When loading a VenueMagic 2.0 timeline from

another

project, the following warning is shown:

(7] Confirm Action

The file "Brave" waz imparted fram anather project. [t is
recommended that vou zave it under a different name.

Click "'es' to rename file now.

[] Don't show this message again

Tes Mo

n

(



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

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

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

Project Window.
Audio File Properties ?

M arne: M atives Arrive.mp3

Fath: C:AUszershdshlestDiocuments

W enuebd agichAudiolibhMuzichDynamic
WM atives Arrive.mp3

Druration; 14.1 zecs
Farmat: MP3 Faormat Sound stereo
Size: 250 B

Sample rate: 4410 KHz

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

the file itself.

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

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

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



Nlgmies |vM Diemna Ver 01

Path: C:\UszershddminhDocumentzhWideoz Wi

Dremno Yer 01, avi

Duration: 412 2 zecs

Farmat: 41 video file
Size: |2571.42 ME
\
! Cancel |
Name Enter into this field what should be displayed for the video file in the
Video Folder of the Project Window. This will not change the name of
the file itself.

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

Using Precision Playback Mode

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

Enable precision playback in the Quality tab of Project Options window. Once enabled the
following playback enhancements are applied:
9 Lamp control is output to hardware at an average of 30 fps with a variance of at most +/-
3ms per frame.
1 Lamp control data is taken from each timeline at intervals of precisely 33.333 ms
intervals.
1 Output data is pre-queued to help guarantee accuracy and consistency of control.

Selecting a Proper Q -frames Value

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

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

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

larger queues can cause other problems so a balance must be determined, usually by trial and

error. Problems with larger queues includes:

91 Sluggish response in channel routing. For example, if a slider is setup to control a lamp

level thought channel routing, a queue length of 30 frames will cause a one second delay
between moving a slider and seeing the affect of the move on the actual lamp.



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

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

However, this will cause problems if you wish to place the event at a time that is less than
the queueds delay time, such as at AnyRume=0.5 secon
Timeline Events placed at such a time will be disabled at playback time.

Master Sync Timelines

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

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

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

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

Issues Associated with Precision Playback Mode

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

mode:

1 Channel routing delays. (Discussed above)

9 Timeline start delays. (Discussed above)

1 Run Timeline Event placement. (Discussed above)

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

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

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

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

When to Use Precision Playback Mode

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



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

resolution).

f Motion control applications where small variation
result in a noticeable change in smoothness.

T Precision LED chasing where slight #dAglitcheso in
human eye.

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

Timelines

Timelines are at the heart of VenueMagic operation.1 t i s here that you produce vy
placing audio clips, fixture effect clips and event clips and organizing them into synchronized
playback.

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

Adding Timelines to the Project
Add a timeline to a VenueMagic project from the main menu by selecting File4 NewA Timeline.

File Edit View Insert Project Events Timel

New Timeline
Playlist
Script
Screen
Project
Timeline...
Timeline Profile...
Project...
Save Project

Project As...

Reports

Recent Projects

Exit

Add Folder
Mew Timeline

Rename

Delete




Either of these methods will immediately open a browser window where you can specify a name
and a location folder for your timeline. It is recommended that you create a folder specific to your
project and keep all of your project files (including timelines files) in that folder. This will make it
easier to transfer your project to another computer if required.

Clip Time Display
Shows the length of a selected clip. If multiple clips are selected then it shows the time range

covered by all selected clips. While dragging a clip or clips, the display changes color and shows
the start time of clip or clips.

Change the time format in Timeline Options.

Play Range Bar

Slider Arrows

Inner Bar Area

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

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

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

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

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

scale range in the Timeline Options window.

Change the time format in Timeline Options.

Timeline Markers
(Only Available for VenueMagic Classic and above)
Timeline markers can be placed on the timeline scale of a timeline. There are two types of

timeline markers, general and teleprompter. Teleprompter markers are for use with the
VenueMagic Teleprompter window, and are discussed in the following sections:

Teleprompter
Timeline Teleprompter Markers

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



General timeline markers let you mark a location in the timeline that you can return to later. To
insert a marker, right-click in the timeline scale and select Insert Marker4 General.

Timeline Marker Settings ?
Label: | Evil Growl: Beqginning Part2 | | Set Marker Calor....

Motes: ||

Evil Growl: Beginning Part 2

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

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

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

06.2 - Evil Growl: Beginning Part 2

- Dancing Skeleto
Obn
- Part 3

Linking Markers to Timeline Clips
Both general and teleprompter timeline markers can be linked to an audio, video, lamp control or

event clip on the timeline. When linked, the markers will always follow the clip when moved.
Follow these steps:

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

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

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

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

Track Area

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

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

Control Tracks

Event Tracks



Group Tracks

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

e Track Panels ya Clip Area

Africandrums
Fire . CAMPFIRE DAT Dousing campfire.wav

Mystic Sounds . afticus flash 1.w

Each track has a Clip Area, where clips can be dragged over from the Project Window and a
Track Panel, which includes controls specific to the track types. More information on the different
track types and their respective control panels can be found in the help section for each of the
track types.

Setting Track Display Size
By default, the track height of all tracks in the Track Area of the Timeline is minimized in order to

optimize the number of tracks visible on the page at once. To see more detail in the track clips as
well as the Track Panel, click on the Track Expand Arrow.

Africandrums-2.wav

Track Expand
Arrow

¥ Drums Wind-up

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

¥ Drums Wind-up

Delete Track(s)

MPFIRE DAT

Lock Track(s)

Master Sync Track

Whisp S e il Whisper Cho
Mixdown Track Audio...
* Chime: m——ie DLl 4

Expand Track(s) Small

_— Select expanded

* Thunde Shrink Track(s) Medium track size

P Chantir Group Tracks Large

= X-Large
» Control
Properties...

Calderon rlash

Track Sizes



Not expanded ————__
Small ———_

Medium ———_

Large ———_

X-Large ———_

Expanding/Shrinking Multiple Tracks

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

Drums Wind-up Africandrums-2.wav
Delete Tracki(s) -
o PFIRE DAT
Unlock
Lock Track(s)

hisper Chorus mno.wa

ywn Track Audio...
Chim Expand Track(s) Small
Thunder Shrink Track(s) Medium

. Gro 5 Large
Chanting Group Tracks arge
X-Large

Control

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

Expand all tracks
/ /— Shrink all tracks

000077
Africandrums-2 wav

CAMPFIRE DAT




Time Cursor

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

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

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

Timeline Toolbar

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

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

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

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

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

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

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

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

Show Timeline Options window.




Show the Envelope Editor for selected clip.

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

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

Add audio track.

Add control track.

Add event track.

Snapshot channels at time cursor. (see Snapshot

Channels).

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

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

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

Timeline Pages

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

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



00.0

0:00:40.0 LB
' ' ' ' ' I

Control Track 2

Page tab bar —» |2
0:00:00.00

Additional pages can be added from the main menu by selecting Timeline4 Add Page. This can
also be accomplished by right-clicking in the bland area Page tab bar and selecting Add Page.

Fagel | Page?  Page3 | Paged
Add Page

Organize Pages...

Timeline Options...
[

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

Page Tabs

Editing and Removing
Page1 Paged .
Add F'ag,;._.

Remowve Page Tab

Edit Page Tab...

Organize Pages...

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

To edit a page t aflitisonthetabarad sedeat Edit Page Talytb lring up the
Timeline Page Tab Properties window.

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

Timeline Page Organizer
A more comprehensive way of managing tracks in timeline pages is the Organize Timeline Pages
window. Open this window from the main menu by selecting Timeline4 Organize Pagesé .




Timeline Page Tab Properties

Tirmeline Page Tab Properties ? >
Cancel
Set tab color...

Sef tab text color...

Motes:

Page tab noteg

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

Set tab c Setsthe color of the Timeline Page tab. Also sets the color of the VCS
Slider Area background.

Set tab text Sets the color of the Timeline Page tab text.
col or é
Notes Enter notes about the page.

Removing Tracks from a Page

() Current page only

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

Timeline (all pages) | Track is deleted altogether from timeline.

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

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




Organize Timeline Pages

Crganize Timeline Page I J

Timeline pages: Page tracks:
<Unassigned: add Mame Type
Pagel ) y
Page2 Audio Track 18 Audio
Page3 Blue Par Control

L Calderan Flash Control
Page4
Calderon Red Control
Campfire Red
Campfire Yellow Control
Timeline tracks:
Mame Type o
Audio Track 18 Audio |-
Blue Par Cantrol
[ calderon Control
Calderon Flash Cantrol
Calderan Red Control
Campfire Red Control
Campfire Yellow Control
[F] randlee Crntral = -

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

Timeline pages :

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

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

Timeline tracks:

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

Page tracks:

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

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

Playback Controls

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



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

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

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

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

Timeline Options
Timeline Options

Timeline | Playback | Audio | Fedure Cortrol | Bx¢emal Control | Synching | 54 [ ¢

Time display format
e Auto-adjust play range bar
() Secs
. 5
() Mins:Secs Snap to clip edge
(®) Hrs:Mins:Secs Snap to grid
O SMPTE Gid spacing (secs): 0.0333233
- Time range (secs): 200

() Measures: Beats: Ticks
120
Max envelopes shown
4 per track:

=

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

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

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

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

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

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



Time range
Tracks per page

Max envelopes
shown per track

Auto -adjust play
range bar

Snap to clip edge

Snap to grid

Grid spacing

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

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

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

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

Enable/disable snap to grid feature.

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

Timeline Playback Options

Timeline Options

Timeline | Playback | Audio | Fixture Control | Extemal Control | Synching | £ 4 | *

Play in a loop

MName in Cuelist: |Brave

Playback scrolling

(®) Scrol timeline after playback

Flay tracks

Audio
Video
Control
Evert

() Do nat scroll timeline

Post-playback cursor action
() Retum to last start position
(") Retum to playrange start
(®) Rlemain at stop position

Play in a loop

Name in Cue list

Scrub tracks (shift-key)

Audio
Yideo
Cortrol

Cancel Help

Play timeline in a loop.

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



Play Tracks

Scrub Tracks

Playback scrolling

Post -playback
cursor action

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

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

Select how the timeline will scroll during playback:

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

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

Select time cursor behavior following playback:
1 Return to last start position: Time cursor returns to the position it
was at when playback was last started.
1 Return to playrange start: Returns the cursor to the beginning of
the play range.
1 Remain at stop position: Time cursor remains at stopping point
after playback.

Timeline Audio Options

Tirneline Opticns

Timeline Playback Audio

Wolume level scaling:

Fiture Control ~ Bxtemal Control  Synching &4 *

I 100%

Show audio level graph
Enable Immersive Audio

Layout: | LayoutDs e

Listener: Listener01 -

[ Compensate for speaker distance

Calculate for objects inside room

Volume level
scaling

Cancel Help

Move the slider to set the main volume level for the timeline (0% -
100%).



Show audio level
graph

Enable Immersive
Audio

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

Enables the VenueMagic Immersive Audio function for this timeline.
Please see Setting Up a Timeline for Immersive Audio for more details
on these settings and the ones below it.

Timeline Fixture Control

Timeline Options

Timeline | Playback | Audio | Fidure Cortrol | Extemal Control | Synching | € * | *

Control level

1007%

[ Zero control levels after playback

Easedn on playback/stop

Easedn time (secs): |3

Lamp level scaling

Turn off lamps after
playback

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

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

QK Cancel Help

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

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

Check this optioinndopédrnireced whmerdiea
stopped. Rather than causing channels levels to jump immediately to the
start level of the timeline, it will gradually blend from its current levels to
the start levels over a specified period.

Specify the ease-in period in seconds.



Timeline External Control Options

This dialog window | et glayhaskicontalsnofbé apntrolled egternaliy me |l i ne 6 s
(i.e. MIDI device or VCS).

Timeline Options

Timeline | Playback | Audio | Fisture Control | Extemal Control | Synching | 44 | *

Trigger Play on extemal source Threshold %:

MIDI_01_NTOF_008 Select. | |0

Trigger Stop on extemal source Threshold %:

MIDI_01_MTOF_094 Select | |0

Trigger Rewind on extemal source Threshold %:

MIDI_01_CTRL_030 0

QK Cancel Help

Trigger Play on Check this box to enabl e eBlaylsutton.a l
external source Click on the adjacent S e | e butteh and choose an input source in the

Select External Control window. Since external controls input
percentage values, enter into the Threshold field the level the external

input will have to send in order to trigger the button. See Understanding
Threshold Values.

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

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

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



Timeline Options

Audio | Feture Control | Extemal Control | Synching | Security | Motes T

Require password to save changes

Erter password: esssssss

Verfy password: | ssssssss

Cancel Help

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

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

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

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




Timeline Opticns

Timeline Playback Audio

Sync source

Pt

Fiture Control  Extemal Control  Synching 44 |+

() Main clock /Master sync track

O Cther MIDI Clock {oe
Setup...
Stop at end of play range Broadcast WMMet sync
Drop-out action Channel: 1 =

() Continue on main clock

i) Continue at last speed

© Hold

Sync Source

Stop at end of play
range

Drop -out action

Broadcast VMNet
sync

Master sync timeline
Low e

Cancel Help

Select the source of VenueMagic synching.

