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Chapter 1
Introduction

This manual covers the installation and operation of lighting systems
containing ETC's Expression 3 control consoles operating with version 3.1
system software. It is also intended for use with Expression 2x, Concept
2x, Impression 2 and Arri (Imagine 3 and Finesse) control consoles
operating with version 3.1 system software, with or without a Moving
Light Module attachment.

Chapter one includes information to orient you to the console and the
manual. It includes the following sections:

e Using this manual

e Using Help

e Text conventions

e Navigation and visual feedback

e Qutput level conventions

e Moving light concepts and terms
e The Only command

e Electronic backup maintenance

e Troubleshooting

Expression 3 User Manual, v.3.1



Using this manual

This manual provides instructions for using the console’s features and
optional accessories.

Setting up the console

If you are setting up the system for the first time, see Appendix A
Installation, page 325, and Chapter 3 System settings, page 23, for
information about setting up your system. If the system is already in place,
you may not need to refer to these chapters.

New users

If you are new to lighting systems or to ETC's consoles, read chapters 4
through 13 for instructions about patching conventional lights and moving
light fixtures, setting levels and using cues, groups, and submasters.
These are the building blocks for creating and running any show. Once you
are comfortable with these functions, chapters 16 through 19 provide
more advanced information on effects, subroutines, macros and link lists.

Keyboard Help

Help screens are available for all console keys, including softkeys and
wheels. To display help screens, press [Help], then press any key on the
console.

Text conventions

In this manual, console keys and softkeys are indicated by square
brackets, such as [Enter] and [S1]. Messages appearing on a console
display are printed in boldface, such as Select channel. References to
other sections of the manual are printed in italics, such as Chapter 1
Introduction.

Chapter 1 Introduction



Navigation and visual feedback

Move through console menus and displays in the ways that work best for
you. The console offers alternative navigational techniques and visual
feedback that confirms your choices all along the way.

Note how navigation and feedback information is collected in the table
below. Tables like this are used throughout this User Manual to help you
use console displays. When alternative navigational techniques perform
the same function, examples in the text illustrate the technique that many
find the most convenient or efficient to use.

Navigation and Feedback - Console menus
s N =
X

Select a menu item X

I+

Highlighted characters ltem selected

In these Navigation and Feedback tables,
represents the keypad,

[S] represents the softkeys,
f‘ represent the up and down keyboard arrows,

_r represent the right and left keyboard arrows, and

* represent the plus and minus keys.1

@ represents an encoder page button (not shown in this table).

I If you have a pointing device such as a mouse installed, the right and
left device buttons work the same as the # keys.
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Output level conventions

The console uses both a highest level, or pile-on, convention and a last
action convention to determine levels for channels affected by more than
one control. Channels may be defined to operate with either convention.

HTP channels

The behavior of a pile-on channel is defined by the Highest Takes
Precedence (HTP) rule. The console reads all output levels it receives for
an HTP channel and sets that channel to the highest of them. A channel
controlled by a submaster always obeys the HTP rule, but the Blackout
key, Grandmaster control and parked channels all have priority over levels
set from the keypad.

For example, if an HTP channel is included in both a submaster and a cue
that has played back and is in a fader, the console sets the channel at the
higher of the two levels. Or, you may use the keypad to select that
channel and set it to any level, regardless of the levels set either by the
cue or the submaster.

HTP channels in the console are called “normal” channels.

LTP Channels

Channels may also be defined in the console to follow the Latest Takes
Precedence (LTP) rule. An LTP channel obeys the latest command to set
its level. When the command is to fade to a level, an LTP channel can fade
either in a physical fader (in the foreground) or in a background fader. Each
LTP channel has its own background fader.

An LTP channel fades in the foreground if its level moves to a new level
in the next cue. When a channel is fading in the foreground and no change
in that channel is commanded by the next cue, the fade continues in the
background. A cue stops running in the background when the last of its

channels stops fading in the background. Up to 600 cues may run in the
background at once.

For example, consider three cues recorded for channels Chan 1, Chan 2
and Chan 3, all of which are set as LTP channels. The cues contain
percentage levels for these three channels as follows:

Chan 1 Chan 2 Chan 3
Cue 1 25 0 0
Cue 2 25 50 0
Cue 3 50 50 50

e When Cue 1 starts, channel Chan 1 starts fading to level 25 with Cue
1 timing.

e |f Cue 2 starts before Cue 1 ends, channel Chan 1 continues fading in
the background with Cue 1 timing and channel Chan 2 starts fading in
the foreground to level 50 with Cue 2 timing.

e |f Cue 3 starts before Cue 2 ends, channels Chan 1 and Chan 3 start
fading in the foreground to level 50 with Cue 3 timing; channel Chan
2 continues fading in the background with Cue 2 timing.
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Enabling LTP

You can set a channel’s status to LTP or HTP as long as the channel is not
used in Fixture Patch. If the channel is patched to a fixture, the personality
controls the HTP/LTP status. All attributes (channels) are set to LTP by a
personality except the intensity attribute. All channels not patched to a
fixture default to HTP (considered “normal”).

Set channels to HTP or LTP, either singly or in ranges, in the Channel
Attributes display using the following procedures.

Keystrokes: Action:

1. Press [Setupl [11[1] [Enter]. Selects the channel attributes display

2. Press [1] [Thru] [1][0] Specifies channels 1 through 10
[Enter].
Press [=] [=] [=] [=]. Move to LTP field
Press [1]. Sets channels to LTP

Working with LTP channels

Background overrides

Cues running in the background can be stopped, adjusted or otherwise
controlled with background overrides.? There are five override options, as
shown in the table below.

Background Override Operations

1. Clear Cue(s) Clears cue levels.
Cancel Cue(s) Stops the fade or effect.
3. Finish Cue(s) Takes cue channels to their completed
levels immediately.
4. Master Cue(s) Takes proportional control of cue
on X-Wheel levels immediately.
5. Alter Rate of Cue(s) Adjusts cue timing.
on X-Wheel

Control background overrides as follows:

Keystrokes: Action:

1. Press [Stage] [S3], Selects the Background Overrides list
Background Overrides.
Press [5] [Enter].a Specifies cue b

3. Press [#] [Enter]. Specifies the override operation you

want performed

a. Press [0] in this step to apply an override operation to all cues.

Identify which cue contains a particular channel from the About
Channel display, covered under About Channel, page 65.
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Effects

LTP channels may be used to preserve an effect in certain channels
regardless of levels in the effect. Also, multiple effects can run
simultaneously, and other looks can be provided concurrently with
effects.

These features are available in the console when you use LTP channels.
When an effect cue is sandwiched between two other cues, LTP channel
levels in the effect cue are ignored when determining which control takes
precedence. A cue that runs after an effect skips over the previous effect
cue to determine what happens to levels. If there is a move in the current
cue with respect to the same channel in the cue before the effect, the
channel fades in the current cue and is “stolen” from the effect. If no
move, the channel continues in the effect.

Blocking cue

A cue running in the background ends when its last fading channel has
finished or a background override ends the cue prematurely. Sometimes,
however, you would like to end a background cue prematurely.

The way to do that is to follow the background cue with a blocking cue.
A blocking cue does to timing what an allfade cue does to level. As soon
as an allfade cue is started, all unused channels are forced to zero.
Similarly, when a blocking cue starts, all channels running in background
cues are faded to completion in the blocking cue's timing. A blocking cue
ends all background cues.

Aside from its initial effect on background cues, the blocking cue runs

from that point on just like any other cue, including the possibility that it
could be forced to the background itself by the next cue.
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Moving light concepts and terms

Fixtures

Conventional lights, sometimes called fixtures, are single attribute
devices whose intensity can be controlled by a console connected to a
dimmer. In this User Manual, however, the term fixture is often used to
refer to multi-attribute devices such as moving lights to distinguish them
from conventional lights. The programming methods in this manual apply
to any multi-attribute device controlled by DMX512 as to moving lights.

Fixture attributes

Every fixture has a set of attributes that you use to control it. For instance,
a basic moving light might have only three attributes: intensity, pan and
tilt. You control the fixture's brightness by adjusting the level of a DMX512
channel that controls a dimmer assigned to the fixture. Similarly, you
control the fixture’'s horizontal and vertical movements by adjusting the
levels of DMX512 channels assigned to the fixture’s pan and tilt attributes.
This simple fixture would require three channels to fully control it. Other,
more complicated fixtures could have additional attributes such as color,
focus or gobo, and each additional attribute would require an additional
DMX512 channel to control it.

In contrast, a standard ellipsoidal spotlight needs only one DMX512
channel to fully control it, namely the one that controls the dimmer
assigned to the spotlight. Only the spotlight’s intensity can be controlled
by changing the channel level. It has no other attributes.

Categories

Most attributes can be naturally categorized as affecting the beam, the
image, the color or the position. All attributes are initially assigned to one
of these four categories or to a fifth one called None. Beam attributes
include Intensity, Zoom, Focus, Iris, and Frost. Image attributes include
Gobo and F/X. Color attributes include Color, Cyan, Magenta, and Yellow.
Position attributes include Pan and Tilt. You can customize the
assignment of attributes to categories, including assigning an attribute to
multiple categories and assigning as many attributes as you want to a
single category.

Personalities

Every fixture has an electronic personality that describes how it can be
controlled. The personality specifies the attributes for the fixture and the
order in which these attributes are presented to DMX512 channels.
Assigning a personality to a fixture makes channel patching quick and
easy. All you need to do is define which console channels and DMX512
addresses are first—the personality directs the rest of the assignment.

Many personalities are included with the console software. Other
personalities for leading moving light fixtures on the market are being
developed by ETC. As additional personalities become available, these are
made available to dealers and placed on the ETC website for downloading.
Also available from dealers and at the website is a program called the
Expression Personality Editor which enables you to create and edit
fixture personalities on an IBM-compatible computer. For further
information about these options, call ETC Technical Services at
800-775-4382 or visit the ETC website at www.etcconnect.com.
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The Only command

Only is a particularly powerful console command. Use Only to restrict a
selection while programming or creating a look on stage.

