¢

USER MANUAL
HOW TO USE SCENES

V.1.2.8



INEFOAUCTION ...

SUMMARY

Organize scenes iN tabs.......eeeeneeeeeeeeisenneens

Creating a scene bUuttoN ...

Editing a scene’s content ......ccvveeverecnnrerneennsernnnnn.

Add and create steps in a scene.........ccooeuen....

Add and create effects in a scene.....................

Use the channels and presets control windows

Enable or mute the dmx output.....cccccoecvevvererneenncee,

Release scene OptioNns........ccverecenecereceneeneesneceneeenees

Trigger ShOrtCUL. ...

SCENES tHIGQEriNg ..o eseieeenees

Using dmx mMasks ........ccccvecenevrnecrnneemenecrnecriecnene.

Programing DMX channels in a mask ..........cccoc.......

Apply masks in @ SCeNe .....cccooveveeneenecenecenneenennn,

Using scenes with the timeline or cross fades tools

User manual - How to use scenes




INTRODUCTION

Scenes allow to play static or dynamic DMX levels from steps or memories. In this way, you can easily customize the
programming of your fixtures.

Scenes button are displayed on the left side of the software and can be called or started at any time. In this chapter
you will learn how to create and use scenes, organize them within the tabs as well as in the timeline.
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ORGANIZE SCENES IN TABS

New scenes can be created in the dedicated "Scenes" tab. However, you can also add an unlimited number of scenes
tabs to optimize your workspace.

Add new Double click to edit the tab
scene name or assign shortcuts

General
scene tab

(7]

D@ T G

Scene 1

00:071:00
oo 2d

Cust tab ]
[ ustom scene tabs Press + to add a new

scene’s tab
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CREATING A SCENE BUTTON

To create a new scene, use the "Add" button on the main toolbar. The scene will be added to the active tab. Be careful
that the active tab is not the "Effects tab", otherwise an effect will be created instead of a scene.

Scenes shortcuts:

5: Keyboard "5"

N68: Midi note n°68
C1-127: DMX IN
Channel:1 trig level:127

Total time

Scene has
fade-in time

cene 1 - [S/ING8/C1-127]

¢01:02:00
Y

Scene has Scene will jump Scene loops
fade-out time to a next one count

Blackout /
open beams

of the scene

Pause the
Cursors to quickly

adjust the speed,

scene

dimmer and phas-
ing of the scene

p
Set default values
\\

—

Edit the scene

-

Keep this Menu

open

-
[ Assign shortcuts ]
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Right-click a scene button to open the context menu and access to th

An-Ne32

2% Edit

ai Rernove /

Scene 2

El & oo

e different properties of the scene.

s

Edit the scene
|\

Ve

Delete the scene
|\

>
Reset speed to the default value

o Default Speed O—
< Default Dimmer o

|\

Vs

(] Duplicate —

Reset dimmer to the default value
|\

VAN

Ve

- Duplicate the scene in a new button

_ f Release Mode i
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Define triggering mode : HTP, LTP...

|\

Ve

Define a beat mode for audio triggering

Ve

Add the scene in the manual Fading tool
-

~

Add the scene in the timeline
|\

I~




EDITING A SCENE'S CONTENT

morecre - DODBHOE D9 HGW e =5= The edit window opens in-
SoonEN 00:02:92 D E= ] C—

BRD-0 Ih'ﬁn w-.:.;_.wcn h 53 s . x: =
— o T el e [ = stead of the scenes tabs and
R - e i leaves room for the fixtures
0 ) BRES i o SESREL, JERARE. SEseed . .
smemies oot (B8 9 OO OOGOOO® selection and presets view.

DEDED®™ET
[l SRR

“Ome |»

)

Steps toolbar ] [ Scene duration ] [ Undo list ][ DMX Mute ] [ Scene properties ]

l |/ l

#Dﬂfﬁb@] . . Name / Color : | Scene 2 [—_
Al 00:02:92 | lie

Duration : 00m 02s 800
Fade time Hold time Total ‘ Undo Fade Ins om 0s 0 E;]EJ
o 1 Edit ) -
1 [ Matrix 00m 015 920 00m 015 800 Fade Out : om Jos o [HE

Steps & Effects

2 Remowe St..

list Wt (0 0 O 07 TR A0 (22 B < PanTilt mes. -.AJla.\fays!ogp. -
4. Preset Jump ¢ ' Stop -
ReleaseMode:  LatestAction (7))
Beat Mode : _:None - @
Wagees < _ [.-]
SoundPicture :
¥| Trigger only in current tab
Masks

Available ef-

fects: depends

on the fixtures

0D E T 7 &

selection.
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Scene duration:

The duration of the scene, or the cumulative steps of the list with their waiting and fading times.