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

1 Other: Select from the list of available sync source
types and click S e t u @ épen the setup window
for the selected type (see Synching VenueMagic
Timelines to an External Clock Source).

Check this box if you would like the timeline to stop at the
end of the play range. If left unchecked, timeline will wait
for sync source to return the time to within the play range
and run the timeline starting at that time.

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

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

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

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

Check this box and this timeline will broadcast VMNet

time code over the channel designated in the Channel

field. Any running timeline setup to use VMNet sync on
this channel will be controlled by this timeline.



(see VMNet Server and VMNet Server Settings).

Master sync Check this box if this timeline is to be considered a
timeline Aimaster synco ti melpretigonf or

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

Timeline ShowNodes Settings
(VenueMagic SC+ and above only)
This tab sets up the timeline for use with ShowNodes. The ShowNodes tab is only visible when

the ShowNodes device is checked in the Supported Devices Setup tab of the Device Setup
window.

Timeline Options d

Fixture Control ~ Extemal Control ~ Synching  ShowModes  Securty Motes |4 | %

Assign to ShowModes device | WOPNode w

] Autostart on reset

Setup Channel Merging

Cancel Help

Check the Assign to ShowNodes device  box to assign this timeline to a ShowNodes show
controller node. Select the node to assign it to in the adjacent drop list. This timeline will be

exported and uploaded to the specified node at the next Build & Upload. The drop list will only list

nodes that are capable of playing timelines, namely, show controller nodes.

Check Autostart on reset if you want the node to start playing this timeline automatically when
thenodeisreset.1 f you dondét do this, you wil!/l need
Event Table.

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

A timeline that has been assigned to a ShowNodes node can still play in the VenueMagic editor
and in the cue list. However VenueMagic is aware of the assignment so the following

t

(0]

Afconveniento features wil/| behave differently:

start



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

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

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

Special Note for Timelines Using External Time  -base

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

Export Channel Merge Modes

Export Channel Merge Modes ¥

| OK |

Cancel

Channel Mame

VirtMifflerTL. BodyFB
VirtMifflerTL.BodyLR
VirtMiflerTL . Headhod
VirthifflerTL. HeadTilt
VirtiflerTL.HeadTurn
VirtiflerTL. Mouth
VirtMifflerTL. EyeBlink

=
i
5
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Before exporting a timeline to a ShowNodes device, VenueMagic performs all channel merging
across the timeline in advance and has no awareness of merged modes at that level. In other
words, if two tracks in a timeline both include channel A, but with different merge mode settings
for each track, the actually merging of the sources for channel A takes place before the timeline is
uploaded to the node.

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

Channel Name Merge Mode
VirtMiffler L. BodyFB HTP
VirtMifflerTL. BodylLR. HTP e
VirtMifflerTL. HeadMod add
VirthifflerTL. HeadTilt Average

VirthifflerTL. HeadTurn AdiOfe
VirtMifflerTL. Mouth ScaleMax
VirthifflerTL. EyeBlink ScaleMin

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

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



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

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

Timeline Options

Audio | Fidure Control | Extemal Control | Synching | Security | Motes AL

Main timeline for show. Cue all other Timelines.

Cancel Hel

Audio Tracks

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

Normal Audio Track:

Audio

Master Sync Audio Track

A master sync audio track is identical in every way to a normal audio track with one exception:
During playback, the main timeline clock will synchronize itself to any audio file that may be



playing on the track. This will ensure all fixture effects , event s, etcé wildl remain
audio on the master sync track. Only one at a track can be a master sync track. Enable this
function for any audio track in the Audio Track General Properties window.

A master sync track is identified by a diff
Trackd | ocated in the track panel under the track

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

Lock Track
Solo Play
Disable Audio Playback

Audio Track 2

Track Main Volume

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

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

playback

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

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

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

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



Audio Track General Properties

General |A|.|diu I Envelopes | Bxemal Control | MNotes |

Track name:  Audio Track 1

Master sync track

Allow clip property/envelope edits
Allow clip sliding/sizing

Fequire password:

Track name Enter the track name to be displayed in the track panel.
Master sync track Check this box to make the audio track a master sync audio track.
Lock track Check this box to lock out any changes to track. For information on the

other track locking options, see Track Lock Functions.




Audio Track Audio Properties

WDM Output Selected ASIO Output Selected
Audio Track Properties X Audio Track Properties X
General Audio Envelopes Extemal Control  Notes General Audio Envelopes Extemal Control Notes
Select audio output: Primary iv Select left channel:  AudioOutput07 v
Select right channel: AudioOutput08 Pv
[ Mute track () Mute track
8 Enable track clip sound fx’s Enable track clip sound fx's
() Enable sound fx tails (cumently disabled by project settings) [C) Enable sound fx tails (cumently disabled by project settings)
Audio Channels Echo Audio Channels
8 Reved O Stereo Reverb O Stereo
8 Chorus > Chorus =
Flanger O Left only Flanger O Left only
& Gargle O Right only Gargle O Right only
Equalizer Equalizer (O Mix R+L (ASIO only)
Cancel Help Cancel Help
Multiple Outputs Selected Immersive Audio Selected
Audio Track Properties X Audio Track Properties X
General Audio Envelopes Extemal Control Notes General Audio Envelopes Extemal Control Notes
Select audio output:  <ikipie OUtpUs (ASIO only)s 1~ .. Select audio output: | <Immersive Audio (ASIO only)> vi(-)
() Mute track () Mute track
Enable track clip sound fx's Enable track clip sound fx's
[C) Enable sound fx tails (cumrently disabled by project settings) () Enable sound fx tails {cumently disabled by project settings)
Audio Channels Audio Channels
Stereo Stereo
O Left only O Left only
(O Right only O Right only

© Mix R+L (ASIO only) © Mix R+L (ASIO only)

Cancel Help oK Cancel Help

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

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



Mute track

Enable track clip
sound f xo0s

Enable sound fx
tails

Audio Channels

allows you to select a stereo pair.

Multiple Outputs (ASIO only in SC+ and above)

If <Multiple Outputs (ASIO only)> is selected for the audio output, a
single channel (left, right or mixed, based on the Audio Channels
selection) is simultaneously sent to multiple speakers at once. Click on
the[ €] butt on SeétMultiple Audio Quitpues For Tracks
window where you can select which speakers receive the audio for this
track and set individual output levels for each speaker.

Select audio output:  <Multiple Outputs (ASIO only)> s

Immersive Audio (ASIO only in SC+ and above)
By selecting <Immersive Audio (ASIO only), you enable the track to
output special audio using the VenueMagic Immersive Audio.

........

Select audio output: | <immersive Audio (ASIO only)>

For more information, see Setting Up an Audio Track for Immersive
Audio.

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

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

Enables sound effect tails for the track. Must be enabled globally in
Project Audio Settings window to take effect. If it is not enabled in
project settings, the check box label will include the text:

A(currently disabled by project

Also see Project Audio Settings for an explanation concerning sound
effect tails.

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

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

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

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

Mix R+L (ASIO only) : Mix left and right channels together and output to
a single ASIO channel.



Set Multiple Audio Outputs For Tracks

Set Multiple Audic Qutputs for Track >

Select Audio Outputs:

Select All | Unselect Al oK

B sudiooutputl 100,00 Cancel
B sudioOutput2 100.00 |

[ audioOutput3 100,00

[ audioOutput4 100,00

B audioOutputs 100.00

B audioOutputs 100.00

B audioOutputd 7 100.00

e

[ audioOutputog 100.00

Output Level

I 100,00

[ set level with envelope

(T Ext. cirl.

Select Audio
Outputs

Output Level

Select...

This list contains all of the ASIO audio outputs set up in the Audio
Device Setup window. Place a check to the left of each output to
receive to audio from the Audio Track.

Click Select All to select all listed outputs or Unselect All to uncheck all
of them.

The first column contains the name of the audio output, the second
shows the output level of the track sound being sent to that speaker. It
will display one of the following:

Numeric value (0 -100) i this shows the level set by the Output Level
slider (see Output Level below).

B sudioOutputl 100,00
Env i Set level with envelope output level option has been checked.
B sudicOutput2 Env

Ext ctrl T Ex. Ctrl output level option has been checked.
B sudioOutputs Ext cirl

Select how the output level will be controlled. With nothing checked, the
output level can be set using the output level slider or by entering the
value into the field to the right of the slider.

Output Level
l | 85,71

| Set level with envelope

|_JExt. ctrl. Select...

Check Set level with envelope , and an envelope line will be added to
the audio track (see Envelopes) and to the Envelope Editor when
opened for this clip.



Qutput Level

Check Ext. Ctrl to cause the track audio level the output to be controlled
by an external input. Click Select to open the Select External Control

window to select the desired external input.
Output Level

vel with envelope

Select...

Please note that the checking one of the boxes disables both the slider
and the other checkbox. To check the other checkbox, you must first
uncheck the one that is checked.

Audio Track Envelope Properties

General | Audio

Audio Track Properties

Envelopes | Extemal Control | Motes

Show Envelopes (max=10):

Pan
Volume

7]

@
L)

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

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



Audio Track External Control Properties

Audio Track Properties

General Audic  Envelopes

Extemal Contral ~ Motes

B Cortrol slider level with extemal device
B Allow mouse control of slider

Extemal source:
MIDI_02_ATCH_008

B Control master level with extemal device (in addition to slider)

External source:

VCS_010 (Mew Group 1.Channel10) Select...

Control slider level
with external device

Allow mouse control
of slider

Control master level
with external device

QK Cancel Help

Enables the track panel és main v
external source. Click the S e | e butta@n and choose an input source
in the Select External Control window.

When the main volume slider is being controlled by an external
source, it may not make sense to allow the mouse to control it at the
same time. Uncheck this box to lock out the mouse from controlling
the slider.

Check this box to enable a secondary external control of the master
volume level in addition to the slider. This does not affect the position
of the slider. Click the S e | e buttah and choose an input source in
the Select External Control window.

When enabled and properly set up, a master level marker will appear
on the track panel, sharing the slider scale. This marker will reflect the
current position of the associated external input.

Overture Right

Master external control
level marker



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

Audio Track Properties

General | Audio | Envelopes | Extemal Control | Motes

Audio Track Motes

Cancel Help

Audio Clip Properties

Audio Clip General Properties
Audio Clip Properties x

General Audic  Motes

Clip name:  helicopterpropeller-5BA-300054876 wav|

Path: C:\Users‘danol"One Drive’\Documents'WVenue Magic

Time: 33.00

B Enable playback
[ Lock clip

Cancel Help

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



Path

Time

Enable playback

Lock clip

default, this is the name of the audio file associated with the clip.
Shows the complete path of the audio file (not editable).
This field lets you explicitly set the time location of the clip on the timeline.

The time format used by the field is the same specified in the Time display
format of the Timeline Options window.

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

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

Audio Clip Audio Properties

Audio Clip Properties >

General  Audio

Motes

Volume: I 100%
Pan center: I B0 B0
4+ Left Right
Additional gain factor: 3
Enable sound fx Setup Sound FX

Enable crossfade-back Setup CFB

Volume Gain

Pan Center

Additional gain
factor

Enable sound fx

Cancel Help

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

Shifts the stereo pan center of the clip during playback. Click on t at
any time to re-center the pan setting.

Use this field to apply an additional gain factor to the audio clip. For
example, entering a value 2 would double the loudness of the clip, while
a value of 0.5 would cut the loudness in half.

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



Enable crossfade - Check this box to enable cross fade-back for the clip. Then click the
back Setup CFB button to configure cross fade-back. (see Cross Fade-back).

Audio Clip Sound Effects

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

Fi Sound FX Settings ? x
Sound FX Settings
Wet/Dry Mix (%% 50.0 [ Use Envelope
Enable Select tory (%) I - P
Oc&cho Feedback (2&) 50.0 I [ Use Envelope
[ CiReverb
() Chorus Left Delay (%) 50.0 I ] use Envelope
O Od . N
- =anast Right Delay (%) 50.0 I [Juse Envelope
[] () Gargle
[ O Egualizer
P B o Volume: I Ok Cancel

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

Checking Use Envelope for any setting will enable envelope control of the setting. Note: This
does not apply to Equalizer settings.

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

adjustments on-the-fly during playback by clicking on b to play the sound file once. The button

il e

will change images to , Which you can click to pause/resume playback. Click to play the

|
clip in a continuous loop. Click to stop playback.