When working with fixtures

Use Only to restrict the selection of fixture attributes by category, such as
when you are creating or modifying a cue, submaster, group or focus
point. For example, press [S8], Fixture, [8] [Only] [Position] to place the
pan and tilt attributes on their encoders, if available, or on the X and Y
wheels otherwise.

When updating

Following is a list of things you can select when using Only after the
Update command in Stage or Fader. If you make selections and change
your mind, press [Channel] [0] to reselect all non-zero channels.

Channels..................... Example: Press [Only] [Channel] [1] [Thru] [5].
Fixtures....................... Example: Press [Only] [S8], Fixture, [1] [And] [2].
Fixture attributes ........ Example: Pressing [S8], Fixture, [1] [Only] [S6],
Attribute, [6] selects attribute 6 of fixture 1.
Fixture categories ....... Example: Pressing [S8], Fixture, [1] [Only]

[Beam] selects all attributes in the Beam cate-
gory for fixture 1.

Cues .......c.c...oooeeeiiiiin, Example: Pressing [Only] [Cue] [5] selects all
channels in cue 5 (not for effect cues).

Submasters ................ Example: Pressing [Only] [Sub] [6] selects all
channels in submaster 6 (not for effect
submasters).

Groups ..............cooeue.. Example: Pressing [Only] [Group] [7] selects all
channels in Group 7.

Focus Points ................ Example: Pressing [Only] [Focus Point] [8]
selects all channels in Focus Point 8.

DMXIn......................... Example: Pressing [Only] [S4], DMX In, selects

all DMX In channels. DMX In need not be
enabled to make this selection but must be
enabled for playback. See Enabling DMX In, page
294.

When recalling channels

Use to restrict a selection from among the channels, fixtures and
attributes on stage.

The use of Only after the Update command is illustrated with the
following examples:

e Press [Group] [1] [Only] [Channel] [5] [Thru] [1][0] to select channels in
group 1 that lie in the range 5 through 10.

e Press [Group] [1][Only] [Cue] [6] to select channels in Group 1 that are
also in cue 6.
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Electronic backup maintenance

Information in console memory is preserved by an electronic backup
system for approximately 28 days. Within the limits of this system, if
power should fail or if you shut down and then re-power, all programmed
elements should be the same as they were. For additional security, ETC
recommends that you routinely save to diskette as you go along and
before shutting down.

CAUTION: The electronic backup maintenance system must be
recharged periodically to function as intended. You must have the
processor on for at least seven hours every 28 days to maintain the
necessary charge.

Troubleshooting

If you have problems using your console, please refer to this manual’s
index or to the console’s Help3 function for additional information.

If you do not find the answer in the manual, please call your local dealer
or ETC Technical Services. Have the following information available before
you call:

e Console model and serial number (located on back panel)

e Software version (displayed in the lower right corner of the Setup
menu)

e Options installed
e Dimmer installation type
e Dimmer manufacturer

3. See Keyboard Help, page 2.
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Help from ETC Technical Services

If you are having difficulties, your most convenient resources are the
references given in the index of this manual and the console Help system,
which is explained under Keyboard Help, page 2. To search more widely,
try the ETC website at www.etcconnect.com. If none of these resources
are sufficient, contact ETC Techncial Services directly at one of the offices
identified below. In some cases, calls outside normal business hours are
answered electronically and forwarded to a service representative.

When calling for help, please have the following information handy:

e Console model and serial number
e System software version (shown in Setup menu)

e Dimmer manufacturer and installation type

Americas
ETC Americas
Technical Services Department
3030 Laura Lane
Middleton, WI 53562

800-775-4382
(608) 831-4116
service@etcconnect.com

Europe
ETC Europe Ltd.
Technical Services Department
5 Victoria Industrial Estate
Victoria Road,
London W3 6UU England

+44 (0)20 8896 1000
service@etceurope.com

Asia
ETC Asia, Ltd.
Technical Services Department
Room 605-606
Tower lll, Enterprise Square
9 Sheung Yuet Road
Kowloon Bay, Kowloon, Hong Kong

(+852) 2799 1220
mail@etcasia.com
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Chapter 2
Monitor displays

Expression 3 works with two color video monitors. The Playback display
monitor provides information about cues, submasters and time code
events in your show, as well as the current status of the console’s two
fader pairs.

The Command display monitor provides the usual programming displays,
including Stage and Blind, according to your programming and monitoring
needs. These displays allow you to create and run shows and to configure
your console and your lighting system. 4

You can also use the Playback monitor to provide Command displays, thus
doubling the number of channels you can view at one time. Press
[Expand] to toggle the Playback display between these two functions.

If your system includes an ETCNet network, additional monitors may be
installed at other locations, such as backstage or in the sound booth.
These remote monitors show the same displays as the console’s
monitors. See Installing remote video monitors, page 354, for information
about installing remote monitors.

The console also provides a set of seven LED displays across the top of
your console face panel. These displays provide information regarding
your faders, cues, submasters, groups, and levels. This information
supplements that supplied by the monitors.

Chapter two includes descriptions of the following displays:

e Stage
e Blind
e Fader

e Flexichannel

e Tracksheet

e Patch
e Park
e Playback

e LED displays

4. Press [Swap] to exchange the Command and Playback displays

between the monitors.
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Colors in displays

The colors in which channel numbers and output levels are displayed on
screen provide information about the channels. The following list shows
the meaning of colors in Stage, Blind, Fader, and Tracksheet displays.

Channel numbers/Standard patch

Gray.................cou. Unselected channel.
White...................... Channel not selected by Only function.
Yellow................... Selected channel. Controlled by the level (Y) wheel.

Channel numbers/Fixture patch

Gray bar................ Surrounds all channels of one fixture.
Lightgray .............. Low channels for 16-bit data types.
Gold ...................... Channels linked through the link list or fixtures.®
Yellow ................... Selected channels of selected fixtures.®

Channel output levels
White on Red......... Channel level when it is being changed.
Yellow................... In Stage, a channel in yellow was set by a submaster.
White...................... In Stage/Fader, a channel in white was set by an

effect. In Blind/Tracksheet, a channel in white was
set by a submaster, group, focus point or an allfade

cue.
Gray.................oeu. Channel was recorded into a multipart cue, but not in
the currently displayed part (Blind only).
Red...................... In Stage/Fader, captured channels are in red. In Blind/
Tracksheet, channels not recorded are in red.
Green .................... Channel output level is changed from what it was in

the previous cue. In Tracksheet and Blind only,
channel output is lower than it was in the previous

cue.
Purple..................... Channel output level is the same as it was in the
previous cue (tracking).
Blue....................... In Tracksheet and Blind only, channel output level is

higher than it was in the previous cue.

Changing pages

Channels are displayed on several pages in the Stage, Blind, Fader, and
Tracksheet displays. Use [S4], Previous Page, and [S5], Next Page, to
switch from page to page. Also, pressing [«] takes you to the first page,
pressing [T] takes you to the previous page (last page if currently on the
first page), pressing [{] takes you to the next page, and pressing [—] takes
you to the final page.

5 Only High channels for 16-bit data types.
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Display features

Five of the console displays—Stage, Blind, Tracksheet, Park and Patch—
share many features, such as a channel display area, command line and
softkeys. This chapter's illustrations of these displays are all labeled with
these common features, and the explanations are given directly below. If
some common features differ slightly for a particular illustration, such as
the profile assignment in Patch, that information and other unique
information for the display is given with the illustration.

Display name
Identifies the display shown and the current time.

Keypad corner
Indicates how the console will interpret the next number entered from the
keypad. For example, when the Keypad corner displays “Chan” the next
number you press will be taken as a channel number. If you enter a range,
such as with the [Thru], [And] or [Except] keys, each number is displayed
in turn but only the last number in the range remains.

Channel area
Shows channels, their levels and focus point references, if any, in
selected cues, submasters, groups or focus points. Below each channel
number is its level, if set. Below each level is the reference to the focus
point, if any, used to set the level.

Prompt area
Shows a prompt or information display related to your next or just-
completed action.

Attribute bar
Shows current settings for the selection, such as a cue, group or
submaster.

Softkeys
Shows additional functions available by pressing console keys [S1]
through [S8].
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Stage

Channel
area

Prompt
area

Attribute bar

Softkeys

Blind

Fader

The Stage display shows you the current levels of all active channels. Up
to 125 channels appear on the display at a time.

Display name Keypad corner

Chan
Qo4 03 aog 03 10 044 3 = ] 20 024
FL FL FL L FL
OzZe 20 0% i) 5 9 40 43 45 046 47 48 49 50
054 Es ES 0% 57 52 59 BO ES B4 EE 7 9 7O O™

076 77 78 79 €0 08 4 85 9 40 93 95 096

101 02 02 04 0% 07 02 09 10 114 E] E 116 17 12 13 20 124

UpDawn Wait Link Follow Rate Label
=

The Blind display lets you work on cues, groups and submasters without
affecting the look on stage. It looks exactly like the Stage display, pictured
above, except some of the softkeys are different® and it has Blind for the
Display Name.

The Fader display selectively shows on stage the channel levels by one or
both fader pairs, by background faders or by DMX In. It looks exactly like
the Stage display, pictured above, except some of the softkeys are
different and it has Fader for the Display Name.

Fader displays are unaffected by the Grandmaster or by inhibitive
submasters. The Fader display shows all levels as they would appear if the
Grandmaster and any inhibitive submasters were at Full.

Upon entering the Fader display, you are prompted to select a display
from the five options listed below. You can re-select the display at any
time by pressing [S1], Select Fader.