Mute DMX:

Send or mute the DMX signal of the scene while editing. By muting the scene’s DMX signal you can program the scene

without disturbing what's currently playing on the show.

Steps toolbar:
Copy step || Past step Undo Play scene
New Include
live levels
Delete
step
Cut step Hold & Redo Record
fade times DMXin
Scene properties: Edit name and add a color to

the scene (clic green cross to

(e )

get back to default color)

oose to jump at the end of

scene. Following the comple-

tion of the number of loop the

scene can directly stop (Stop),

go to next scene or to a de- ; o = -

@ed scene J

Choose a release mode of the

scene

<
Show scene duration

J
' R
Set fade in and out times

J
( )
Set number of loops
|\ J
( )

Choose a BMP mode to play on
Ghe music beat

Choose triggers and shortcuts to

start the scene

Choose a mask to use. See the

J
~
Choose a background for the
button and some audio file to
play
J

mask section below
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ADD AND CREATE STEPS IN A SCENE

1: Click on the "+" button to add a
step after the current step of the

s | scene.
1 Edit
2 Remowve 5t...

2: Set DMX levels by moving faders
and picking presets in both presets
and faders control windows.

Note: DMX channels changes are
are affected to the selected fixtures
only.

Used channels are turned ON.
Click the ON button to remove the
channel from the current step.
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ADD AND CREATE EFFECTS IN A SCENE

You can add effects to the rest of the
current step by clicking an effect down
the window from those available (see the

Elotdiine Totst manual on the effects for the types of ef-
1 00 X5 (NN Hionx (1 7= (XN) 00m 015 000, fects). An effect is played only once in
2 00m D0= 000 00m 0= 000

the list, it is necessary to set a repeating
time to the effect when there are other
steps in the list like in this example.

Double click to
edit the effect

Repeating
time

Dimmer
Color
Gobo
R-ott-;mbo
Foews 1 " W=
Prism
SpesdxY
Spee&Eﬁ

o o o
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USE THE CHANNELS AND PRESETS CONTROL WINDOWS

Actions on a channel or on a preset control involve a change of the channel state. Channel will be turn ON.

That means that for all the selected fixtures, this channel is activated. It is important to understand priorities and to
know who the active channels in a scene are. Unused channels must be turned OFF to avoid possible conflicts between
scenes especially when they are playing simultaneously.

+++++

=2

=R
-

Gt

U

(}Qﬁﬁﬁ{ﬂﬁﬁr;

ames

COEEOY) =

ol
e

Used channel are turned ON. Useless chan-
Means they are activated for the nels must be

whole scene (not only in current turned OFF
step)
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ENABLE OR MUTE THE DMX OUTPUT

It is possible to edit a scene that any moment, even while it is played. At the opening of the scene editor, the DMX
output can be activated (DMX on) or muted (DMX OFF) depending on the following conditions:

The scene’s DMX output comes activated when:

-Edited scene is not playing and nothing else is playing.
-Edited scene is playing and no other scene is playing.
-Edited scene is playing while other scenes are playing but they don’t have any common channels between them.

In other cases, the scene’s DMX output comes muted:
Modifications to the scene will not be sent to the DMX output to avoid disturbing the DMX show progress.

When the DMX signal is cut the duration of the scene is displayed in red:

It is possible to
reactivate the
DMX signal with
DMX OFF / OFF
option

Undo
1 Edit
2 PanTilt

Fade time Hold time Total

O (s D s HENES 0L O (1= D0

1
2 00 00s 000 00m 015 000 00m 02s 000

c If the DMX output of the scene is activated while other scenes are playing and sharing DMX then, there, the
edited scene takes priority.

Example: current scene A is using the shutter channel strobe mode. If you create a new scene B, changing the shutter
channel will overwrite what current scene A is doing.
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RELEASE SCENE OPTIONS

There are different triggering modes:

Scene 2 00:05:32
Ml

=
B oo 22 Edit

W Remaove
J Default Speed
-¢ Default Dimmer

[1] Duplicate
!
L v Latest Action (LTP)
& Beat Mode 4 Highest takes prionty (HTP)
Drop the scene into the fading window k If identical channel(s)
Drop the scene to the timeline » Release Auto
Release All
= = - - Rel List
o Elo Ello Elle Elo Elle Eo =

Last action (LTP): When the scene is triggered, it does not stop any other scene. The last scene triggered takes prior-
ity over the shared active channels of the others playing scenes.

Highest takes priority (HTP): The scene with the highest DMX values takes priority over the shared active channels of
the others playing scenes.