Important note: It is recommended that you avoid using too many sound effects across multiple

clips. Sound effect processing requires CPU time, and applying effects to too many clips could

bog down VenueMagic, limiting its ability to effectively perform other functions (like accurate

lighting control, etcé). Naturally, faster computer ¢
You will need to experiment to determine how much your computer can handle.

For more information about the Equalizer effect, see Audio Clip Equalizer.

Audio Clip Parametric Equalizer



Fx Sound FX Settings ? >
Sound FX Settings

Enable Select
OEdho

(O)Reverb

a

Frequency (kHz): 2.000 | Type: Band-pass ~
Gain (dg): 0.00 ]
Bandwidth; 0.720 | Add | Remove
P B D Volume: I OK Cancel

Select the Equalizer effect in Sound FX Settings dialog to show the Parametric Equalizer window.
The VenueMagic Parametric Equalizer is straight forward and easy to use. By default, the
equalizer starts with 3 adjustment handles. Firstis a high-pass filter at around 100Hz to reduce
low-end noise. Similarly, there is a low-pass filter handle at around 8KHz to cut off high-
frequency sounds. Between the two is a band-pass filter at 1KHz.

Adjustment Handles

Filter Shape_

AN
"

(dp) @1eds uollenuany

Frequency Scale (Hz)

To adjust the equalizer, click on the adjustment handle at the desired frequency, then make the
desired adjustments in the control section below.



Frequency (kHz): 2.000 | Type: Band-pass o

Gain (dB): 5.32 l _
Bandwidth: 0.720 i Add | Remove
Frequency (KHz) Enter the frequency (in KHz) where you would like the adjustment

handle to reside, or move the frequency slider to the right of the entry
field. You could also click on the adjustment handle and drag it to the
left or right while holding down the Shift key.

Gain (dB) Enter the desired gain at the selected frequency in dB or move the
slider.

Bandwidth Enter the desired bandwidth associated with the selected handle or
move the slider. Note: despite the name, bandwidth, this adjustment
has no units.

Type Select the type of filter to be applied to the adjustment handle.

Type: |Band-pass

High-pass
Low-pass

Add Click this button to add an additional adjustment handle at the
frequency where the left mouse button was last clicked in the filter
shape area. You could also right-click anywhere in the filter shape area
and select Add Filter.

Add Filter

Remove Click this button to remove the currently selected adjustment handle.
To remove multiple handles ad once, hold down the Ctrl-key down while
selecting handles, then click Remove to delete all of those selected.

Make adjustments on-the-fly during playback by clicking on ;

to play the sound file once. The

button will change images to , Which you can click to pause/resume playback. Click e to

|
play the clip in a continuous loop. Click to stop playback.

Important note: It is recommended that you avoid using too many sound filters across multiple

clips. Equalization filter processing requires CPU time, and applying filters to too many clips

could bog down VenueMagic, limiting its ability to effectively perform other functions (like

accurate |lighting control, etcé). Naturally, faster
You will need to experiment to determine how much your computer can handle.

For information about the other sound effect settings, see Audio Clip Sound Effects.




Copying Audio Clip Sound Effects

It you wish to copy the sound effects from one audio clip to another (or to several others), right-
click on the audio clip in the timeline and select Copy Sound FX.

SheEherds.mEE‘-

Paste
Delete
r Sound FX
Paste Sound FX
Export Audio Profile...
Import
Add Env
Edit Env

Properties...

Then select one or more audio clips, right-click and select Paste Sound FX.

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

Cross Fade -back Overview

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

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

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

Unfortunately, your crickets wild/l fihi ccupo every

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



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

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

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

Cross Fade -back Setup

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

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

Setup Crossfade-Back

End of clip

Start of clip

Fade-out start time; !12_00 Crossfade length: IO.DO
Fade-in end time: 10'00 Segment Length: I12.EIJ

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

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

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



Cross fade bar

Setup Crossfade-Back

Cancel

Fade-out start hme: I'IEI.2E Crossfade length: [1 23
Fade-in end time: 1.33 Segment Length: |-||:|_-|5

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

To assist with alignment, the Fade-out start time and Fade-in end time fields can be edited

directly.

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

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

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




Cross fade lines
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Audio Clip Notes
Enter notes about the audio clip.

Audio Clip Properties

General ] fydio Motes

Audio Clip Notes

QK | Cancel Help

Exporting Audio Clip Profiles

(VenueMagic SC+ and above only)

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

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

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



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

deo Track:
1

Normal Vi

Video Track Panel

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

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

VideoTrackl

Track Main Volume

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

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

audio playback on this track.

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

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

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

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



Video Track General Properties
Video Clip Properti

General | Video | Audio | Notes |

Clip name: |VM25plash
Path: C:xUsers® Don*Documents VM2 5Splash bmp

Time: 0:00:01 .10

Enzble playback

[ Lock clip

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

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

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

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




Video Track Playback Properties

Video Track Properties

General

B FPlay video
B Flay audio

Playback Envelopes

Extemal Contral  Motes

B Auto-open video screen

B Show fullscreen

Player window: 1

Select monitor for fullscreen:

Monitor

@ DISPLAY

Description

Primary Display Driver

Select audio output channel:
Speakers (Reattek(R) Audio) L

Play video

Play audio

Auto -open video
screen

Show fullscreen

Player window

Select monitor for
full screen

Select audio output
channel

Cancel Help

Check this box to enable playback of videos in the Video Playback
window.
Enables playback of audio portion of video clips.

When checked, the Video Playback window automatically opens up
when the timeline is played.

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

Depending on which edition of VenueMagic you are using, you may

have up to 4 windows available for video playback. The t er m, fi-
as used here, is not synontghoddbs w
understood to be fia place to play

This list shows all monitors your computer makes available for display.
Check the monitor you wish the clips playing in this track to be displayed
on. If a selected monitor is unavailable during playback, the video will
default to playback on the primary monitor.

Select from a list of available audio outputs for the video. Note: this
output is not affected by the functions of the Audio Output Window. This
includes volume and sound effects.




Video Track Envelope Properties

Video Track Properties x|

General | Playback Envelopes | Extemal Control | Notes |

Show Envelopes {max=10):

Volume

Set D::Inrl
ok | Cancel | Hep |

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

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



Video Track External Control Properties

Video Track Properties *

General Playback Envelopes Extemal Contral  potes

B Control slider level with extemal device

B Allow mouse control of slider

Extemal source:

WVCS_005 (Mew Group 1.ChannelS) Select

B Control master level with extemnal device (in addition to slider)

Extemal source:
VC5_010 (Mew Group 1.Channel10) Select...

Cancel Help

Control slider level Enables the track panel s main v
with external device external source. Click the S e | e butta@n and choose an input source
in the Select External Control window.

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

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

Control master level Check this box to enable a secondary external control of the master

with external device volume level in addition to the slider. This does not affect the position

of the slider. Click the S e | e buttah and choose an input source in
the Select External Control window.

Video Track Notes

This window lets you enter notes about the video track.



Video Track Properties x|

‘General | Playback | Envelopes | Bdemal Control  Netes |

Video Track Motes

oK | Cancel Help

Video Clip Properties

Video Clip General Properties

Video Clip Properties x|

General | Video | Audio | Notes |

Clip name: I"u"l'l-'1 Dema Ver 01

Path: IE:\UM\Mmin\Dﬂmm&rﬂs\\ﬁdms\W Demo Ver |

¥ Enable playback
™ Lock clip

oK I Cancel Help

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




Path

Enable playback

Lock clip

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

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

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

Video Clip Video Properties

video Clip Properties x|

General Video |Pu.|din I Motes |

¥ Play audio

[ Scale video to fit screen

0K I Cancel Help

Play video

Play audio

Scale video to fit
screen

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

Enables playback of audio portion of video clip.

If checked, the video clip will fill the entire Video Playback window even
if it has to be stretched in the horizontal or vertical direction. When
unchecked, the video image maintains the proper aspect ratio. In this
mode, it is possible for the vide
black bars on the top and bottom of the window.



Video Clip Audio Properties

Wideo Clip Properties

General Video

Volume gain:

Motes

Audio synchronization (secs):

(+ = Delay, -

Volume Gain

Audio
synchronization

Cancel Help

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

In some video files, the audio portion is not in sync with the video
playback. Enter a value in seconds to adjust for the offset. A positive
number will delay the audio, correcting for the situation where the audio
is ahead of the video. A negative number will hasten the video. That
is, it will move the audio ahead of the video and is used in situation
where the audio is lagging.

In case where the actual offset is unknown, the proper value for this
field will need to be determined by trial and error. Also, if the audio and
video sync vary with time, this setting will not fix that. It is only for
constant sync problems.

Video Clip Notes Properties

Enter notes for the video clip.



x

General | Video | Audio Ntes |

ideo Clip Notes|

QK I Cancel Help

Video Playback Window

The Video Playback window facilitates the playback of videos. Show the window by selecting
ViewA Video Playback Window in the main menu.

B Video Playback n

Size the window by clicking and dragging the windows edges. Make it full screen in the current
monitor by right-clicking in the video area and selecting Full screen. Do the same to restore it to



normal size. This window can also be opened and made full screen automatically through
settings in the Video Track Playback Properties window.

Control Track s

Control tracks contain fixture effects dragged over from the Fixture Effects folder of the Project
Window.

Hili I- Sinewave

Control Track Panel
The figure below shows the function of each item in the control track panel.

Lock Track

Solo Play
Disable Playback

Contral Track 1

Track Main Level Control

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

Disable lamp Click this icon to disable playback of fixture effects on this

playback track.

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

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

Track main lamp Adjust the overall level of fixture effects on this track.
level slider



Control Track General Properties

General |Char1nels | Envelopes I BExtemal Control | Motes |

Track name:  Lamp Track 2

[ Lock track

Allow clip property/envelope edits
Allow clip sliding/sizing

Require password:

Werify paszword:

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

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




Control Track Channel Properties

Control Track Properties et

General Channels Envelopes Extemal Cortrol  Motes

=@ Channels Select
=g LeftMebula White (First Effect, Default) Channels.
=g LeftMebula. Amber (First Effect, Default)
=l LeftMebula. UV (First Effect, Default)
tures

Right Colarkey

LeftColorkey

Right 3Light

Left 3Light

Right Mebulal

Right Mebula?

roups

Replace...

-n

kB

| JolcRRoRReR

]

Settings...

QK Cancel Help

The channel tree shows which channels are currently linked to the control track. It includes three
folders:

1 Channels : Contains channels that were added to the track independent of their fixtures.
Al so referred to as Aorphanedodo channel s.
Fixtures : Contains fixtures linked to the control track.

Groups : Contains groups linked to the control track.

f
f

A single channel, fixture or group can be added to as many tracks as you like. However, it can be

added to a specific track only once. Furthermore, groups in the Group folder cannot contain

fixtures also found in the Fixture folder, nor can the Fixture folder contain channels already in the

Channels folder. Put simply: There can be no duplicate channels within the same track.

Fortunately, VenueMagic keeps track of all/l that for
VenueMagic prevents you from breaking the rules.

To select/remove channels, fixtures and groups to be included in the track, click on the Select
Channelsé button to bring up the Select Channels window.

Click the Setti ngsGbontrobllirack Ghanndl Bettisgh veindowtfdn tee selected
channel. If a fixture or compound channel (such as RGB) is selected, channel settings will be
applied to all channels below the selected item. The same applies if the Channels, Fixture or
Groups folder is selected. All channels in those folders will be affected.

You can also add channels, fixtures and groups to a control track by dragging them over from the
Fixtures and Channel Groups folders in the Project Window.



Control Track Channel Settings

Control Track Channel Settings - &I&J
. c———

Starting level zource

(71 Cumrent level at timeline start

(71 Start level of first fixture effect

Start lewel (2] 0

kerge mode: [Default -
Starting level Specifies the initial level of a channel in the track when the timeline starts
source playback from the beginning.

1 Fixed value : Channel starts with the level specified in the Start
level (%) field.

1 Current level at timeline start : Whatever level the lamp is
currently at when the timeline begins playback is where it will
start. This is useful when you want one timeline to continue
where another left off.

1 Start level of first fixture effect : Allows you to set the initial
lamp level for the channel in the track using a Level Control
fixture effect.

Control Track 2 Level Control
————

Initial level for this channel is
set by sliding envelope handle.

Start level (%) Set the starting level for the channel within the track. Available only when
Fixed value option is selected.

Merge mode The merge mode setting lets you select how the channel will be affected
by this track only (see Fixture Channel Merge Modes). For instance, if
Scale is selected, then lamp level commands for this channel coming
from this track will be merged as Scale, rather than the channel default.
When set to Default, the default channel merge mode is used. (see Edit

Fixture Settings).

If the item selection in the Control Track Channel Properties results in multiple channels being
selected, the title barwilli ncl ude the sitring A(Multiple)o




Control Track Channel Settings (Multiple) ? *

Starting level source

() Fised value
O Curert level at timeline start

() Start lewvel of first fisture effect

Merge mode:

Any setting where current settings in the selected group of channel differ will be left blank (such

Cancel

as Merge mode in the example above).