A/B Fader

C/D Fader

Both Faders
Background Channels
DMX In

A

See Appendix E Softkeys, page 361 for a complete tabulation of
console softkeys.
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Flexichannel

When you enable Flexichannel,” only channels used somewhere in the
show will appear on the display screens, subject to the following rules:

e Flexichannel displays channels whose levels are set, whether
recorded somewhere in the show or not.

e Flexichannel does not display channels whose attributes are changed
unless their levels are also set.

e Flexichannel shows the channels for all fixtures patched in the show.
e Flexichannel shows all channels on link lists.

e Flexichannel shows focus point links, if applicable (see focus point
links to the right of the levels in the illustration below).

By only displaying channels used in the show, you can reduce the amount
of time you spend moving from page to page to find channels. All other
screen elements are unchanged.

lind

A

Wait Link Follow

Working with Flexichannel active differs from working without
Flexichannel in only one respect, selecting channels. See Selecting
channels in Flexichannel mode, page 61 for more information.

Note: In Tracksheet and Patch modes, channels are highlighted if they
appear in the Flexichannel list; they are grayed out if they do not.

Updating Flexichannel

When channels that were used in a show are removed from the show,
they remain in channel displays until Flexichannel is updated. Press
[Setup] [1] [Enter] [S1], Purge Flexi, to update Flexichannel. This update
follows the same rules for Flexichannel that are given above.

You also update Flexichannel displays when you load another show from
diskette or when you cycle the console’s power off and on.

7~ See Enable / disable Flexichannel, page 31, for information about

enabling Flexichannel.
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Tracksheet

The Tracksheet display shows you how channel levels are tracking
through your cues. Tracked channels are channels whose levels do not
change from one cue to the next. Tracksheet allows you to display one
channel’s settings for all recorded cues. At a glance you can see which
cues have tracking levels for that particular channel. You can also use
Tracksheet to add or modify a tracked channel through recorded cues.

Display name Keypad corner

Chan 1
Channel

display line

Cue ; 100 104
fio i g

display

Prompt
area

Softkeys

Channel display line
This line displays the current channel number being tracked. In
Flexichannel mode, used channels are highlighted.

Cue display
The cue display lists the cues the channel tracks through and the level
recorded in each.

Paging

If more cues are recorded than fit on one screen, press [S5], Next Page,
to display the next screen of cues.
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Patch

The Patch display allows you to create and modify your patch. Patch
moving lights in Fixture Patch, covered under Patching one fixture or a

fixture range, page 73.
Keypad corner

Display name

Chan

9

Patch
area

Prompt area 5
Softkeys | ginmer

Patch area
Lists channels in the first column, dimmers patched to channels in the

second and subsequent columns, and the levels and/or profiles assigned
to those dimmers. In Flexichannel mode, channels that are used are

highlighted.

Profile assigned
Displays the profiles assigned to dimmers.

Level assigned
Shows the levels assigned to dimmers.
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Park

Parked
Dimmer
area

Parked
Channel
area

Prompt area

Softkeys

Press [Park] to bring up the Park display. The Park display lists parked
dimmers on the top half of the screen, and parked channels on the lower
half, along with their parked levels.

Display name Keypad corner

Fark Oim
10012 AR

= E 7 g
50 B0 g0 50

The Park display is actually two, separate displays. The top section shows
up to 36 dimmers and the level at which each is parked; the bottom
section shows up to 36 channels and the level at which each is parked. If
a channel is parked at a focus point, as shown above, the level is shown
below the channel number as well as the focus point number, in that
order.

You can move through either the dimmer or the channel sections of the
Park display separately. Use the Previous Page and Next Page softkeys to
jump one whole display back or jump one whole display forward. For
example, if you have 50 channels parked and the first 36 are displayed,
press [S5, Next Page, to display channels 37 through 50.

You can also jump through either section of the display as if you were
assigning a level. The display automatically scrolls to show the selection.
For example, if you have 50 dimmers parked and want to show dimmer
48, press [Dim] [48] [At] to bring up a display that shows dimmer 48.

Chapter 2 Monitor displays



Playback

The Playback display is a composite of three, separate windows and
provides information related to cues, time code events, submasters and
faders. The cue and time code information is provided in the same
window in alternation by toggling between the two lists (see Time Code
List display, page 20).

The display, which is normally seen on the playback monitor, is illustrated
below. You may swap the Playback display with the Command display at
any time by pressing [Swap] on your console keyboard.

Global settings Show name Submaster List

o 100 E o i Sub Poge 1

I o

Cue List
Fader . Fade 104
status 1003 1003 1007
Global settings
Current Grandmaster setting and Blackout alert.
Show name
Name of the show currently loaded in the console.
Submaster List

Shows the submaster page and a list of submasters. The list identifies
labels, and slider settings. Submaster numbers are colored to identify the
type of submaster, with gray meaning the submaster is unprogrammed,
green meaning it is pile-on, red meaning it is inhibitive and white meaning
it is an effect. If a submaster’s rate is controlled dynamically by the rate
wheel, feedback is generated in the Playback display. This feedback
consists of a Blue R shown above the cue list followed by a numerical
value for the rate. The submaster is identified by a temporary change in its
coloration to blue.

Cue List
Lists all cues along with their attributes. The last cue that ran in the faders
is highlighted in yellow, and the next cue in sequence is highlighted in
white. This can be changed from Stage mode, but not from Blind.

Fader status
Shows current status of both fader pairs, including which cues are
running, their fade times, percentage of completion and follow time.
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Time Code List display
You may toggle between the Cue List and Time Code List in the Playback
display as follows:
1. Press [Setupl.
2. Choose 6 - Option Settings from the Setup menu, then press [Enter].

3. Choose 7 - Display Cue/Time Code List from the Option Settings
menu, then press [Enter].

4. Follow prompt to toggle the display.

For information about creating and interpreting time code events, see
Time Code, page 297.
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LED displays

Next Cue Rate Level

A/B :][ c/D J [ Record J [ChanneI/Group][ X ]( J A®B

Expression provides a set of seven LED displays across the top of your
console face panel. These displays provide information regarding your
faders, cues, submasters, groups, and levels. This information
supplements the information supplied by the monitors.

A/B display

The A/B display shows the cue number of the cue currently playing in the
A/B fader.

Next cue display

The Next cue display shows the cue number of the next cue on the cue
list. This is the cue that will play the next time you press either [Go] button.

C/D display

The C/D display shows the cue number of the cue currently playing in the
C/D fader.

Record display

The Record display shows the currently selected item. In Stage or Fader
modes, this would be either a cue or a submaster. In Blind mode, this
would be a cue, submaster or group. In Track Sheet, this would be the
selected cue, or the highest selected cue if more than one are selected.

Channel/Group display

The Channel/Group display generally shows the last selected channel or
group. In Stage, Fader or Blind modes this could be either a group or a
channel. In Tracksheet, the channel you are tracking appears. In Patch
mode, if you are setting a channel to a level on stage, that channel’s
number appears.

Rate/X display

When the Rate wheel is used as a level wheel (when adjusting linked
channels) this display shows the level to which the channel is set.
Otherwise, the display is not used. See Chapter 14, Working with moving
lights, for more information about this wheel. If more than one channel is
selected, the display will show the level of the highest numbered channel.

Level/Y display

The Level/Y display shows the level to which the currently selected
channel is set. If more than one channel is selected, the display will show
the level of the highest numbered channel.
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Chapter 3
System settings

System settings allow you to customize the console for the number of
dimmers and channels in your system, set system modes and screen
formats, and choose default settings for a variety of console functions.
The following illustration shows default settings.

Chapter three includes the following sections:

e Setting number of dimmers

e  Setting number of channels

e Setting default fade times

e Setting default Level

e Setting default fader clear times
e Setting default Sneak time

e Selecting Designer’s Worksheet option
e Blackout key

e Selecting Flexichannel mode

e Master Type

e Set Channels / Submasters 1-to-1
e Record Lockout

e  Bump keys

e Setting the clock

e Naming the show

e About Show
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Setting the number of dimmers

Your console is set by default to provide 1,536 DMX512 outputs from
its 3 DMX512 ports, where each port provides up to 512 DMX512
outputs. All DMX512 outputs are represented in the Patch display as
dimmers. You may reduce the dimmer count to save clutter in the
Patch display, but many prefer to leave the dimmer count at the
default setting.

If you decide to reduce the dimmer count, you need to take into
consideration a number of factors, including how many dimmers are
actually in your system, whether you are doubling dimmers and
whether you are patching moving lights. The following three rules can
help you determine a comfortable dimmer count on a port-by-port
basis to arrive at an optimal setting for your circumstances.

1. If the port is doubled, make allowance for the B-components of
doubled dimmers that start at DMX512 address 257. ETC
recommends that you use the full capacity when a port is doubled.

2. If a moving light is patched to a port, make allowance for all the
channels in the fixture's personality even when no external dimmer is
required. For instance, a Cyberlight contains its own dimmer and
needs 20 channels to control all the fixture's attributes, so 20
DMX512 outputs are required. WWhen one or more moving lights are
patched to a port, you can either total the channels needed for all
moving and conventional lights on that port, or you can play it safe and
use the port’s full capacity.

3. If the port is neither doubled nor used for moving lights, the port’'s
dimmer count can be the actual number of dimmers connected to it.

Example: Suppose you have 96 dimmers connected to each of your 3
ports, with port 1 doubled, port 2 used for moving lights and port 3
undoubled and unused for moving lights. An optimal dimmer setting
would be 1,120 dimmers (512+512+96).

If you increase the number of dimmers, the additional dimmers are initially
patched to channel zero. From there, you can assign them to the channel
of your choice.