If identical circuits: The scene automatically stop all scenes playing at least one identical channel.
Example: scene A plays pan and tilt + dimmer channels. Scene B plays pan and tilt or dimmer or both. Playing scene B
will stop scene A automatically.

Release Auto: When the scene is triggered, it automatically stops all the scenes having the same mode of release.

Release All: When the scene is triggered, it automatically stops all the scenes playing in the current scene tab only.
Scenes playing in the other scene tabs will not be stopped.

Release List: When the scene is triggered, it stops all the scenes contained in the list (if they are playing).
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TRIGGER SHORTCUT

Optimize your efficiency in live and add trigger button to call one or several scenes.

Trigger 1

Right click one the Trigger button to edit trigger options of the associated scenes. You will be able to add calendar
and time triggering information, depending on the type of device you are using ; some devices do not allow calendar
triggering option.

Open scenes triggering options

Cf . below
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SCENES TRIGGERING

Optimize your control in Live and assign triggering shortcuts to scenes using; keyboard keys, midi, DMX, etc.

Triggers n p N
A Assign keyboard shortcut
@ Select shorteut : ./ Choose key from the list
- - J
4 )
Assign a Midi trigger
() Mo Midi trigger Channel : " J 99
LIRR i - Any midi controller desk can be
Cirl Change Min =
O \connected to the computer )
(") Midi Prog Change: i 7
o - , N
: @) No DMX tri DM Uriiverse ; = Assign a DMX-IN trigger
S e .
N O LEM o @ ———— Use the DMX input of the interface
( ) LI i N and assign any input DMX chan-
Min : ¥
nels as a trigger

e - - J
SaTrogers ([ )

Buttons : v Assign an interface trigger:
Remate: -
Al @ ——————— Use the DMXinterface buttons,

external contacts or IR Remote as

J

[] Auto

a software trigger

7R N

Release the scene as soon as
the trigger is released, the
scene remains activated as
long as the trigger is active it-
self.

The software is able to detect, recognize and assign triggers from an external device (such as keyboard's key, MIDI
button or slider or potentiometer, DMX console fader...).

Example: A midi console is connected to the computer. When pressing a button or turning a potentiometer on the
console, the software automatically detects the values and shall auto-assign it. Then, it's still possible to change it
manually.

User manual - How to use scenes 15



USING DMX MASKS

Once they have been created with the mask editor, masks are usable in the scene editor. A mask contain DMX levels,
it's similar to a single steps who will play overall the steps of the scenes.

v

Fe v Toos v e - DO BEEOR I MG <

Add new Edit masks
mask

Add new mask: This command will create a new mask. If there are active live channels, then levels will be included in

that new mask.

Edit new mask: This command opens the mask editor.

etk v o r DOB BHEA I diG0
EE] .
1 Spot Post ?‘)ﬂﬁ

|2 Wash cpen

Qo
e e — 1]

Y
s © o e o O
= 0000000000

= ;
&+ A R o | - a3 =
L OEE [ gl N
P meomm |
emome| 9
[_@..o IQ
ONOE® | | g
i
@E®_ | ® =
e [ He | N =
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PROGRAMING DMX CHANNELS IN A MASK

When a mask is selected you can set the desired DMX levels using faders or preset controls windows, exactly like in
programming a scene’s step. Like in the scene editor, used channels in the mask are turned ON to let you know what
channel is active in the selected mask. If you don't need a channel anymore in a mask, just click the ON button to turn
it OFF.

Add Delete Icons showing what channels
Mask Mask are active in the mask

%%

1 Spot Posl
2 Wash open
3enenlBlie

Selected
Mask

\

1 \
1 1
) 1
1 1
1 1

Set mask levels through both
presets and faders control windows

(Used channels are
L turned ON
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APPLY MASKS IN A SCENE

Once the masks have been created, you can apply them in any scene of your project. Edit a scene and check the masks
you want to apply for the edited scene.

-;
- 00m 025 000
Fade time Held time Total =
100m00s0000 0m0is000  [eomols0o0l
2 D0m 00s 00D 00m 075 000 00m 02s 000
- 1 Spot Posi
Activate the . |2PT
. . 2] Wash open
masks in the list 2 General Blue
. | Hl
a0 = 3
HEGNMO N E T

Mask will play over all the steps of the whole scenes. If the scene is playing on some same channels than the mask
then the mask will takes priority.
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USING SCENES WITH THE TIMELINE OR CROSS FADES TOOLS

All scenes, unlike the effects can be integrated into the timeline (Timeline) or in fades. Please also refer to the manual
of the t imeline and cross-fade.

ALL SPECIFICATIONS ARE SUBJECT TO CHANGE WITHOUT NOTICE
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