If blank fields are not changed, channels will retain their current values when OK is clicked. All

other fields will be copied into all selected channels.

Replacing Control Track Channels & Fixtures
(Only Available for VenueMagic Classic and above)

VenueMagic will let you replace a channel or fixture that has been added to a track with a fixture
or channel that is not part of the track. Select the fixture or channel that you would like to replace
and click the Replace button. This will bring up the Select Item Replacement wizard.

Replacing Track Channels

Select Item Replacements

1. This list shows the track channel you
selected to replace. Check the channel{s)to
replace it with in the list on the right.

2. This list shows project channels that can
replace the track channel to the left. This list
only shows channels cumently not included in
the track

Accu_Spot_Pro Rotating Gobos

[ Accu_Scan_250.Color -
O Accu_Scan_250.Gobo

n_. Gobo Rotation

[ Accu_Scan_250.Position. X

O Accu_Scan_250.Posttion.Y

[ Accu_Scan_250 Resst-Intemal Pro...
[ Accu_Scan_250.Shutter-Strobe

O Accu_Scan_250.5peed of Mation
[0 Accu_Spot_Pro Color

[ Accu_Spot_Pro. Dimmer {Intensity)
O Accu_Spot_Pro.Fixed Gobos

[0 Accu_Spet_Pro Focus

[ Accu_Spot_Pro. Position.Pan

[0 Accu_Spot_Pro.Position.Pan-Fine
Ma__.. LI

oo Pio Fiooaio . T

3. When you have finished selecting replacements for the channel, click "Finish"

¢ Back [t >

Fsh | [ Cancel | Help




If a channel was selected to be replaced, then the Select Item Replacement wizard will appear as
above. In the list on the left is the channel you selected to replace. On the right is a list of all the
channels that are currently not included of the track. Simply check the channel in the list on the
right that will replace the selected channel and click Finish.

You will immediately see the message:

~ N Channel replacements will not take effect until after the Control Track
‘&' Properties window is closed. Close window now?

v || No || concel |

Click Yes to close the Control Track Channel Properties window and activate the replacement. Or
click No to activate the changes later when you close the window. The important thing to
remember is that the changes will not be reflected in the Control Track Channel Properties
window until after it has been closed. It is always recommended that you click Yes to this
message.

Replacing Track Fixtures

Select Item Replacements |

1. This list shows the track fidure you selected 2. This list shows project fidures that can

to replace. Check the fodureds) to replace it replace the track fidure to the left. This list

with in the list on the right. only shows fodures cumenthy not included in the
track

Auto_Spot_150 Accu_ _250
O coLoRbank_LED Generic
O coLoRbank_LED _RGE

O coLORbank_LED_RGE_1
[OcoLoRbank_LED RGE_ 2

3. When you have finished selecting replacements for the fodure, click "Next" to fine tune your
replacements on the channel level,

< Back Next > Fiish | [ Cancel | Help




If a track fixture was selected to be replaced, then the Select Item Replacement wizard appears
as above with the selected fixture on the left, and a list of available fixtures not currently attached
to this track on the right. Check the fixture in the list on the right that you wish to replace your
selected fixture with and click Next. VenueMagic will also allow you to select multiple fixtures to
replace a single fixture, effectively splitting the fixture up.

After clicking next, the Selecting Channel Replacements window comes up.

Selecting Track Channel Replacements

Select Channel Replacements x|
1. The list to the right shows all . .
of the fixture replacements you Fixtu. | To be replaced by. |

Accu Scan 29

selected on the previous page.
Select a replacement to show
a list of fodure channel
replacements in the list below.

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

aced

Channel:

5
&

<Back | Hews | Fnsh |  Cancel | Hep |

The Select Channel Replacements window shows two lists. List 1 (on the top) shows the selected
fixture on the left side and the fixture chosen to replace that fixture (in the Select Item
Replacement window) on the right. If multiple fixtures had been chosen as replacements, then
there would be a list item for every replacement.

Click on the replacement item in List 1, and you will notice that List 2 (on the bottom) is filled with

suggested channel replacements across the two fixtures. | f you donét | i ke VenueMagi
suggestions, you can select and drag items on the right side to line them up with the desired

replacements on the right. Unused channels on the right are placed below the assigned channels

in the section labeled Unassigned channels.

VenueMagic color codes the items in the list as follows:

Mapping is across identical channel types. For example, a channel
of type dimmer is mapped to another channel of type dimmer.
The mapping is across different, but technically compatible

Yellow channels. An example of this would be mapping a dimmer channel
to a gobo wheel channel.
Mapping is illegal. This occurs when you attempt to map a
compound channel (such as RGB) to a channel that is not same




_ type (such as position). |

When you have finished arranging channel replacements to you liking, click Finish.

You will see the message:

VenueMagic 2.1 x|

% Channel replacements will not take effect until after the Lamp
¥ Track Properties window is dosed. Close window now?

Click Yes to close the Control Track Channel Properties window and activate the replacement. Or
click No to activate the changes later when you close the window. The important thing to
remember is that the changes will not be reflected in the Control Track Channel Properties
window until after it has been closed. It is always recommended that you click Yes to this
message.

Control Track Envelope Properties

| General | Channels | Envelopes | Extemnal Control | Motes |

Show Envelopes (mae=10):

[¥] Accu_Spot_2300.Color »
. Accu_Spot_300.Dimmer |_|
. .ﬁ.ccu_Spot_Eﬂ'D.Gobu

Accu_Spot_300 Gobo Rotation

Accu_Spot_300. Lamp OnCff Reset Intemal Programs

[7] Accu_Spot_300.Pesttion. Pan

Accu_Spot_300. Posttion. Tik

Accu_Spot_300.Prism Rotation Gobo Macros
Accu_Spot_300.Shutter-Strobe

Bl Ao—.. C__a AN C___d AT

Draw cortrol level ines between clips Set Color

-

oK || Cancel || Heb

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

I f you dondét want | amp | evel | i neDrawtlamplévels dr awn bet wee
between clips box.



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

Control Track External Control Properties

Control Track Properties

General Channels

Envelopes Extemal Contral  potes

Control slider level with extemal device
B Allow mouse control of slider

Extemal source:

VC5_004 (Mew Group 1.Channel4) Select...

B Control master level with extemnal device (in addition to slider)

Extemnal source:

VMNET_ESGE MIDI_01_ATCH_011 Select...

B Use extemal device level as time base

External source:

MIDI_02_ATCH_013

Stat % 0

Control slider level
with external device

Allow mouse control
of slider

Control master level
with external device

Use external device
level as time base

End%: 100

QK Cancel Help

Enabl es the tr amnpdevghamtrel blidestolmea i n
controlled by an external source. Click the S e | e outteh and choose
an input source in the Select External Control window.

When the main lamp level slider is being controlled by an external
source, it may not make sense to allow the mouse to control it at the
same time. Uncheck this box to lock out the mouse from controlling
the slider.

Check this box to enable a secondary external control of the master
fixture level for the track in addition to the slider. This does not affect
the position of the slider. Clickthe S e | e buttén and choose an
input source in the Select External Control window.

When checked, the time base for this track is provided by an external
input (see Using an External Input as a Time Base).

Using an External Input as a Time Base
(VenueMagic SC+ and above only)



With the Use external device level as time base  box checked in the Control Track External
Control Properties window , the time base for this control track is based on the current value of an
external control source rather than actual time. This makes it possible to slew back and forth in
time through this track with an external control such as a slider, for instance. The output
channels associated with this track are set to the proper values corresponding to the time
provided by the slider (or any external control source).

This handy function allows you to perform complex control of a number of different channels and
attach it to a single input source. A good example of using this capability would be an
animatronics character where movements of multiple motors is required to achieve the desire
expression, such as a smile. Build into this track the complete movement of all motors from no-
smile to smile and then connect it to a slider so that moving the slider back and forth controls the
characterdés smile.

The additional fields for this function are described below:

Use extemal device level as time base

Extemnal source:
WCS_001 (New Group 1.Channel1)

Stat % 0 End%: 100

Click the Select button and then choose an external control source from the Select External
Control window. Then specify the Start % and End % of the external control that would
correspond to the beginning and the end, of the tracks play time, respectively. The default values
of 0% and 100% give you the full range of the external control to set the time in the track.

If a track has the Use external device level as time base box checked, the associated Track
Control Panel will so indicate.

Control Track 2

Once an External Timebase track has been setup, the Play button must be pressed for the track
to be activated.

Play Button

If a timeline has some, but not all of its control tracks set up as External Timebase tracks, then
clicking Play will cause it to run like a normal timeline, and the External Timebase tracks will be
active until the timeline is stopped explicitly or until the end of playback is reached.

If all of the tracks in a timeline are set up as External Timebase tracks, clicking Play will enable
the tracks but the timeline will remain running, without time display or time cursor movement, until
it is explicitly stopped by clicking the Stop button.



The same is true when the timeline is run in the Cue List. A timeline with only some External
Timebase tracks will run normally, while one with all tracks set up as External Timebase tracks
will run continuously. In this case, the timeline will be listed in the cue list like this:

External Time Marker

Dashed vertical lines called External Timeline Markerss how t he curr e &tterndlt i meo i n e
Time Base track, as determined by the current value of the external input level specified as the
trackods external ti me base source.

0:00:00.00 oo 0:00:08:0 0:00-16:1 0:00-24:2 0:00:32:3
| ' [ [ [ ' ' ' ] L ] ' ' ' ' ' '
ScalelR Max i Level Control
| |

ScaleLR Min

LeanFB ¥ Level Control

External Time Markers

Opening External Timebase Clips in the Envelope Editor.

If a Level Control clip in an External Timebase track is opened in the Envelope Editor, the editor
will have an additional checkbox called Enable ECT.




E [Edit Envelope - Level Control o X

0:00:01.36

Enable ECT

If left unchecked, the Envelope Editor operates as normal. Click the Play . button and the clip

will be played from beginning to end. However, if you check the box, the current time is provided

by the external source assigned to the clipbds track,
Play button is disabled.

The tracks selected in the Show Play Tracks list will also playback according to the state of the
Enable ECT setting.

# Contral Trar

« Control Tra
B Contral T

Just as in a timeline being edited, the Envelope Editor will show an External Time Marker to
specify the current time specified by the external control timebase.



External Time Marker

E Edit Envelope - Level Control o X

0:00:10.32

Control Track Notes
nter notes about the control track.

| General | Channels | Envelopes | Extemal Control | Notes

Controls tombstene lamp|




Level Control

A Level Control fixture effect gives you full control of channel levels in a track by utilizing the
Envelope Editor to edit channel level profiles.

Level Control General Properties

General |Setup Recording I Record Triggering I Motes |

MName: Level Contral

Time: 0:00:03.82

Enable playback
[ Lock clip

[¥]i5cale envelopes on resize:

Name Enter the name that will appear on the clip in the timeline window. By
default, thiswi | | al ways bedo iLevel Control
Time This field lets you explicitly set the time location of the clip on the timeline.

The time format used by the field is the same specified in the Time display
format of the Timeline Options window.

Enable playback Check this box to enable playback of the clip. Uncheck it to disable lamp
control by this clip during timeline playback. It is checked by default.

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

Scale envelopes Check this box and envelope handles will be scaled horizontally when the
on resize Level Control clip is resized. Note: scaled Level Control clips can only be
scaled from the right edge, not from the left.

Level Control Setup Recording Properties
(Only Available for VenueMagic DMX+Av and above)

This window allows you to setup channels for real-time recording of DMX, MIDI and Joystick
control.



Level Control Properties X|

"General Setup Recording | Record Tﬁggeﬂngl Notes I

I Enable recording: Select recordable channels:

™ Erase before recording RGE.RGE Blue
RGEB.RGE . Green
[] RGE.RGE Red

Select channels to record:
Channels | Control Input
RGE.RGE Blue J5_1_XPOS
O R=E.RGE Green J5_1_YPOS
Import Profile. . | Match Inputs From Channel Routing | Select Input |

oK | Cancel | Hep |

By default, all of the channels associated with a Level Control fixture effect are controlled by

envelopes that are designed by the user in the timeline or in the Envelope Editor. Setting up

selected channels to be fir ec o-tindeadedrding of thdsd lédvelse nabl e you
during timeline playback.

Selecting Channels to Record

The Select recordable channels list shows all the output channels available to this Level Control
effect. Check the box on those that you wish to record. Checked items will appear in the Select
channels to record list. In this list, check those channels you wish to record during timeline
playback. Unchecked channels will not be recorded. They will playback their pre-recorded data (if
any) when the timeline is run.

Selecting Inputs to Control Recorded Channels

Perhaps a little clarification is needed at this point. The channels you have selected for recording

are actually output channels, not input channels. In the end, what we really need to record are the

input channels that are controlling the output channels. In order to do this, we must specify which

external i nput channel is controlling a firecordabl eo
Select an output channel in the Select channels to record list and click on the Select Input button.