Follow these steps to set the dimmer count for your console:

Keystrokes: Action:

1. Press [Setupl. Selects Setup display

2. Select [1], System Selects System Settings menu
Settings, and press
[Enter].

3. Select [1], Number of Prompt reads:
Dimmers, and press Select number of dimmers, then
[Enter]. press ENTER

(Note: Fixtures require one dimmer
for every control channel)

4. Press [8][0][0] to enter the  Corner reads:

desired number of Dim 800
dimmers.
5. Press [Enter]. Number of dimmers is set to 800
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Setting the number of channels

You may find that in some circumstances you don't need all the channels
available in your console. The system default is the maximum number of
channels the console can address. By reducing the channel count below
this maximum, you can significantly reduce processing time and free
console memory for other purposes.

If you plan to reduce the number of channels, note that when patching
fixtures you need one channel for every attribute in a fixture’s personality
(two channels for each 16-bit attribute). For example, a fixture's
personality might require the assignment of 20 channels for the mix of
attributes and data types used by that fixture. If you patched five of those
fixtures, your console would need to provide 100 channels.

Follow these steps to set the channel count for your console:

Keystrokes: Action:

1. Press [Setup]. Selects Setup display

2. Select [1], System Selects System Settings menu
Settings, and press
[Enter].

3. Select [2], Number of Prompt reads:
Channels, and press Select number of channels, then
[Enter]. press ENTER

Note: Fixtures require one channel
for every control output)

4. Press [1][0][0] to enter the Corner reads:

desired number of Chan 100
channels.
5. Press [Enter]. Number of channels is set to 100
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Setting default fade times

The console assumes default values for upfade and downfade times, but
you can change them. Change all fade times at once by changing the
default values, as explained below. You can also change fade times
individually as explained under Recording a cue with a single fade time,
page 91, and also under Recording a cue with split fade times, page 928

Fade times may be programmed from 0.1 seconds to 99:59 minutes. The
number may be entered in normal time format or in decimal format. When
entered with a decimal point, the number must be less than one minute
(0.1 to 59.9 seconds) to be accepted. When entered without a decimal
point, a 2-digit number will be treated as seconds if less than 60 and as a
calculated value of minutes and seconds if between 60 and 99. For
example, if you enter 70, the time will display as 1:10. If you enter either
a 3-digit or a 4-digit number, the last two digits, up to 59, are interpreted
as seconds. For example, if you enter 9930, the time will display as 99:30.

Follow these steps to assign new default fade times.

Keystrokes: Action:
1. Press [Setup]. Selects Setup display
2. Select [1], System Selects System Settings menu
Settings, and press
[Enter].
3. Select [3], Default Fade Prompt reads:
Time, and press [Enter]. Enter default up fadetime
4. Press [6] to enter a six Corner reads:
second upfade time. UpTime 6
5. Press [Enter]. Prompt reads:

Enter default down fadetime

6. Press [3] to enter athree  Corner reads:
second downfade time.?  DnTime 3

7. Press [Enter]. Fade times are reset

a. If you want the upfade and downfade times to be the same,
skip steps 6 and 7. The downfade would take whatever value
you assigned to the upfade time in step 4.

8 The factory-set default fade time is five seconds.
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Setting default Level key

The console allows you to assign a value to the [Level] key. The default
value is 100 percent. You may assign [Level] any value between zero and
100.

Follow these steps to assign a value to [Levell:

Keystrokes: Action:
1. Press [Setupl. Selects Setup display
2. Select [1], System Selects System Settings menu
Settings, and press
[Enter].
3. Select [4], Default Level, Prompt reads:
and press [Enter]. Enter default level
(Press FULL button for 100%)
4. Use the keypad to enter New default for [Level] is set
the two-digit number
(00-99).2

a. To enter a level between one and nine percent, you must
precede the number with a zero. You may also press [Level]
or [Full] for the assignment.

Setting default fader clear time

The default fader clear time determines the fade time for both [Clear]
keys. Pressing the [Clear] key above one of the fader pairs clears the cue
from the fader, fading all channels in that fader to zero. Channels black out
immediately when clear time is zero.

Fader clear times can be programmed from 0.1 second to 99:59 minutes.
See Setting default fade times, page 26, for information about entering
the time value.

Follow these steps to set a new default fade time.?
Keystrokes: Action:
1. Press [Setupl. Selects Setup display
2. Select [1], System Selects System Settings menu
Settings, and press
[Enter].
3. Select [5], Default Fader Prompt reads:
Clear Time, and press Enter default fader clear time
[Enter].
4. Press [9] to enter the time  Corner reads:
value you wish to assign. Time 9
5. Press [Enter]. New default time is set to nine
seconds

The factory-set default fader clear time is zero seconds.
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Setting default sneak time

The sneak function allows you to fade or restore channel levels on
stage in a specified time.

The console allows you to assign a default Sneak time.'% For more
information about the Sneak function, see page 63.

Follow these steps to set a new Sneak time:

Keystrokes: Action:

1. Press [Setupl. Selects Setup display

2. Select [1], System Selects System Settings menu
Settings, and press
[Enter].

3. Select [6], Default Sneak  Prompt reads:
Time, and press [Enter]. Enter default sneak time

4. Enterthe time youwishto  Sets the new default Sneak time
assign as the Sneak time
and press [Enter].

0. The factory-set default sneak time is five seconds.
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Setting Designer’s Worksheet options

The Designer’'s Worksheet Setup display, shown below, allows you to
specify which of three different ETC templates you will use. Two
templates are available for the 12x12 inch Kurta digitizer and one template
for the 12x17 inch Kurta digitizer.!

Meno 4

Enabled

Corrent Sliders Encobled: Console

Note in the display that there are two choices for the 12x12 inch
digitizer. Choice #1 is made when you want the freedom to control
faders, submasters or the Grandmaster sliders from either the
console or from the Designer’'s Worksheet. Choice #2 is made when
you are satisfied to have those slider controls always at the console
and want more programmable space on the Designer'’s
Worksheet.The third option in the display is for the 12x17 inch
digitizer. This choice does not allow for the reassignment of control
of faders, submasters or the Grandmaster.

. See Designer’s Worksheet, page 315, for information about the

digitizers and templates available for the Designer’s Worksheet.
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Enabling the template

The procedure to set options for the Designer’s \Worksheet is similar for
all three templates. For example, to select the template for the 12x12 inch
digitizer that allows control of the faders, submasters or Grandmaster
either from the console or from the Designer’s Worksheet, follow the
setup procedure below.

Keystrokes: Action:

1. Press [Setup]. Selects Setup display

2. Select [1], System Selects System Settings menu
Settings, and press
[Enter].

3. Select [7], Designer’s Prompt reads:
Worksheet Setup, and Select Designer’'s Worksheet setup,
press [Enter]. then press ENTER

4. Press[1]. Enables for the 12 x 12 digitizer

template that can control fader,
submaster and Grandmaster sliders.
Corner reads: Menu 1

5. Press [Enter]. Designer’'s Worksheet option is set

Reassigning slider controls

If option #1 is selected in the Designer’s Worksheet Setup display, you
can choose whether you will be able to operate the fader, submaster and
Grandmaster slider controls at the console or at the Designer’s
Worksheet. You cannot operate them at both. Assuming that you are
making this choice independently of the template selection above,
reassign the slider controls with the procedure below.

Keystrokes: Action:

1. Press [Setup]. Selects Setup display

2. Select [1], System Selects System Settings menu
Settings, and press
[Enter].

3. Select [7], Designer’s Prompt reads:
Worksheet Setup, and Select Designer’'s Worksheet setup,
press [Enter]. then press ENTER

4. Press[S1], Sheet Sliders.2 Toggles the slider control
Specification reads: Current Sliders

Enabled: Worksheet

a. Pressing the same [S1] softkey reverses the slider control
assignment.
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Enable / disable Blackout key

The console's [Blackout] key may be enabled or disabled. The default
condition is enabled.

Follow these steps to enable or disable [Blackout]:

Keystrokes: Action:
1. Press [Setup]. Selects Setup display
2. Select [1], System Selects System Settings menu
Settings, and press
[Enter].
3. Select [8], Blackout Key, Prompt reads:
and press [Enter]. Enable/disable blackout key
(1 = Enable, 0 = Disable)
4. Press [1] or [0]. Corner reads:
Black 1
Or...
Black 0
5. Press [Enter]. [Blackout] is enabled or disabled

Enable / disable Flexichannel

The console’s Command display can be set to operate in full display mode
or in Flexichannel mode. In full display mode, channel displays show all
channels and their current status. In Flexichannel mode, only channels
with a recorded level or that are on the Link List appear. The console
defaults to full channel display.

Follow these steps to enable or disable Flexichannel:

Keystrokes: Action:
1. Press [Setup]. Selects Setup display
2. Select [1], System Selects System Settings menu
Settings, and press [Enter].
3. Select [9], Flexichannel, Prompt reads:
and press [Enter]. Enable/disable flexichannel
(1 = Enable, 0 = Disable)
4. Press [1] or [0]. Corner reads:
Flexi 1
Or...
Flexi 0
5. Press [Enter]. Flexichannel mode is enabled or
disabled
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Set grandmaster type

You may set the Master slider to one of three control options.

e Disabled Master slider does nothing.

¢ Grandmaster Master slider controls all levels on stage
except parked channels and independent
channels.

e Sub Grandmaster Master slider controls all levels on stage

set by submasters.
To configure your Grandmaster, follow these steps:

Keystrokes: Action:

1. Press [Setupl. Displays Setup menu

2. Press[1], System Settings, Displays System Settings
[Enter]. menu

3. Press [1][0], Master Type, Prompt reads:
[Enter]. Select master type and

press ENTER (0 = Disabled,
1 = Grandmaster,
2 = Sub Grandmaster)

4. Press [1] [Enter]. Master is set as Grandmaster

Set channels / submasters 1-to-1

Set Channels / Submasters 1-to-1 sets your console’s channels to a one-
to-one match with your submasters. Thus, channel 1 is patched to
submaster 1, channel 2 to submaster 2, and so on. Channel levels are set
to Full and up/dwell/down times are set to 0/Manual/0.