This brings up the Select External Control window from which you can select an input channel to

control the selected output channel. While the timeline is recording, this will function similarly to

the Channel Router in that each output channel will be controlled directly by the associated input

channel.

Copying Inputs from Channel Routing

If you have already setup the Channel Router and would like to use the same inputs for
recording, click on Match Inputs From Channel Routing. This will reassign all of the recording
channels to match the inputs currently set up in the channel router and in the Routing Group
currently selected in the main screen toolbar (see Channel Routing Groups). If a record channel
is not referenced in the Channel Router, it is left alone. Note: in Channel Routing, multiple inputs




can affect a single output channel. Recording does not allow this. If multiple inputs are found for
the record channel, you will be prompted to select the desired one from a list.

The Copy Inputs from Channel Routing button performs an input copy for all the channels in the
Select channels to record list. To copy inputs from channel routing to one or more individual
channels only, first select the desired channels, then right-click on one of those selected and click
Match Input From Channel Routing.

Select channels to record:

Channels Contral Input
[] BOC_1.HeadMod.Mation Mone selected

__—— CTRL_008
Match Input From Channel Routing 1CTHLD11

Importing Profiles into Level Control Channels

Import previously exported profiles into channels by selecting the channels to be imported to from
the Select channels to record list, and then clicking Import Profile. Select the profile file and click
OK to bring up the Load Profile Channels window which will have populated the record channel
list with the channels selected in the Select channels to record list.

Recording Channels

Check the Enable recording box to enable recording for this clip. When you close the Level
Control Properties window, you will find that the Level Control clip title bar has changed color to
red and the cl| i pRetordtENABLED®WW i ncl udes i

Control (Record ENABLED)

You can also enable recording by right clicking on the clip and selecting Record Channels. Or you

can click on the . button in the timeline toolbar. This will enable recording for all selected Level
Control Clips so long as recording has been setup for each of them.

When you run the timeline, the title text changes

As soon as recording is triggered (see Level Control Record Triggering Properties) , t he c¢cl i pds
appearance changes to:




Now run the timeline. Recording of the selected channels will begin when the timeline time cursor
reaches the clip. When timeline playback stops, the new recorded data appears in the clip.

Record Lock

When the timeline stops after a recording, the clip is automatically taken out of record mode. This
is done to prevent accidentally recording over data. If you want clips to remain in record mode

after the timeline stops, can click on the record lock button . in the timeline toolbar.

For more information on real-time recording, see Real-time Recording and Editing of Channels.

Level Control Record Triggering Properties
x|

" General I Setup Reconding  Record Triggering | Motes I

—Record START trigger
" Timeline playback
" Manual (Ctd-R)

"~ First data change

* Timeline marker IStart-m-ﬂm =l

™ Extemal Ctd |N|:|ne Gelect |
Tihreshold % |C

—Record STOP trigger

" Manual (Ctd-R)
 Timeline marker I j

+ Extemal Ctd PS_1_ETN1 Select...

Threshold % |54]
oK | cancel | Heb |

Selecting a Record Trigger
Various options are available for triggering the start and stop of recording during playback.



Start Recording Triggers

Timeline playback

Manual (Ctrl-R)

First data change
(auto punch-in)

Timeline marker

External Ctrl

Recording begins immediately when the timeline is run.

Recording is toggled on/off (while timeline is running) using the Ctrl-R key
combination. This function is available in all modes.

Recording begins when the first input data is received. In other words, if you
are controlling channels with several sliders, moving one of the sliders will
start recording for the whole clip.

Recording begins at the selected timeline marker. If you start playback after
the specified marker, recording starts immediately. (see Timeline Marker)

Select an external control to trigger the start of recording. (see Selecting
External Input Devices).

Stop Recording Triggers

Manual (Ctrl-R)

Timeline marker

External Ctrl

Recording is toggled on/off (while timeline is running) using the Ctrl-R key
combination. This function is available in all modes.

Recording stops at the selected timeline marker. (see Timeline Marker)

Select an external control to trigger record stop. (see Selecting External
Input Devices).

Level Control Notes Properties
Enter notes about the level control effect.



Level Control Properties x|

General | Setup Recording  Motes I

Level Cortrol Effect Notes|

0K | Cancel | Hep

Snapshot Channels
(Only Available for VenueMagic Classic and above)

You can fis narpesthootpud level tofeall channels controlled by a Level Control fixture
effect by right-clicking on the Level Control effect and selecting Snapshot channels. Or you can

click on the . icon in the timeline toolbar. This function is available in both the timeline editor
and the envelope editor.

This function is especially useful when you
manually (you must setup channel routing to do this) and then capture the position for use in a
timeline.

Matching Recorded Endpoints

In timelines where a move has been recorded to channels in a Level Control clip, it is often
desirable to precede the clip with a non-recorded Level Control that will blend the previous
channel values into the start of the recorded levels. Manually adjusting the end points of the non-
recorded clip to the starting levels of the recorded clip can be tedious. Fortunately, this can be
done automatically by right-clicking on the non-recorded clip and selecting Match Endpoints with
Next Clip.

wi s h

t

(o]



Snapshot Channel Levels X|

Select channels to snapzshat;

COim2. TS4Frant -

T5Dim3. TS 1Lamp Cancel |
T5Dim3. TS 4Lamp

T5Dimd. T52Lamp

T5Dimd. TS 3Lamp

TSDim5.T55Lamp —
T5Dim5. TSELamp

T55potz. TS1Front ﬂ

[T CopytaFIRST handle Curee type: | Linear j
[ Copyto LAST handle
¥ Copy at time cursor

The Snapshot Channel Levels box will list all the channels controlled by the Level Control. Check
those channels you wish to snapshot.

Check the Copy to FIRST handle box if you wish to copy the captured channel values to the first
handle in the Level Controlé snvelope that corresponds to each channel. This option is available
only to the first Level Control effect on the track. In addition to this, only channels with the starting
source level set to Start level of first fixture effect will be copied. Uncheck this box if you do not
want to copy any channel values to the first handles.

Check the Copy to LAST handle box if you wish to copy the captured channel values to the last
handle in the Level Control 6s envTibapfoaisavagt correspor
available and will copy all channels controlled by the Level Control effect.

Check the Copy at time cursor box if you wish to insert new handles with the captured channel
values at the current time cursor position. This option only available if the timeline time cursor is
inside the Level Control effect.

The Curve type box lets you select the curve type that will be associated with the captured points.
Select from Step, Linear, and Spline (see Envelope Editor).

Lamp Chaser

Lamp chasers are very powerful and exciting feature of VenueMagic. VenueMagic lets you select
from a | ibrary of over 100 chaser sequences, O0r you
easy-to-learn (can you spare 1-2 minutes?) chaser sequence development language in the Lamp

Chaser Library.



Lamp Chaser General Properties

Lamp Chaser Properties X

General Setup Channel Order  Extemal Control  Motes

Name: Lamp Chaser

Time: 0:00:01.49

Enable playback
(] Lock clip

Scale envelopes on resize

Cancel Help

Name Enter the name that will appear on the clip in the timeline window. By
default, thiswi | | al ways bedfiLamp Chaser

Enable playback Check this box to enable playback of the chaser. Uncheck it to disable
lamp control by this chaser during timeline playback. It is checked by
default.

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

moved or resized.

Scale envelopes Check this box and envelope handles associated with Chaser functions will
on resize be scaled horizontally when the clip is resized. Note: scaled Chaser clips
can only be scaled from the right edge, not from the left.



Lamp Chaser Setup Properties

- Lamp Chaser Propertie

General Setup ]Channel Clrder] Extemal Corrtrol] Motes ]

Chaser program:

Sample:

Show beat markers
|

[]Chaserd 12 (4 lamps, Bbeats) = Al . . . A2

[[]Chaserd_13 {4 lamps, 2 beats)
[[]Chaserd_14 {4 lamps, & beats)

A3
[[]Chaserd_15 (4 lamps, 7 beats) L] . . . .

[[]Chaserd 16 {4 lamps, 4 beats)

Chaserd_17 (4 lamps, 4 beats)

[]Chaserd_18 {4 lamps, 4 beats) ~

Enable autobeat sync [ Advanced... Scaling: |1

v

Tap Env. Ed.

Speed: —ill,

Bbpm [ [ [

Brightness:

| 1000 % N

Chaser program

Sample

Enable auto -beat
sync

Advanced?é
button

Scaling

oK | Cancel | Help

Select a chaser sequence program f
sequences. In parentheses to the right of the chaser program name is
additional information about the sequence:

1 Nlamps: where N is the number of lamps the sequence was
designed to accommodate. If you have more lamps than specified,
the sequence will repeat every N lamps.

1 N beats: where N is the number of beats in this sequence. In other
words, the sequence will repeat every N beats.

An animated sample of the currently selected chaser sequence. The cell
names consist of letter-number combinations that specify:
1 Letter A, B, Clamp¢heatwdthin the sequence.
1 Number 1, 2, :3teratientofcséquence within the track
channels.

(Only Available for VenueMagic Classic and above)

Enable the auto-beat sync feature for this lamp chaser. Checking this box
is the first step to automatically synchronizing a lamp chaser to the beat of
an audio file (see Lamp Chaser Auto Beat Synchronization).

Opens the Advanced Auto-Sync Settings dialog window.

This time scaling factor valued is multiplied with the programmed chaser
speed. The default of 1 does not change the speed. Setting it to 2 doubles
the speed while 0.5 will cut it in half. The scaled speed is only effective
during playback and will not affect the speed in the Sample window. This
setting is most useful when used in conjunction with the Beat Tapper
function to affect how the chaser responds to the current tapper speed.



Show beat Displays chaser sequence beat markers on the lamp chaser clip in the
markers timeline. Even when enabled, beat markers will not show if the timeline
display time range is too large.
1 Auto -beat sync enabled:

1 Auto -beat sync disabled :

Chaser (Chaserd_10 -

Speed Move the slider to set the chaser speed in beats per minute. You can also
enter a BPM value manually in the adjacent field. Active only when Auto-
beat sync is not checked.

1 Tap: Check this box and the chaser will follow the beat tapped-into
the Beat Tapper. All other speed settings are ignored.

1 Env.: Checking this box will enable envelope control of the chaser
speed. The envelope value (0-100%) will vary the chaser speed
between 0 BPM and the value set in the speed field.

1 Ext.: Check to enable external control of the speed. Behaves
similarly to envelope control. Once enabled, external control must
be setup in the Lamp Chaser External Control Properties window.

Brightness: Functions similarly to the Speed setting, except brightness control is active
regardless of whether Auto-beat sync is checked or not.



Lamp Chaser Channel Order Properties

Generl I Setup  Channel Order | Edemal Control I Motes I
Drag to change channel order:
Chaser Channels | Seq | Excluded Channels -~
04Channel.Levell Al A2078 Colorl
04Channel.Level2 B1 AZ078 Color2
04Channel.Level3 i A2078 Position.Pan
04Channel.Leveld D1 AZ078 Position. Tilt
(2Channel Levell AZ AZ2078 Speed
ilChannel Level2 BZ AZ2078 Hfect
AZ078 Prism =
AZ078 Iis
AZ078.Prism_Rotation
AZ078.Shutter
AZ2078 Gobo_Rotation
AZ078 Focus
AZ078 Gobol
AZ078 Gaobo
A2078 Color1 =

Reorder by DVIX Address |

x|

ok | cancel |

Help

If your chaser lamps are flashing out of order, you can reorder them by dragging them around the
Chaser Channel list. For explanation of the codes in the Sequence (Seq) column, see Lamp
channel i

Chaser Setup Properties. | f

into the Excluded Channels list. When a lamp chaser is first added to a control track (or when
more channels are added to the track) the chaser will automatically exclude all channels except
dimmer and RGB type channels (see Fixture Channel Types). If you actually wish to include
these channel types, you will need to drag them back into the Chaser Channel list yourself.

Click the Reorder by DMX Address button to reorder the channels in the lamp chaser by DMX
address. This is useful if you have rearranged fixtures in the Add Fixtures window and would like

to quickly t Ithsealsocubetulsf gau deed acghick way &lresed r d e r .

rearrange

channel ordering to the default.

you

donot

want

uded

n

t



Lamp Chaser External Control Properties

Lamp Chaser Properties

Geneml] Setup ] Channel Order  Extemal Control ]Ncltes ]

Chaser Speed extemal source:

MIDI_01_NTOF_014 Select...

Chaszer Level extemal control source:
MIDI_01_NTOF_041

QK Cancel Help
Chaser Speed external External control of lamp chaser Speed function.Cl i ¢k Sel
source: button to open Select External Control dialog window. External

control will scale the chaser speed between 0 bpm and the speed
set in the Lamp Chaser Setup Properties window. External control of
the speed must be also enabled in the same window.