To reset your channels and submasters, follow these steps:

Keystrokes: Action:

1. Press [Setup]. Displays Setup menu

2. Press[1], System Settings, Displays System Settings
[Enter]. menu

3. Press [1][1], Set Channels/ Prompt reads:
Submasters 1-to-1, [Enter]. Select page to default, then
press ENTER (0 = All pages)

4. Press [Enter]. Channels are assigned to
submasters. The display
returns to Setup menu
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Record lockout

You may set the console to disable the Record function. This protects a
finished show from inadvertent changes.'?

To disable the Record function in your system, follow these steps:

Keystrokes:

1.
2.

Press [Setup].

Press [1], System
Settings, [Enter].

Press [11[3], Record
Lockout, [Enter].

Press [1] to lock out the
record function.

Action:
Selects Setup display

Selects System Settings menu.
Menu indicates current status of
Record Lockout

Prompt reads:
Enable/Disable record lockout
(1 = Enable, 0 = Disable)

Record is locked out. If you
attempt to record anything, the
prompt reads:

Record is locked out

(Press CLEAR to continue)

Enable / disable bump buttons

The console’s submaster bump buttons (also known as bump keys) may
be enabled or disabled. The default condition is enabled.

Follow these steps to enable or disable all submaster bump buttons:

Keystrokes:

1.

Press [Setupl.

Select [1][4], Bump keys,

2. Select [1], System
Settings, and press
[Enter].

3.
and press [Enter].

4. Press[1] or[0].

5. Press [Enter].

12.
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Action:
Selects Setup display

Selects System Settings menu

Prompt reads:
Enable/disable bump keys
(1 = Enable, 0 = Disable)

Corner reads:
BpStat 1
Or...

BpStat 0

Submaster bump buttons are
enabled or disabled

As always, the best way to safeguard your show is to make backups.
See Chapter 20 Diskette functions, page 251, for instructions on
backing up a show to diskette.
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Setting the clock

The console clock is called a real time clock because it is set with respect
to the true time for your location, not a relative time such as would exist
for a time code signal. The console's real time clock also functions as an
astronomical clock, which means that you can set it for the latitude,
longitude and time zone at your location and thereby control real time
programs with respect to sunrise or sunset. Astronomical data for mang
cities in the world is given in Appendix F Time and location, page 369."

Clock functions display

Before running real time programs you must set the clock. The six options
available to set the clock are shown in the Clock Functions display. Go to
the Clock Functions display as follows.

Keystrokes: Action:
1. Press [Setupl. Selects Setup display
2. Press [1][4] [Enter]. Selects Clock Functions menu

Menu

!
a
5
E

Time Zoneg

Sunrise O&:O0 AM Sunset 0000 PR

Return

Set the clock functions using one or more of the procedures below.

13. See Setting the clock, page 34, to set the Real Time Clock.
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Daylight Savings Time

Keystrokes: Action:

1. Press [1] [Enter]. Prompt reads:
Select Daylight Savings Time
(1 = daylight time,
0 = standard time)

2. Press [1] [Enter]. Enables Daylight Savings Time.?

a. The clock does not automatically adjust for changes between
daylight and standard times. These must be re-set manually.

Set time/date
In the following procedure, press [Enter] to scroll through the fields on the
screen.
Keystrokes: Action:
Press [2] [Enter]. Prompt reads:

Enter current standard time (12
hour clock). (To start clock, press
[Record] - to cancel, press [Clear]

e Enter the current time in hours and minutes. (In 24- hour format,
930 = 9:30 AM, 1625 = 4:25 PM) (In 12-hour format, use [+] to
select AM or PM. Press [Enter].

e Enter the day of the month (1-31). Press [Enter].
e Enter the month (1-12). Press [Enter].
e Enter the year (00-99). Press [Enter].

e Enter the day of the week (1= Monday thru 7= Sunday). Press
[Enter].

e Press [Record] to reset Real Time Clock with the new settings.

12/24 hour clock
Keystrokes: Action:
1. Press [3] [Enter]. Prompt reads:
Enter 12 or 24 hour clock
(0 = 12 hour, 1 = 24 hour)
2. Press [0] [Enter]. Sets 12 hour clock.
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Latitude, longitude, time zone

Choose the latitude, longitude and time reference data from Appendix E
for the city closest to you.The example below is for Middleton, Wisconsin
at 43° 04" N latitude, 89° 23" W longitude and 6 time zones west of
Greenwich, England.

Keystrokes: Action:

1. Press [4] [Enter]. Prompt reads: Enter latitude in
degrees, then press + for North,
or press — for South

Press [4][3][+] [Enter].2 Enters 43 degrees North
Prompt reads:
Enter minutes of latitude

N

Press [0][4][Enter]. Enters 4 minutes.

Press [5] [Enter]. Prompt reads:
Enter longitude in degrees, then
press + for West, or press - for
East

5. Press [8I[9][+] [Enter]. Enters 89 degrees West.
Prompt reads:
Enter minutes of longitude

6. Press [2][3][Enter]. Enters 23 minutes.

Press [6] [Enter]. Prompt reads:
Enter time offset from
Greenwich Mean Time in
hours/minutes, then press + for
West, or press - for East

8. Press [6][0][01[+] [Enter].P Enters 6 hours West.

a. The + used in this step and the others in this procedure may
be optional. Latitude defaults to North, longitude defaults to
West and time zone defaults to West.

b. Three digits are used for time zones to allow for fractional
zones.
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Naming the show

You can use an alphanumeric keyboard to name the show currently loaded
in the console.’ The names you give shows can consist of letters,
numbers or the symbols: #, %, &, *,(,), + ‘.= [, 1, / as well as the comma
and period. Press the [Home] or [End] keys to move to the front or the end
of a label, respectively.

You may enter the name using overwrite or insert mode. Press [Insert] on
the keyboard to switch between insert and overwrite. In overwrite, you
type over any previously entered characters; in insert, each new character
pushes the previously entered characters one space to the right.

To name the show in your system, follow these steps.

Keystrokes: Action:
1. Press [Setup]. Selects Setup display

2. Press [S1], Show Name. Prompt reads:
Type show label
(F6 = clear to end)

3. Enter the name you want New name appears in corner of screen
to give the show on the
alphanumeric keyboard.
The show name can have
up to 20 characters.

4. Press [Enter] on the Show is named
alphanumeric keyboard or
console to record the
name, or press [Esc] to quit
and return to Setup
display.

4. See Alphanumeric keyboard, page 320, for information about
installing an alphanumeric keyboard.
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About Show

About Show provides you with information about the currently loaded
show. It tells you how many channels and dimmers your show is
configured for and your utilization of recordable entities such as cues,
submasters, groups, focus points, macros and time code events. This is
important because not enough memory is available to store the maximum
number of all recordable entities at the same time.

Use About Show to monitor your memory usage as the complexity of your
show increases. If you fill the available memory, reclaim some of it by
clearing recorded entities that you are no longer using, for example by
reducing how many channels and dimmers are patched.

Press [About] [Enter] to go to the About Show display.

Attt b Show
Lobe | MyShow

Humber of chann
Humber of dimmers!:

e Memory Remaining

—
“—
L
L

Memory left!

e Label Your show name assigned in the Setup
menu. See Naming the show, page 37.
e Number of channels Shows the value set in the System

Settings menu. See Setting the number
of channels, page 25.

e Number of dimmers Shows the value set in the System
Settings menu. See Setting the number
of dimmers, page 24.

e Recorded Shows how many of each item in the
first column that have been recorded.
e % Memory Shows what percentage of console

memory is consumed for each item in
the Recorded column.

e Remaining Shows how many more of each item in
the first column may be recorded before
reaching the console maximum.

e System setup Shows how much console memory is
used for your setup and configuration
settings.

e Memory left Shows what percentage of console

memory is remaining for your show.
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Chapter 4
Patching channels

Before you begin creating cues for a show you should first create your
patch. The patch assigns individual dimmers to control channel numbers.
The console’s Patch display allows you to assign any of the dimmers
available to any of the control channels your console can address.

You can use the console's default one-to-one patch, or you may create a
custom patch. In addition, the console's proportional patching capability
allows you to set dimmer output levels and assign one of 33 output
profiles to dimmers.

If you are patching dimmers in a Strand CD80 dimmer rack, see page 54
for special instructions.

Before patching, make certain that your dimmer and channel settings are
the way you want them. See Setting the number of dimmers, page 24,
and Setting the number of channels, page 25, for information on setting
the dimmer and channel counts. Setting these counts configures the
Patch display for your specific needs and, when channel count is reduced,
reduces memory utilization and speeds processing.

Chapter four includes the following sections:

e Selecting one-to-one patch

e (Creating custom patch

e Proportional patching

e |abeling dimmers

e Assigning a profile to a dimmer

e Capturing channels in patch

e Dimmer check

e About Dimmer

e Setting dimmers to dimmer doubling

e Patching to a Strand CD80 dimmer rack
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Selecting one-to-one patch

The one-to-one patch assigns dimmer 1 to channel 1, dimmer 2 to channel
2 and so on. If there are more dimmers than channels, the one-to-one
patch assigns the first extra dimmer to channel 1, the second extra
dimmer to channel 2, and so on.

NOTE: Selecting the one-to-one patch unpatches all moving light fixtures.

Follow these steps to select the console's default one-to-one patch.

Keystrokes: Action:

1. Press [Setup] to display Selects Setup display
the Setup menu.

2. Press[4], Clear Functions Prompt reads:

[Enter]. Select function number, then
press ENTER
3. Press [9], Reset Patch Prompt reads:
1 to 1 [Enter]. To reset patch, press ENTER

To cancel, press CLEAR

4. Press [Enter] to confirm Sets patch to default one-to-
your selection of one-to-  one patch
one default patch, or press
[Clear] to cancel the
operation.
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Creating a custom patch

The console's custom patching capability allows you to create virtually any
dimmer to channel configuration you like. (Groups of dimmers may be
assigned to single channels, but only one channel may be patched to a
dimmer.)

Hint: If you use the same patch for several shows, create the patch, and
record it on a disk before you record any cues. Label the disk Standard
patch. When you start your next show, read the Standard patch show into

the console, then begin writing cues to avoid reentering the patch.

Follow these steps to patch dimmers to control channels.

Keystrokes:

1.

Press [Patch].

Action:

Selects Patch display

2. Press [Dim]. (If the LED in
the [Dim] key is lit, you
may omit this step.)
3. Use the keypad to enter Prompt reads:
the numbers of the Select dimmer numbers, then press
dimmers you want to ENTER to assign to a channel, or
patch. Use [And], [Thru]l or press AT to assign a proportion, or
[Except] for multiple press PROFILE to assign a profile
selections.?
4. Press [Enter] or [Channel]. Prompt reads:
To assign dimmers, select channel
number, then press ENTER
To delete dimmers, press UNPATCH
5. Enter the channel number Dimmer(s) are patched to the channel
to which you want to patch
the selected dimmers and
press [Enter].
6. Repeat steps 2 through 4
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to patch additional
dimmers.

a. Foradimmer set to Dimmer Double, press [S2], A, or [S3], B,
after entering the dimmer number. If you select a doubled
dimmer without specifying A or B, the selection defaults to A.
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Proportional patching

Normally, dimmers output with a linear profile at 100 percent unless you
scale them to a lower level.’® The console allows you to proportionally
scale the output of an individual dimmer in the Patch display.'® For
example, if you enter a dimmer proportional level of 60 in Patch and set
that channel to full in a cue or submaster, the dimmer will output at 60
percent.

Follow these steps to assign a proportional dimmer output level:'’

Keystrokes: Action:
1. Press [Patch]. Selects Patch display

2. If the [Dim] LED is unlit, Prompt reads:
press [Dim] to indicate that Select dimmer numbers, then press
the next number entered  ENTER to assign to a channel, or
will be a dimmer. press AT to assign a proportion, or
press PROFILE to assign a profile

3. Use the keypad to enter
the desired dimmer
number(s). Use [And],
[Thru] or [Except] for
multiple selections.?

4. Press [At] Prompt reads:
Select dimmer proportion

5. Use the keypad to enter Dimmer's proportional level is set
the desired maximum
output level for the
dimmer(s). Fullis displayed
untilanew levelis entered.
Enter a zero before single-
digit levels (i.e., 08).

a. If a dimmer is doubled (see Setting dimmers to Dimmer
Doubling, page 53, for an explanation) Use [S2], A, and [S3],
B, along with the numeric keypad, to enter dimmer numbers
as you create your patch. If you select a doubled dimmer
without specifying A or B, the system defaults to A.

15 See Dimmer profiles, page 45, to alter a dimmer’s profile. The profile

takes effect after the dimmer proportion, if any, is first applied.

16 Available only for 8-bit channels—applying dimmer scaling to 16-bit

channels will yield unexpected results.
7. Note: If the dimmer’s level is highlighted (white on red), you may use

[+] and [-] to adjust the level. Press [Enter] to record the edited level.
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Unpatching individual dimmers

When you unpatch dimmers, they are assigned to channel zero. Channel
zero functions as a holding area in which you may store dimmers not
included in your patch. It is not an actual control channel.

Before you begin creating a custom patch, you may find it helpful to assign
all dimmers to channel zero. Then when you begin patching, you can
select dimmers from channel zero and patch them to channels as you like.

Dimmers assigned to channel zero are listed at the end of the channel list
in the Patch display as “--.” These dimmers are not assigned to any
channel but remain on the patch screen.

Follow these steps to assign dimmers to channel zero.

Keystrokes: Action:
1. Press [Patch]. Selects Patch display
2. If the [Dim] LED is unlit, Prompt reads: Select dimmer

press [Dim] to indicate that  numbers, then press ENTER to

the next number entered assign to a channel, or press AT to

will be a dimmer. assign a level, or press PROFILE to
assign a profile

3. Use the keypad to enter
the desired dimmer
number(s) Use [And],
[Thru] or [Except] for
multiple selections.

4. Press [S6], Unpatch. Selected dimmers are unpatched and
assigned to channel zero (- -)
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Labeling dimmers

The console allows you to assign alphanumeric labels to your dimmers.
Dimmer labels may be up to five characters long and may consist of any
combination of characters, including letters, numbers and symbols.

You can also hide or view labels you have assigned to dimmers. Press
[S8], Show/Hide Labels, to toggle between these conditions. Hiding
labels provides space to show additional dimmers.

This example demonstrates how to assign a label to a dimmer:

Keystrokes: Action:
1. Press [Patch]. Selects Patch display
2. Press [5] [Labell]. Selects dimmer 5 to label

Prompt reads:

Type dimmer label

(F6 = clear to end,

F7 = last dimmer label,
F8 = next dimmer label)

3. Use the alphanumeric Corner reads: Label House
keyboard to type “House.”

4. Press [Enter] on the Dimmer 5 is labeled “House”
console’s keypad.?

a. If you wish to label another dimmer, press [F7] or [F8]
in Step 4 instead of [Enter]. The console records the
current dimmer’s label, and brings up the previous or
next dimmer to be labeled.
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Dimmer profiles

A dimmer profile is a variable level sent to a dimmer during a fade that is
related in some way to the percentage of fade completion. By varying the
dimmer profile, you can compensate for nonlinear characteristics or other
time-dependent variations in lighting instruments as well as warm
filaments more slowly to increase lamp life. Dimmer profiles are not
available for 16-bit channels, only for 8-bit channels.

A dimmer may have both a proportional level assigned to it as well as a
dimmer profile.'® In the control sequence for a particular channel, the
channel’s level is first modified by the dimmer scaling, if different from
100%. Then the resulting dimmer level is modified during the channel’'s
fade by the dimmer profile, if different from a linear profile, to yield the
dimmer's final output.

The console has 33 dimmer profiles, of which 32 are editable. Profile 0,
the default profile, is a linear profile'® and is not editable. Profiles 1
through 9 have preset, nonlinear profiles and are all editable. Profiles 10
through 32 default to linear profiles and are all editable.

Pre-defined profiles
0 - Linear (not editable)
1 - IES square
2 - Slow bottom
3 - Fast bottom
4 - Slow top
5 - Fast top
6 - Full at 1%
7 - Preheat at 5%
8 - Preheat at 10%
9 - Hot patch

8. See Proportional patching, page 42, for information about how to

make the dimmer output proportional to a scaling factor.

19: A linear profile is one that has an intensity level directly proportional to

the fade time at all points in the fade time. Thus, when the fade is
50% complete, the intensity level is 50% of the full value.
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Assigning a profile to a dimmer

You may assign one of the 32 alternative profiles to a dimmer. If you
assign none, the console sets the dimmer to default profile 0, the
uneditable linear profile. Following is the procedure for assigning a profile
to a dimmer.20

Keystrokes: Action:

1. Press [Patch].2 Prompt reads:
Select dimmer numbers, then press

[Enter] to assign to a channel, or
press [At] to assign a proportion, or
press Profile to assign a profile

2. Enter the number of the
dimmer to assign on the

keypad.
3. Press [S7], More Prompt reads:
Softkeys, [S6], Profile. Select dimmer profile number

4. Enter the number of the
desired profile.

5. Press [Enter].

a. Press [Dim] if the dimmer LED is not lit.

Profiles display
Press [Setup] [1][0], Profiles, [Enter] to go to the Profiles display.

Percnt 0

SE 400
a4 FL

20 40 E0 eBO YO0 20 90 400

R;Sef
Frofile

ar
Frofile Fercent All to End Eetuween Frofile Feturn

The Profiles display contains a bar chart, with the total time for completion
of the fade broken down into 40 equally spaced bars. The height of each
bar represents the percentage of the full fade level defined as intensity.
Twenty of these bars are editable for intensity and are called fade points.
In between the 20 editable fade points are the remaining 20 bars, and
these indicate the calculated intensity levels between fade points.

20 See Proportional patching, page 42, if you want to use this procedure
to assign a proportional level to the dimmer.
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Also, the Profiles display contains the following information:

e The profile’s number and name (if labeled - see Labeling Profiles

below).

e For each fade point, the percent of the fade complete at that point.
Each fade point contributes 5% to the total fade.

e For each fade point, the intensity at that point.

Navigation and Feedback - Profiles display

ann

IR IEIE
Select a fade point X X X
Change the intensity X X X

Yellow numbers

Fade point percentage
and intensity values

Yellow bar

Fade percent point selected

Note: Use [At] to set the level with the keyboard or use [At] [+] or [At] [-]

to bump the level by one.

Creating or editing a profile

If you need a profile that is different from any of the ten provided, you can
either edit one of those that already exists (but not default profile 0) or
create a new one. As you edit, the profile changes to display the results.

Edit intensities in the Profiles display as follows:

Keystrokes:
1. Press [S1], Profile, [1][2]
[Enter].

2. Press [S2], Percent, and

enter a fade point number.

3. Enteranew intensity on
the keypad.

4. Press [Enter] if finished or
go back to step 2.

Copying to another profile

Action:

Selects profile 12

Prompt reads:

Select percentage, then press [At]
to select level (Or, use right/left
arrows for percentage, up/down
arrows for level)

Selects a fade point

Selects an intensity for the face point

One convenient way to create a new profile is to copy one of the existing
ones to a new profile number and edit the new one. Use softkey [S6],
Copy to Profile, in the Profile display to copy a profile.
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Clear All

For a selected profile, Clear All changes the intensity of all fade points to
undefined.?’