Chaser Level external Selects external control of chaser lamp level. Functions similarly to
source: Chaser Speed external source above.

Lamp Chaser Notes
Enter notes about the lamp chaser.

e



Lamp Chaser Properties

Geneml] Setup ] Channel Order | Bxtemal Control  Motes

|Lan'u:: Chaser Motes

ok | cancel | Help |

Lamp Chaser Auto Beat Synchronization
(Only Available for VenueMagic DMX+AV and above)

A powerful feature of lamp chasers is the ability to automatically synchronize to the beat of music
in an audio file. This can be done by following these steps:

1. Select an audio file from the Audio folder in the Project Window and drag it into an audio
track on the timeline. It is important that the music you select has a clearly distinguishable
beat.

2. Drag the Lamp Chaser from the Fixture Effects folder in the Project Window into a control
track.

3. Double-click on the lamp chaser clip on the timeline to bring up the Lamp Chaser
Properties window and select the Setup tab.

4. Select a desired chaser program and then check the Enable auto-beat sync box. Now

click OK. The chaser clip should now look something like this:
Chaser {Chaser3 10 - L

Note the word AUnsyncheddhisitelis youhhat atadbaas e c | i p t i t |
is enabled, butthec haser hasnét been synched yet.



5. Inthe timeline, identify the start of the beat in the audio file and line-up the beginning of
the chaser clip to that beat as shown below:

jo1:08 uu-uuim-m 00:00:02:00 W i [ uuiuz

Lemp Chaser (Chaserd_17 - Unsynched)

ST

This tells the beat detector which beat you want to sync to.

(Note: you may need to expand the timeline to get a closer view using the -
buttons on the timeline toolbar.)

6. Now, select both the chaser clip and the audio clip (click on one to select it, then click on
the other while holding down the CTRL key to select both).

7. Right-click on the chaser clip and select Sync Chaser BMP. This will bring up the Sync

Chaser Beat dialog window. For now, just click OK. After a few seconds, you should see
a message that looks like this:

VenueMagic

4 lx Detected scaled tempo of 61.7 bpm.

Click

You are now synched-up and ready to go!

Auto Synching Problems

VenueMagic will do the best it can to detect the beat of the selected music and sync to it. If the
music does not have a clearly distinguishable beat or if the beat is erratic or changing,
VenueMagic may not get it exactly right. It may not be able to find the beat at all. In that case you
will see this message:



VenueMagic

l; Unable to detect beat,

QK

If VenueMagic has trouble finding the beat, you may try some or all of the following:

1.

Try breaking the music into sections by inserting a different chaser clip for each section.
This is especially useful for songs that change tempo a lot.

00:00 00:00:35:08 00:01:10:12 00:01:45:18 00:02:20:28 00:0%)
S S T S T T B O S S O WO NN (S T WO SO SO T N SO SO S S T

amp Chaser (Chaserd 17 - Synched at 108 Lamp Chaser (O8 Lamp Chaser (Cheserd_17 - Synched at 52 85 bo i

The beat detection function searches for the most prominent beat across the length of the
music corresponding to the chaser clip and applies it to the whole chaser clip. It will not
detect and sync to tempo changes along the same chaser clip.

Change the Minimum BPM in the Advanced Auto-Sync Settings dialog window. This
value tells VenueMagic where to look for the most prominent beat. This value defaults to
45 bpm.

Many songs will apply a strong beat at the beginning of a rhythmic pattern which could
confuse beat detection and give you a very low BMP (10-20 or even lower) if this limit is
set too low. However, in some cases this may be the only beat VenueMagic is able to
lock on to. Try lowering the number in degrees and testing the results. You can then
speed up the tempo by setting the Multiply by scaling value in the Sync Chaser Beat
window.

In very rare occasions VenueMagic may be able to extract a beat from rhythmic patterns
that occur above the actual beat of the song. Change the Maximum BPM in the
Advanced Auto-Sync Settings to a higher value and see what happens. You can then
slow down the beat by setting the Divide by scaling value in the Sync Chaser Beat
window.

Sometimes, VenueMagiccani denti fy the tempo ( BP MJockorf
to the precise beat. Try varying the Beat lock margin value in the Advanced Auto-Sync
Settings window by small amounts and see if it helps.

The beat detection functions works in two steps: First, it identifies a tempo based on the

t

he

most prominent beat. Then ittriestolockon t o t he strongest awudio

song

Apul s



of where it predicts the actual beat should be. This helps adjust for minor (usually
imperceptible) tempo variations within the music. The Beat lock margin tells VenueMagic
how far to stray from the predicted beat position to find the actual beat.

Actual beat
position

Predicted beat
position

__J

Beat lock margin

5. Some songs may confuse the beat lock function even though the BPM calculation is fairly
accurate. You can disable this feature by un-checking the Auto-beat lock box in the
Advanced Auto-Sync Settings window. Keep in mind that this may cause the chaser beat
to drift out of sync with the music overtime.Us e mul ti pl e chaser-clips to |
synco the chaser beat by manual adjustment of eac

6. When all else fails, you may need to sync to the beat the old-fashioned way. Uncheck the
Enable auto-beat sync box in the Lamp Chaser Setup Properties window. Then, through
trial and error, adjust the chaser speed manually until you have a close match. Again, it
may be necessary to use multiple chaser clips so that you can re-sync periodically.

With auto-beat sync disabled, your chaser clip will look something like this:

Chaser {Chaser3 10 -

Sync Chaser Beat

This dialog comes up when -upmenu ®ionis sel€ched fsomthe BMPEé pop
timeline (see Lamp Chaser Auto Beat Synchronization). After setting the desired parameter(s),
click OK to begin beat detection.




Sync Chaser Beat §|

Audio file:

C:ADocuments and Settingz\Owhnerkdp
D ocuments'Wenuet agichéudioLibb02 Keep Holding Cancel
Ol way

Start time:  |54.1 TECE
Length: 16.7 IBCE
Scaling
* Mo zzaling
" Multiply by

" Divide by (=2

Audio file: Shows the path of the audio file chaser will be synched to.

Start time: The start time of the lamp chaser clip with respect to the beginning of the audio
clip. This field is not editable.

Length: The length of the chaser clip. This field is not editable.

Scaling After the tempo of the audio file is detected, it can be scaled to make the chaser
beat faster of slower. Select from the following:
1 No scaling : Do not perform any scaling of the detected tempo.
1 Multiply by : Multiply detected tempo by the specified amount to make
the beat faster.

1 Divide by: Divide detected tempo by the specified amount to make the
beat slower.

Note: Scaling the chaser beat will have no effect on the actual tempo of the
music.

Advanced Auto -Sync Settings

This dialog window i s opened.LamypChasbré&Setup ®Propemiese dé butt on
window. For more explanation of the settings in this window, see Auto-Synching Problems.




Advance Auto-Sync Settings

Minimum BPK: |45
b aximum BPR: | 230

v Auto-beat lock

Cancel

Eeat-lock margin (%] |5.0

Minimum BPM: Specifies the lowest tempo in beats per minute that VenueMagic will
consider while attempting to detect the tempo and beat of a music file.

Maximum BPM: Specifies the highest tempo in beats per minute that VenueMagic will
consider while attempting to detect the tempo and beat of a music file.

Auto -beat lock Checked by default. Uncheck this box to disable the auto beat-lock
feature of the VenueMagic beat sync function.

Beat-lock margin: How far the beat-lock function will stray from the predicted beat position
to attempt to locate the actual beat. Value is a percentage of the
calculated beat length.

Lamp Chaser Library

(Only Available for VenueMagic Classic and above)

The Lamp Chaser Library provides a quick and easy way to create custom chaser programs.
VenueMagic provides a simple, text-based chaser sequence design code that is both powerful
and easy to learn.



Chaser Library

—— Chaser Preview

X
B / Window

Chaser peogram: Test speed _I
Chaserd_26 -

Chaserd_27 . —
Chaserd 28 Progeam code: Chaser Program

Chased_29 [F100] [RO]AD-ABCD-Be- / Editor
Chaseed_30

Chaserd_31
Chazets_
Chaserd 01
Chaser8_02

Chaserf_03 w —— Program Compile
. ; Results Window

Mesw Delete Compie WCCEsE: /

| Chars=21

Charnel=4
Peniodz=4,00

ok | Cancel |

The following steps summarize the process of creating a chaser program:

1. Click the New button under the Chaser program list to add a hew chaser program to the
' ist call ed YolwlmnptetChaats etrhbe new program is selecte
moded so that you can type ilfgouwishdiorchangethe name f or t
name later, select the program in the list by clicking on it, then click on it again to re-enter
edit mode.

2. Click in the Chaser Program Editor and enter code for the chaser program.

3. Click on the Compile button to compile and plot the chaser program. If there are no
errors, the Program Compile Results window will s
of characters in the code, how many channels are in the sequence, and how many
periods (beats) are in the sequence. The Chaser Preview Window shows an example of
what the chaser will look like.

Writing Chaser Program Code

Writing chaser code is simple.

First, the letters of the alphabet (A, B, C, to Z) represent lamps. This will allow your programs to
include up to 26 lamps. Letters cannot be skipped. In other words, if you wish to program a
sequence using 4 lamps, you must use A, B, C & D.

Cycles and Periods



A chaser program represents a repeating sequence called a cycle . A cycle is divided into
segments called periods, whi ch are r epr edign tcd A thysdrieriggamisa s h (A
simply a collection of different lamp patterns for each period in a cycle.

So, a basic chaser that flashes four lamps in sequence, one after another, will look like this:

A-B-C-D
Suppose you wanted the lamps A and B to be on simultaneously, followed by C and B turned on
simultaneously. Her e s t he code that would accomplish this:
AB- CD

Pretty simple? Try to figure out this program:

A- AB- ABG ABCD BCD CD D

Quarter Periods
The forward sl ash ( fA/ oWhatdeyputhnk taenprogram belowfwillao?p er i od .
Try it. (note that spaces and carriage returns are ignored):

A/BIC/D/
AIIBIICIIDII
AIBIICIIDI
A-B-C-D

Chaser Pulse Width

You will notice the even though we are using quarter periods, the lamps stay on for a whole
period, making a confusing mess. The time a lamp remains on is called the pulse width. You can
change the pulse width using the command:

[Wn] (pulse width)

where n is a number between 0-100 specifying the pulse width as a percentage of aperiod. Let 6 s
try our last program a little differently.

[W25] A/B/C/D/
[W50] A//B//CIIDII
[W75] A/I/BIICIIDII
[W100] A -B-C D

Rise Time & Fall Time
Make the lamps dissolve on and off by changing the rise and fall time using the commands:

[Rn] (rise time)
[F n] (fall time)

where n is a number (0 1 100) specifying the rise/fall time as a percentage of the pulse width.

Example:
[W50][R25][F25] A -B-CGD

Lamp Level
Scale the lamp level using the command:

[L n] (lamp level)



where n is a number (0 i 100) specifying the lamp level.

Example:
[W50][R25][F25] [L100]A - [L50]B -[L100]C - [L50]D

Built -in Fixture Effects

In addition to Level Control and Lamp Chaser effects, VenueMagic provides an assortment of

specialized built-in fixture effects designed to display specific effect patterns. Internally, these

fixture effects are based on mathematical equations and are intended to simulate lighting

fphenomenad0 such as |l ightning, candlelight, Thereare i se/ sunse
also effects designed to control moving light fixtures to draw circles, figure-8 6s r andom patterns,
etcé

V e n u e MaRByilt-io Bixdure Effects library is always growing, and you can download new
libraries as they come from the VenueMagic website.

Built -in Fixture Effect General Properties

The appearance of the built-in fixture effecté &eneral Properties dialog window will appear
different for each different fixture effect. However, the setting fields remain constant. This window
is for the Candelabra Effect, but the descriptions below apply to all fixture effects.

Paparazzi Properties *

General Settings Channel Order  Motes

Name: Faparazzi

Time: 0:00:46.24

Enable playback
(] Lock clip

|| Scale envelopes on resize

Cancel Help

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

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



Enable playback

Lock clip

Scale envelopes
on resize

format of the Timeline Options window.

Check this box to enable playback of the clip. Uncheck it to disable lamp
control by this clip during timeline playback. It is checked by default.

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

Check this box and envelope handles associated with effect settings will
be scaled horizontally when the clip is resized. Note: scaled effect clips
can only be scaled from the right edge, not from the left.

Built -in Fixture Effect Settings Properties

The appearance of the Fixture Effect Settings Properties dialog window will appear different for
each different fixture effect. This window is for the Candelabra Effect, but the descriptions below
apply to all fixture effects.

=
"General Settings |Char1nel Orderl Notes I
Channel: Select type:
WEMC1_1.Bass ~| O Mone
WEMCT_1 Treble Candelabr

ED4038_1.Selection
ED4038_1.5peed
ED4038.5election
ED4038.5peed
ED40328_1.RGB.Red
ED4038_1.RGB.Green
ED40328_1.RGB.Blue
ED4038.RGE.Red

Select parameter to set:

Lamp Effect Help... | e I 0.0 |

Fame level 80.0 Parameter value: |100.0

|

Flutter level 250 J
Flutter speed H0.0

[ Set parameter with envelope

Select.. |

[T Bd. cid.

o 1]

Cancel | Hep |

Channel:

Select type:

This list contains all the channels currently linked to the track in which the
Fixture Effect clip resides. They are listed in alphabetical order. Select the
channel for which you would like to modify fixture effect settings. Selecting
[Global Settings] at the top of the list will allow you to modify settings that
will affect all the channels together.

Choose a fixture effect variation type for the selected channel.

Each VenueMagic fixture effect offers one or more variations of the effect
that can be applied to a specific channel. For example, for effects that
depend on lamp color (such as in the Sunrise RGB and Sunset RGB
effects), a type will be provided for each colored lamp. Another example is
when effects that require coordination between two motion axes (such as
in the Circle effect). There is one variation type for the Pan axis and one



Select parameter
to set:

Parameter value:

Set parameter
with envelope:

Ext. ctrl.

Ending lamp
value:

Fixture Effect
Hel pé

for the Tilt axis (or X & Y axes for scanning lamp heads).

When a fixture effect is first added to a track, or when additional channels
are added to the track thereafter, VenueMagic will do its best to
automatically select the right type for the right channel based on the

c hannel 6 s FittupegChannelsTgpes). Afterwards, you can go
through the list and make any changes you feel are necessary.

If you want a channel to be unaffected by the fixture effect, select None.

This list shows all the parameters associated with the selected variation
type. Select the one you wish to modify.

Change the value of the selected parameter by moving the slider, or by
entering the value directly into the field.

Most of the fixture effects will allow you control certain parameters using
envelopes. Check this box to enable envelope control of the selected
parameter.

Lamp effect parameters can be also be controlled in real-time by an
external input. To enable this, check this box then click Select to bring up
the Select External Control window.

[™ | Setparameter with envelope

P e

r5_1 _fP05

Checking this box also disables setting the parameter with an envelope.
Some fixture effects use a random value generator to create its effect. This
means that the final channel level at the end of the clip is unpredictable.
Set this value (0-100) to force the final channel level to the desire value.

Click this button to bring up a help window specific to this fixture effect.

Copying Parameter Settings from One Channel to Another
Once you have setup the desired parameters for a channel, you can copy and paste those
settings to other channels by following these steps:



1. Right-click on the channel you wish to copy and select Copy.

Channel:

[Global Settinns] A
LEAF Copy Channel

Paste Channel

[0 —

LBART Leveld

LBARZ Levell

LBARZ Level2

LBARZ Leveld W

2. Select the channels you would like to paste to, then right-click again and select Paste.
Channel:

[Global Settings] A
LBAR1. Levell

LBAR1.Le Copy Channel
LBAR1.Lg

Paste Channel

LBARZ Level

LBARZ Level2
LBARZ Lewveld W

Built -in Fixture Effect Channel Order Properties

Some fixture effects use the channel sequence number to vary the effect (such as in the Pan
Wave and Tilt Wave effects). This makes channel order important. Rearrange the channel order

by dragging them in around in this window.

Sinewave Properties

General Settings Channel Order  Notes

Drag to change channel order:

Channels Seq ™
LEG4 4 |eveld 1
LEG4_4 Leveld 2
LEG4 4 |evel? 3
LEG4_4. Levell 4
LEG4 3 leveld 5
LEG4_3.Leveld &
LEG4 3 level2 7
LEG4_3.Levell g
LEG4 2 leveld 9
LEG4_2 Leveld 10
LEG4 2 level? 1h
LEG4_2 Levell 12w

Reorder by DMX Address Reverse

Help

X




Note: the sequence number column (Seq) represents the sequence within the fixture effect. As
you reorder channels, this column will not change.

Click the Reorder by DMX Address button to reorder the channels in the fixture effect by DMX

address. This is useful if you have rearranged fixtures in the Add Fixtures window and would like
to quickly rearrange tlthsalsocubetulsfgau Geed acghick way eolresedb r d e r .
channel ordering to the default.

Click Reverse to reverse the current channel order.

Built -in Fixture Effect Notes
Enter notes about the fixture effect.

()

Candelabra Properties

Geneml] Seﬂings] Channel Order  Motes l

Candelabra Motes

QK | Cancel Help

Event Tracks
(Only Available for VenueMagic Classic and above)

Event tracks contain events that have been dragged over from the Events folder of the Project
Window.

Midi Events

If you right click on and event on the track that is either a Run Timeline or Screen Command
event, the pop-up menu will include the options to open that timeline or screen into the editor.




verture 2812-Primary” in Editor

CamTest" in Editor

Properties...

Event Track Panel
The figure below shows the function of each item in the event track panel.

Ewvent Track 10

Enable Real-Time Event Recording
Lock Track

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

Pin track to page

Disable events

Solo play

Lock track

Enable real -time
event recording

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

Click this icon to disable playback of events on this track.
When enabled, only this event track will be active during
playback. No other event track will play.

Lock track to changes.

Enables real-time recording of events for this track. (See Real-
time Recording of Events).




Event Track General Properties

Event Track Properties *

General Events Extemal Control Motes

Track name: |'I"|melines|

[ Lock track

Mlow clip property/envelope edits

Mlow clip sliding/sizing

Require password:

Cancel Help

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

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

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

Event Track Event Properties

Event Track Properties >

General Events Extemal Control Notes

Preload "Run Timeline" events

Cancel Help

Disable events Check to disable events on this track.

Pr el oad @ RL Check this box if you would like VenueMagic to pre-load the timelines
Timelined especified by all of the trackds

f



playback. This will ensure greater accuracy for the triggering of these
timelines at their designated times. The trade-off is that if there are many
ARun Timelined events there may b
timeline and the actual start of playback. If accuracy is not important,
leave this box unchecked.

Event Track External Control Properties
(VenueMagic SC+ and above only)

Event Track Properties *

General Events Extemal Control  Notes

[1ise extemal device level as time base!

Extemal source:
MCS_007 (Volumes Alert Alams) Select .

Start % D End%: [100

|:| Events trigger on reverse time

Cancel Help

This screen is for setting up the Event Track to use an external input for a time base and is similar
in function to the same features available to Control Tracks as set up in the Control Track
External Control Properties window.

With the Use external device level as time base box checked, the time source for this track

becomes the specified External source r at her than the parent timelineds |
Start % and End % fields specify the values provided by the external control that would

correspond to the beginning and the end of the tracks play time, respectively. The default values

of 0% and 100% give you the full range of the external control to set the time in the track.

Once enabled, events on the event track are triggered as the value of the external control crosses
the event going in the forward (lower to higher value) direction. After being triggered, the event
trigger is reset when the external event value crosses the event in the reverse (higher to lower
value) direction.

The reverse is true when the Events trigger in reverse time  box is checked. In this case, the
event is triggered as the external control crosses the event while decreasing in value (reverse
direction) and is reset when the value crosses it while increasing (forward direction).

All this functions similarly to setting up events in the Event Table to trigger at specific values of a
source input (and when moving in a specific direction), but it is much easier to implement.

Just as with Control Tracks, and Event Track setup with an external device as a time base will so
indicate in the Event Track Panel.




Ewvent Track 1

Event Track Notes

Enter notes about the event track.
Event Track Properties >

General Everts Extemal Control Notes

Event Track MNates|

Cancel Help

Cue List Command Event

The Cue List Command event executes one of several commands that effect execution of a
single item or all items of the Cue List.

Cue List Command Event General Properties

General | Event | VMNet | Conditions | Notes |

Event type: Cue List Command
Event name: Cue List Command

Time: 0:00:07.83

Marker shape: . ‘ Up/down pointer ‘ Set Marker Color...

|:| Trigger on post-event start time
Enable playback
[ Lock clip

Event type: Describes the event type. In this case it is a Cue List Command event.



Event name:

Time

Marker shape:

Set Mar ker
button

Trigger on post -
event start time.

Enable playback

Lock clip

The name of the event as it will appear in the status bar and in tool tips
when the mouse cursor passes over the event.

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

Select a desired shape for the event marker. Event markers are not
resizable (as are audio clips and fixture effect clips) because they are
executed at a specific instance in time rather than over a range of time.

Choose a color for the marker. When event markers are first dragged
into an event track, they appear in a dark gray color. This indicates that
the event has not yet been setup. After it has been setup, is assumes its
proper color.

When this is checked, the event will trigger immediately if playback is
started after the event. If unchecked, the event will only trigger at the
event. Playback must start before or on the event.

Uncheck this box to prevent the event from triggering during playback.

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

Cue List Command Event Properties

Cue List Command Event Properties ﬂ

"General Event |‘u’MNe°t| Conditionsl Notes I

Cue list command: IF‘ause item j

Cue list tem name: ITImeIine1|

0k | cCancd | Hep |

Select a Cue List command from the Cue list command selector box. Some of the commands are
directed to all of the cue items currently running in the Cue List. Other commands affect a specific
item in the list, so a name is required in the Cue list item name field. This name is the name that
appears in the Cue column of the Cue List when a cue is running, and is set in the Name in
Cuelist field in the Timeline Playback Options window for timelines, or the Playlist Playback




Options for playlists. For audio files, it will be the name of the file, with extension (for example,
iMy Song. wavo) .

The Play Audio Event and the Run Timeline Event allow you to change the name for audio files
and timelines triggered by those events. Cue Buttons also allow this.

The following list shows the available commands and their descriptions:

Stop item Stop playback of specified item and
remove it from the cue list.

Pause item Pause playback of specified item in the
cue list

Resume item Resume playback of a specified item that
is currently paused.

End loop If a specified item is playing in a loop,
this event will prevent the item from
looping after the current playback.

Stop all Stop playback of all items and remove
them from the cue list.

Pause all Pause playback of all items in the cue
list.

Resume all Resume playback of all paused items in
the cue list.

End all loops Any items in the cue list that are playing
in a loop will stop at the end of the
current playback.

Mute all Mute all sound.

Unmute all Unmute all sound.

Disable lamps

Enable lamps

Cue List Command

Disable all lamp control.

Enable all lamp control.

Event VMNet Properties



Cue List Command Event Properties ﬂ

.Generclll Event VMNet |Conditior15| Notes I

ok | cancel | Help |

With Send to VMNet remote checked the Cue List Command event is routed to a VMNet server
on the network by way of the selected client (see VMNet, Project VMNet Settings).

Cue List Command Event Conditions
Setup event trigger conditions (see Event Conditions).

Cue List Command Event Notes
Enter notes about event.

Cue List Command Event Properties ll

‘General | Event | VMNet | Condtions Notes |

Cue List Command Notes

QK I Cancel Help

Event Table Event

The Event Table event executes an event in the Event Table. This allows you to reuse events
that you have already created and added to the event table.



Event Table Event Prog

Event Table Event General Properties

General | Evert ICond'rtions I MNotes |

Evert type:
Ewent name:

Time:

Marker shape:

[ Lock clip

Event Table Event

Event Table Event

0:00:053.32

~ ‘ Up/down pointer ‘ Set Marker Calor...

|:| Trigger on post-event start time
Enable playback

Event type:

Event name:

Time

Marker shape:

Set Mar
button

ker

Trigger on post -
event start time.

Enable playback

Lock clip

Describes the event type. In this case it is an Event Table event.

The name of the event as it will appear in the status bar and in tool tips
when the mouse cursor passes over the event.

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

Select a desired shape for the event marker. Event markers are not
resizable (as are audio clips and fixture effect clips) because they are
executed at a specific instance in time rather than over a range of time.

Choose a color for the marker. When event markers are first dragged
into an event track, they appear in a dark gray color. This indicates that
the event has not yet been setup. After it has been setup, is assumes its
proper color.

When this is checked, the event will trigger immediately if playback is
started after the event. If unchecked, the event will only trigger at the
event. Playback must start before or on the event.

Uncheck this box to prevent the event from triggering during playback.

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



Event Table Event Properties

Event Table Event Properties - Event Table Event x

General Event WMMet Condtions ShowModes Notes
(L] Fiter by: Linassigned:

Select evert: | RetumMMNetEvent ™

[ lgnare event condition

Cancel Help

The Select event drop-down lists all of the events currently defined in the Event Table. Select the
event that you would like the Event Table Event to execute. Check the Ignore event condition box
if you would like the conditions associated with the event in the event table to be ignored.
Checking this box does not affect the conditions defined for the Event Table Event.

Check Filter by and select an event table filter to filter the Select event list by (see Event Table).

If VMNet Properties was set up to use VMNet, the Select event drop list will list even table events
in the specified remote.