Clear to End

For a selected profile, the Clear to End command sets as undefined the
intensity of all those fade points above the selected one.?’

Fill Between

When intensities in a profile are undefined, such as when you use Clear
All or Clear To End, you can use Fill Between to have them automatically
filled in with a linear profile. For Fill Between to work, you must have
defined intensities on both sides of an undefined range (zero intensity is a
defined value). Here is how Fill Between can be used to fill in undefined
intensities throughout a particular range.

Keystrokes Action
1. Press [S1], Profile, [1][5] Selects profile 15.
Press [S2], Percent, [5][0]  Selects the 50% fade point.
3. Press [S4], Clear to End, Changes all fade points above 50% to

[Enter] undefined.
4. Press [S2], Percent, [7][5] Selects the 75% fade point.
Press [At] [1][0] Sets the 756% fade point to intensity
10
6. Press [Sb], Fill Between, Fills between the 50% and 75% fade
[Enter] points with a straight line. Fade points

above 75% are unaffected.

7. Finish profile to end. Set inattentiveness of fade points
between 75% and 100%

Resetting a profile

Press [S7], Reset, eliminates all editing performed on a selected proﬂle.22
When profiles 1-9 are reset, the original relationships shown under Pre-

defined profiles, page 45, are restored. When profiles 10 through 32 are
reset, they return to linear relationships.

Labeling a profile

You can name any profile by assigning it a label. Profile names can consist
of any combination of letters, numbers and symbols, and may be up to 16
characters long. The name appears at the top left corner of the display
next to the profile number and on profile printouts. After pressing [Label],
use the alphanumeric keyboard to name profiles.?3

21- Undefined intensities are marked ** on the Intensity line.

22 You may reset all profiles at once by selecting Clear Profiles from the

Clear Functions menu.

23 See Installing an alphanumeric keyboard, page 336, if you do not have

the keyboard installed.
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Captured channels in Patch

The console lets you select and capture channels without returning to
Stage mode. This allows you to bring channels up on stage to view the
proportional settings of dimmers assigned to a channel while you set
them.

To select channels from the patch screen, follow these steps:

Keystrokes:

1.
2.

Expression 3 User Manual, v.3.1

Press [Patch].

Press [Channell.

Use the keypad to enter
the desired channel
number(s) Use [And] and
[Thru] if you want to select
more than one channel.

Press [Full] to set channel
level at 100 percent,
[Level] to set channel at
the default level, or press
[At] and enter a level
setting.

Press [Rel] to release
channel(s).

Action:
Selects Patch display

Prompt reads:
Select channel numbers

Prompt reads:
Select channel numbers

Selected channels are set at the
indicated level
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Dimmer check

The console’'s dimmer check allows you to raise unparked dimmers to a
specified level on stage, one at a time.2* Select the starting dimmer, set
it at a level and then use [+] to check consecutive dimmers. You may do
a dimmer check in any display except Patch and Park.

Perform a dimmer check with the following procedure.

Keystrokes:

1. Press [Dim].

2. Press [1] to start dimmer
check with dimmer 1.

3. Press [At].

4. Press [7][5] to set the
dimmer’s level at 75
percent. You may also
press [Full] or [Level] to set
the dimmer at 100 percent
or at the [Level] setting.

5. Press [Enter].

6. Press[+] to select dimmer
2. Repeat as necessary.
Press [Clear] to end
dimmer check.?

Actions:

Prompt reads:
Enter dimmer number(s), then
press AT to select level

Keypad corner reads:
Dim 1

Prompt reads:
Select dimmer level
(Press FULL button for 100%)

Prompt reads:

To unpatch dimmer for dimmer
check, press ENTER

To park or unpark dimmer(s), press
PARK

Dimmer 1 is set at 75 percent
Dimmer Check window appears
Prompt reads:

Press [+] or [-] to step through
dimmers. Press [Clear] to cancel
dimmer check.

Dimmer 1 returns to zero, dimmer 2 is
set at 75 percent

a. If the dimmer is doubled, the dimmer check is performed on
dimmer A of the doubled dimmer first. Pressing [+] moves to
dimmer B of the doubled dimmer.

24.

If a dimmer is parked, the Dimmer Check window displays a “Parked

”

message and shows the level at which it is parked. The Dimmer
Check does not change a parked dimmer’s level on stage.
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About Dimmer

The About Dimmer display tells you about the characteristics, patch and
use of individual dimmers. For the contents of the About Dimmer display
when using ETCLink, see About Dimmer with ETCLink, page 52. For
similar information about channels, see About Channel, page 65.

Go to the About Dimmer display as follows.?

Keystrokes:

1.

2.

3.

Press [About] [Dim].

Press [3].

Press [Enter].

Lobel :
Proportion: 100

Console dimmer level:
DHX512 Port: 173

Label
Channel

Proportion
Profile
Console dimmer level

Parked
DMX512 Port

5

Action:

Prompt reads:
About: Select dimmer number, then
press ENTER

Keypad corner reads:
Dim 3

About Dimmer window is displayed

3
Profile: O Linear
Porked: n

The dimmer's label, if any.

The channel to which the dimmer is
assigned.

The dimmer’s assigned proportional
level.

The dimmer profile's number and name,
if assigned.

The output level the console currently is
sending to the dimmer.

Whether or not the dimmer is parked.
Port number / address on the port.

25 press [Clear] to remove the About window.
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About Dimmer with ETCLink

If your console uses ETCLink to monitor dimmers in an ETC Sensor
dimming system, the About Dimmer window displays additional dimmer
monitoring information. The following expanded About Dimmer window
appears if dimmer monitoring is enabled.

bout: Dimmer 3

Lobel : Chonnel: 3
Proportion: 100 Profile: 0 Lineor
Console dimmer leuvel: 35 Porked: n

DHX512 Port: 1-3

Rock~slot number: 12 Recorded lomp lood:

Rock dimmer level: 5 Lood at full:

Dirmmer leuvel source: DMX A HAcituol lood:
Scoles/Boost:

Dimmer errors: Hone

e Label: The dimmer's label, if any.

e Channel: The channel to which the dimmer is
assigned.

e Proportion: The dimmer’s assigned proportional
level.

e Profile: The dimmer profile’'s number and name,
if assigned.

e Console dimmer level: The dimmer output level the console is
sending to the dimmer.

e Parked Whether or not the dimmer is parked.

e DMX512 Port Port number / address on the port.

¢ Rack/Slot number: The rack and slot in which this dimmer is
located.

e Rack dimmer level: The actual output level at which the
dimmer is set.

e Dimmer level source: The source of the control signal which
set the dimmer's level. Possible sources
include:

DMX A
DMX B
Rack #

The following information is available on Sensor Advanced Features
dimming systems.

e Recorded lamp load: The load at which the selected dimmer
was recorded.

e Load at full: The estimated load on the dimmer when
the level is at Full.

e Actual load: The actual load currently on the dimmer.

e Scale/Boost: The dimmer's scale or boost level. Scale

is reported in volts (V) and Boost is
reported in percentage (%).

e Dimmer errors: Describes errors, if any.
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Setting dimmers to Dimmer Doubling

ETC’s Dimmer Doubling technology can increase the controllable circuits
of a 115 volt, 60 Hz dimming system.2% Dimmer Doubling converts the
output of a single ETC Sensor or L86 dimmer into two separate signals.
Both signals then provide discrete levels for two ETC Source Four Iigh‘[s.27

You must configure the console by setting the mode of the dimmer and
the dimmer’s port before the dimmer will function in Dimmer Doubling
mode. Each dimmer and port is set individually. Before patching, set the
port mode with the procedure given under Setting the port to Dimmer
Doubling, page 334.

When a dimmer is doubled, it is functionally split into two dimmers that
are distinguished by A and B. For example, dimmer 1 becomes dimmer
1A and dimmer 1B. For each doubled port, the A components of each
dimmer are controlled by DMX512 outputs 1-256 and the B components
of each dimmer are controlled by DMX512 outputs 257-512. The console
represents doubled dimmers in the Patch display as dimmers in the range
1-256, parts A and B.

If a channel was patched to the dimmer before it was doubled, the

channel is assigned to both the A and B parts, thus keeping the number
of controlled circuits the same rather than doubled. To assign the doubled
parts of a dimmer independently, see Creating a custom patch, page 41.

Set dimmers to doubled with the procedure below.

Keystrokes: Action:

1. Press [Patch]. Selects Patch display

2. Press [Dim] [11[8] [Thru] Selects dimmers 18 through 35
[3][5].2 Prompt reads:

Select dimmer numbers, then press
ENTER to assign to a channel, or
press AT to assign a proportion, or
press PROFILE to assign a profile

3. Press [S1], Dimmer Sets selected dimmers to doubled
Double. mode

a. Often there is no need to press [Dim] in this step because the
Patch display defaults on entry to dimmer input.

26. Dimmer Doubling is available only for ETC dimming systems

operating nominally at 115 volts, 60 Hz. It is not available for systems
operating at other voltages or frequencies.

27. The Source Four lights should be running 77V HPL lamps when

operated by a doubled dimmer.
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Patching to a Strand CD80 dimmer rack

Strand CD80 dimmer racks have 48 dimmer slots. Each dimmer slot holds
either two 2.4kW dimmers or one 6kW or 12kW dimmer. The console
requires that you include all 96 possible dimmer numbers per rack in the
patch.

Refer to the charts below to determine dimmer numbers for each slot on
each rack. When patching 6kW or 12kW dimmers, enter the slot's odd
dimmer number under the desired channel number. Enter the slot’'s even
dimmer number under channel zero.