Important Note on VMNet and Renaming Events

VMNet references event table events by name. Suppose this event is set up to trigger a specific
event in the event table of a remote server. If you change the name of the event in the event
table on that server, then this event on the client will no longer work. You will need to come back
to this window and select the event again.

Event Table Event VMNet Properties



Event Table Event Properties - Event Table Event *

General Event VMNet Condtions ShowMNodes MNotes

Send to VMMNet remote:

ESGE ~

Cancel Help

With Send to VMNet remote checked the Cue List Command event is routed to a VMNet server
on the network by way of the selected client (see VMNet, Project VMNet Settings).

Event Table Event Conditions
Setup event trigger conditions (see Event Conditions).

Event Table Event Notes
Enter notes about event.



Geneml] Evert ] Conditions ~ MNotes

Event Motes

MIDI Out Event

A MIDI Out event will send a stream of MIDI commands out the default MIDI out port (see MIDI

Device Setup).
MIDI Out Event General Properties

MIDI Out Event Properties - Midi Out >

General Event VMMet Condtions Motes

Evert type: Midi Out

Event name: Midi Out

Time: 7.52

Marker shape: Set Marker Color...

e ‘ Up/down pointer

[:] Trigger on post-event start time

B Enable playback
] Lock clip
Cancel Help
Event type: Describes the event type. In this case it is a Midi Out event.
Event name: The name of the event as it will appear in the status bar and in tool tips

when the mouse cursor passes over the event.



Time

Marker shape:

Set Mar ker
button

Trigger on post -
event start time.

Enable playback

Lock clip

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

Select a desired shape for the event marker. Event markers are not
resizable (as are audio clips and fixture effect clips) because they are
executed at a specific instance in time rather than over a range of time.

Choose a color for the marker. When event markers are first dragged
into an event track, they appear in a dark gray color. This indicates that
the event has not yet been setup. After it has been setup, is assumes its
proper color.

When this is checked, the event will trigger immediately if playback is
started after the event. If unchecked, the event will only trigger at the
event. Playback must start before or on the event.

Uncheck this box to prevent the event from triggering during playback.

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

MIDI Out Event Properties
MIDI Out Event Properties - Midi Out >

General Evert VWMMet Condtions Motes

MIDI Messages (sent in order):

[Ch 1] Mate On: Note=0 Velocity=0 Add...
Song Select: 2 Edit
[Ch 1] Contraller: Controller-23=122
Song Position: 3 Remaove
Move up
Move down

] Route to MIDI input

MIDI Messages

Cancel Help

A list of MIDI messages that will be sent out, in order, when the event is
triggered.



Addé

Edité

Remove
Move up
Move down

Route to MIDI input

Add a message to the list. Brings up the Select MIDI Message dialog
window.

Brings up the Select MIDI Message dialog to modify the selected midi
message.

Remove selected message(s) from the list.

Move selected message up in the list.

Move selected message down in the list.

Sends the command to VenueMagicods
to the MIDI output. This is useful if you are controlling a MIDI output with

a VCS slider and you need the slider to know if an event has sent a
message to the same MIDI control.

MIDI Out Event Select Midi Message

Select MIDI Message

X

Capture MIDI Meszage ‘

Message tppe: |pmg,am Change j Channet {1«

Pragrarm value: 4

ok | Cancel

Select a MIDI message type in the Message type box. The rest of the dialog will modify itself by
adding or removing fields to allow for appropriate data entry for the selected type.

Click Capture MIDI Message to bring up the Capture MIDI Message window.

Capture MIDI Message

This window provides a real-time display of the most recent MIDI messags received over the
default MIDI input device (see MIDI Device Setup).




Capture Midi Message

YWaiting to capture one of the following 0k
MIDI meszages:

Controller ~ Caricel

MIDI Start _ o
MIDI Stop Moanitar Midi...
Mote Off

Mote On

Fitch Wheel

Program Change

Song Position v

il

Channel;

Captured: Mo meszage captured

Click OK to capture the currently displayed message and send it back to the Select MIDI
Message window.

Click the Monitor Mi dMIB Ménitot window. t o br i ng up the

MIDI Out Event VMNet Properties

MIDI Out Event Properties - Midi Cut >

General Evert VYMNet Conditions Motes

B Send to VMNet remote:

£5G7 F o

Cancel Help

With Send to VMNet remote checked the Cue List Command event is routed to a VMNet server
on the network by way of the selected client (see VMNet, Project VMNet Settings).




MIDI Out Event Conditions

Setup event trigger conditions (see Event Conditions).

MIDI Out Event Notes

Enter notes about event.
|

.Generclll Event I Condtions Motes |

Midi Out Event Notes

QK I Cancel Help

Multi -Event Event
The Multi-Event event executes multiple events at once.

Multi -Event Event General Properties

Multi-Event Events can be populated with a list or tree of events that can be executed in one of
several selectable modes (see Multi-Event Event Properties).

General | Evert | Condtions | Notes |

Event type: Multi-Event
Event name: Multi-Event

Time: 0:00:11.23

Marker shape: | _ ‘ Up/down pointer ‘ Set Marker Color...

|:| Trigger on post-event start time
Enable playback
[ Lock clip




Event type:

Event name:

Time

Marker shape:

Set Mar ker
button

Trigger on post -
event start time.

Enable playback

Lock clip

Describes the event type. In this case it is a Multi-Event event.

The name of the event as it will appear in the status bar and in tool tips
when the mouse cursor passes over the event.

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

Select a desired shape for the event marker. Event markers are not
resizable (as are audio clips and fixture effect clips) because they are
executed at a specific instance in time rather than over a range of time.

Choose a color for the marker. When event markers are first dragged
into an event track, they appear in a dark gray color. This indicates that
the event has not yet been setup. After it has been setup, is assumes its
proper color.

When this is checked, the event will trigger immediately if playback is
started after the event. If unchecked, the event will only trigger at the
event. Playback must start before or on the event.

Uncheck this box to prevent the event from triggering during playback.

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

Multi -Event Event Properties

Multi-Event Event Properties - UnisonMultiEvent X

Event Condtions Triggering Notes Select Sub-Event

Sub-event tigger mode:  Unison

Trigger Mode

() Show sub-events in Event Status window

~{3) Run Ambient Timeline
(3} Run Main Timeline
-{2} Set Run Flag

SR Check Playstate=1 (Unison)

(1) Run Audio Track 1

t.{7) Set Playstate=2

Multi-Event Tree

Add Evert || Add Sub-Event | Remove |  Edit 1+ 3

{ 0K | Cancel Help
Sub-Event Trigger Mode



(VenueMagic SC+ and above editions only)

The Sub-event trigger mode selector allows you to select how the events in the tree are to be
triggered when the parent event is triggered based on conditions and the trigger mode (event
table only). In the above example, we are looking at the sub-event tree of the Multi-Event Event
name UnisonMultiEvent. Each of the sub-event trigger modes will be discussed below. For now,
here is a summary of their functions. All of these modes are available for multi-events in the
event table. For Multi-Events in Timelines, Cue Buttons, Screens Objects and the Event
Scheduler, only modes marked with a ft0are available.

Unison * All sub-events are triggered at once.
(See Unison Sub-Event Trigger Mode)

Sequential Sub-events are triggered one at a time, in sequence of first to last, each
time parent multi-event is triggered.
(See Sequential Sub-Event Trigger Mode)

Random * Sub-events are triggered one at a time, randomly, each time parent
multi-event is triggered.
(See Random Sub-Event Trigger Mode)

Shuffle Similar to random, except sub-events are not repeated until all other
sub-events have been triggered.
(See Shuffle Sub-Event Trigger Mode)

Select * An external input value is used to determine which sub-event(s) will be
triggered the next time the parent multi-event is triggered.
(See Select Sub-Event Trigger Mode)

Keycode A special case where the parent multi-event can be used to implement a
password or keycode operation, such as for a combination lock in an
escape room, etceée
(See Setup Keycode Event Window)

Multi -Event Tree
Events within a Multi-Event are displayed as a tree. This gives the user an overview of all events
as well as multiple levels within the event that are possible.

Note: for the purposes of this explanation, the main multi-event, in this case, UnisonMultiEvent
(as identified in the title bar), is referred to as the parent multi-event or parent event. The sub-
events listed in the tree are some-times referred to as top-level sub-events, or sometimes just
top-level event. This does not include the sub-events of top-level multi-events. (See image
below)



r

Multi-Event Event Properties - UnisonMultiEvent X .
Parent multi-event

Event Condtions Triggering Notes (or parent event)

Sub-event trigger mode: S

() Show sub-events in Event Status window

(2 Run Ambient Timeline 7 Top-level su b-levents

8 2;”RM"“”H“"’6"”8 (or just top-level events)

un Flag

,E:---@@ Check Playstate=1 (Unison) |
(3} Run Audio Track 1 7 Sub events
i-(Z) Run Chasers

*5‘“66) Stop Alerts (Unison) =) )
Also sub events, but of a multi-event

- that’s a sub-event.

©

=

2
J

Adding, Removing and Editing Events in the Tree

Insert an event at the top level of the tree by clicking on Add Event to bring up the Select Event
window. In the Select Event window, choose from the dropdown box, give it a name (optional)
and click OK to setup the new event. To remove a selected event, click Remove and, after a
prompt for verification, the selected event is removed. Click Edit to setup the selected event.

Adding a Multi -Event

Adding a Multi-Event is no different from any other event with some exceptions. First, the event
setup screen does not include a tree. This is because all events and sub events are displayed
only in the top level tree.

Multi-Event Event Properti It
Event | Condtions | Notes

Show sub-evertts in Event Status window [

[ ok [ Caced |[ Hep |

(Note: For VenueMagic DMX+AV and VenueMagic Classic, the Event tab and Conditions tab will
not be shown.)

Next, when you click OK and return to the top level Event Properties window, you will notice that
the Multi-Event has a different icon.

 Run Ambient Timeline
Nomal events \[ ) Run Main Timeline
(®) Set Run Fag

Multi-Event o) m



The & icon signifies a Multi-Event.

Adding Sub -Events to a Multi -Event

With a Multi-Event selected, click the Add Sub-Event button. Just as before, select an event from
the Select Event window and set it up as desired. You will see that the new event has been
added to the tree under the Multi-Event added earlier.

------ (=) Run Ambiert Timeline

{73 Run Main Timeline

------ {7 Set Fun Flag

EI% Multi-Evert

Renaming Events
To rename an event, right-click on the desire event and select Rename in the pop-up window,
then enter in the desired name for the event.

Rename
Edit
Remove

Add Event
Add Sub-Event

Cut {3 Run Ambient Timeline

Copy t-(Z) Run Main Timeline

Paste As Peer : @ Set Run Flag

Paste As Sub-Event EI%|Chec:k Show StEItEll |
i) Fun Chasers

Duplicate Event

You will also notice that this pop-up window includes options for adding, editing and removing
copy/pasting and duplicating events.

If the event selected in the Select Event window is another Multi-Event, the event setup window is
not shown, instead, you are returned to the main setup window with the Multi-Event Tree. You
can addeaefsabt o a-kver bydirstdeleMinglthte Multi-Event in the list and
clicking Add Sub Event.

Re-ordering Events in the Tree

The listed events are executed in the order they appear in the tree. To change the position of an
event in the tree, select the event, then use the ﬂ 4
and down in the tree.

buttons to move the selected event up

Copying Events inthe Tree
Copy or Cut and event in the tree by right-clicking on the event in the tree and selecting Copy or
Cut.



Rename

Edit

Remove

Add Event
Add Sub-Event

Cut

Copy
Paste As Peer

Paste Az Sub-Event

Duplicate Event

Once copied (or cut) the following operations are available:

Paste As Peer

Paste As Sub -Event

Right-click on another event anywhere in the tree and select this option
to paste the first event into the tree as a peer of the second. If the
second event is a sub-event of a multi-event in the tree, then the pasted
event will be a sub-event of the same multi event. If the event is a top-
level event, the pasted event will also be a top-level event.

Right-click on any multi-event in the tree and select this option to paste
the copied event as a sub-event of the multi-event.

Other functions of the right-click menu (not yet mentioned) include:

Edit

Remove

Duplicate Event

Edit the event settings of the selected event.

Remove the selected event. If this is a multi-event, all associated sub-
events are removed as well. Note: you will always be prompted before
removing an event.

This options offers a quick way to duplicate the selected event onto the
same level.

Check on the Show sub-events in Event Status window to ensure that the parent event and all its
top-level sub-events shown in the tree are listed in the Event Status window. Left uncheck, then

Sub-Event Trigger Modes

Here we will explain each of the Sub-Event Trigger Modes. Please click on the mode you would

like to explore.

Unison Sub-Event Trigger Mode

In Unison mode, triggering the parent event will trigger all sub events for which their specified
conditions evaluate to true. This includes (where conditions allow) Run Ambient Timeline, Run
Main Timeline, Set Run Flag and Check Playstate=1.























































































































































































































































































































































































































































































































































































































































































































































































































































































































































