For example, to patch a 6kVW dimmer into the last dimmer slot on the first
rack, enter dimmer 95 in the desired channel number and dimmer 96 in
channel zero.

11 [3][5][7][9][1] 97| [99] [101] [103] [105] [107
2|1 4][6]]8][10]][12] 9g| [100| [102| [104| |106| |108
13] [15] [17] [19] [21] [23] 109| [111] [113] [11s] [117] [119
14 |16] [18] [ 20] | 22] |24 10| (12| [114] |118]| [118] [120
25| [27] [29] [31] [33] [35] 121] [123] [125] [127] [129] [131
26| | 28] [30] [32] [ 34] |36 122| |124| 26| [128| [130] [132
37| [39] [41] [43] [45] [47] 133] [135] [137]| [139] [141] [143
38| 40| [42] 44| | 6] |48] 134| [136| [138] |140| [142| |144
49| [51] [53] [55] [57] [59] 145| [147] [149] [151] [153] [155
50| | 52] | 54] | 56] | 58] |60] 146| [148| [150| |152| |154| |156
61| [63] [65] [67] [69] [71] 157] [159] [161] [163] [165] [167
62| |64] | 66] |68]|70] | 72] 158| [160| [162| |164| |166| |168
73] [75] [77] [79] [81] [83] 169| [171] [173] [175] [177] [179
74| |76] | 78] |80] | 82] |84 170| 72| 74| [178| [178] |180
85| [87] [89] [91] [93] [95] 181] [183| [185] [187] [189] [191
86| 88| | 90| |92] | 94| | 96] 182| [184| |186] |188| |190| [192
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Chapter 5
Setting channel levels

Setting channel levels is the first step in recording cues, submasters and
groups. Setting channel levels in Stage mode brings light levels up on
stage. Setting channel levels in Blind mode does not affect stage lights.

This chapter includes the following sections:

¢ Channel modes

e Channel attributes

e Selecting channels

e Setting channel levels
e Channel check

e About Channel
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Channel modes

The color and behavior of channels depends upon their modes.

Selected channels

Selected channels are channels over which you have immediate control
with the keypad or level wheel. Their channel numbers are displayed in
yellow and their levels displayed in red. You can select channels in all
display modes. Press [Rel] once to release selected channels.

Captured channels

Captured channels have levels set in the Stage or Fader displays by any
source except faded cues or submasters and take precedence over levels
set by faded cues or submasters. For example, if you capture a channel at
50 that was faded to 100 percent, you set it to 50 percent. VWWhen one or
more channels are captured, the message “Captured Channels” appears
in red near the top right corner of the display.

Captured channels may be released in a particular order. If no channels are
selected and you press [Rel], all dependent channels are released. If you
press [Rell a second time, all independent channels are released. If you
had selected one or more channels before pressing [Rell], the first time,
only those selected channels would have been released, and further
presses of [Rel]l would be in the same order as explained above.?

Captured channels in fixtures are released essentially the same way. If no
fixtures are selected and you press [Rel], all dependent channels are
released, including the dependent channels in all fixtures. If you press
[Rell again, all independent channels are released, including the
independent channels in all fixtures. If you select a fixture first before you
press [Rel], only the dependent channels of that selected fixture are
released. Pressing [Rel] a second time releases all independent channels
of that selected fixture. Pressing [Rel] on or two times again releases
remaining dependent and independent channels as explained above.

Recorded channels

Recorded channels have been recorded in a cue, group, focus point or
submaster. Recorded channels may be either moving or tracked in Blind
mode (see below). Channel levels controlled by effects are in white in
Stage or Fader displays. Channel levels controlled by submasters other
than effect submasters are in yellow in Stage displays.

Moving channels

Moving channels are channel levels that change from one cue to the next.
In Stage mode, all moving channels are displayed in green. In Blind and
Tracksheet, moving channels are displayed in green if they are moving
down or blue if they are moving up.

Tracked channels

A tracked channel is a channel whose level is unchanged from the
preceding cue. Tracked channels are displayed in purple.

28. See Channel Attributes display, page 57, for a discussion of
independent and dependent channels.
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Channel Attributes display

The Channel Attribute display shows the following settings for every
console channel.

¢ Independent
Designates whether a channel is dependent upon or independent of
Grandmaster, Flash, Release, Solo, and Blackout control. Indepen-
dent channels have a “y" in the Ind field, while all others have no en-
try in the Ind field. You must press [Rel] twice, or in some cases, three

times to release independent channels.

e Flip
Means that the channel’s output is reversed. A flipped channel’'s DMX
output is at full when the channel is set to zero and at zero when the
channelis set to full. In this display, a flipped channel is identified with

a "y” in the Flip field, while unflipped channels have no entry in the
Flip field.

e 16-bit
Designates whether a channel is used for 8-bit or 16-bit data. For 8-bit
data, there is no entry in the 16b field. For 16-bit data, the 16b field
can have a “"Hi” ora “Lo" label signifying whether the channel sends
the higher or lower bits of a 16-bit control signal.

e LTP
Designates whether a channel obeys the Highest Takes Precedence
(HTP) or the Latest Takes Precedence (LTP) convention. HTP chan-
nels have no entry in the LTP field of the display, while LTP channels
are identified by a “y" in the LTP field.

e Label
Allows you to assign labels to channels.

Channel Attributes Chan
10:43 AW

LTF Laobel Chan Ind Flip 16b LTF Label
= y

pendent Flip Eit Poge Poge LTF List Return
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Editing in the Channel Attributes display

Channels not patched to fixtures may be fully edited in the Channel
Attributes display.2? Use [Thrul, [And] and [Except] if you wish to select
multiple channels. If a channel is patched to a fixture, only the channel
label may be edited in the Channel Attributes display.

Independent channels

A channelis normally controlled by the Grandmaster, Flash, Release, Solo,
and Blackout functions but can be made independent of them.3% Use the
procedure below to make one channel or a range of channels

independent.

Keystrokes:

1.

Press [Setup].

2. Press [1][1] [Enter].

3. Enter channel number(s).

4. Press [S1], Independent.

5. Press [1] [Enter].
Flipped channels

Action:

Selects Setup menu

Selects Channel Attributes display
Selects channel(s)

Prompt reads:

Enable/disable independent
channel(s) (1 = Enable, 0 = Disable)
(Channels in ML fixture patch
cannot be edited except label)

Each selected channel is set as
independent

Two lights can be made to work in opposite directions if the output of one
of themis flipped. For example, if a flipped conventional light and a normal
conventional light both are recorded to a submaster, one will brighten and
the other darken as the submaster slider is moved. Use the procedure
below to flip one channel or a range of channels.

Keystrokes:

1. Press [Setup]

2. Press [1][1] [Enter]

3. Enter channel number(s).
4. Press [S2], Flip.

Press [1] [Enter]

29.

30.

Action:

Selects Setup menu.

Selects Channel Attributes display.
Selects channel(s)

Prompt reads:

Enable/disable flipped channel(s)
(1 = Enable, 0 = Disable)
(Channels in ML fixture patch
cannot be edited except label)

Each selected channel is set as
flipped.

Use the Expression Personality Editor to edit fixture attributes.

See Captured channels, page 56, for information about releasing
channels on stage when they're independent.
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Channel data type

Channels normally contain 8-bit data but may be enabled to contain 16-bit
data. Enabling for 16-bit data always involves the next channel in order as
well. The enabled channel is called the “HI"” channel because it holds the
high-order bits of the 16-bit data. The subsequent channel is called the
“LO" channel because it holds the low-order bits. Either may be
reassigned to 8-bit data, but when you do that, both channels of a 16-bit
pair are reassigned at once. Use the procedure below to enable one
channel or a range of channels for 16-bit data.

Keystrokes: Action:

1. Press [Setupl. Selects Setup menu.

2. Press [1][1] [Enter]. Selects Channel Attributes display.
3. Enter channel number(s). Selects channel(s)

4. Press [S3], 16b. Prompt reads:

Enable/Disable 16 bit channel(s)
(1=Enable, 0=Disable)

(Channels in ML fixture patch
cannot be edited except label)

o

Press [1] [Enter]. Each selected channel is set for 16-bit
use

Channel convention

Channels normally operated in HTP mode but may be enabled to operate
in LTP mode.3! Use the procedure below to enable one channel or arange
of channels for LTP mode.

Keystrokes: Action:

1. Press [Setupl. Selects Setup menu.

2. Press [1][1] [Enter]. Selects Channel Attributes display.
3. Enter channel number(s).  Selects channel(s)

4. Press [S6], LTP. Prompt reads:

Enable/Disable “last takes
precedence” channel(s)
(1=LTP, 0= Normal)

(Channels in ML fixture patch
cannot be edited except label)

o

Press [1] [Enter]. Each selected channel is set as LTP

31 See Output level conventions, page 4, for a comparative discussion of

HTP and LTP channels.
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Labeling channels

You can assign a label to any channel, even channels in Fixture Patch, in
the Channel Attributes display. Use the procedure below to label one
channel or a range of channels.

Keystrokes: Action:
1. Press [Setupl. Selects Setup menu
2. Press [1][1] [Enter]. Selects Channel Attributes display
3. Enter channel number(s),  Selects channel(s) to label
then press [Label]. Use Prompt reads:
[Thrul, [And] and [Except] Type channel label
to select multiple (F6 = clear to end,
channels. F7 = last channel label,

F8 = next channel label)

4. Use an alphanumeric Channel(s) labeled
keyboard to enter the
channel's label, then press
[Enter].
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Selecting channels

Using the keypad to set channel levels involves two steps: selecting the
channels whose levels you want to modify, then entering output levels.

e To select a single channel, enter the channel number preceded by
[Channel] if the [Channel] LED is not lit. For example, [Channel] [1]
selects channel 1 or just entering 1 will do it if the [Channel] LED is lit.

e To select two channels that are not consecutively numbered, enter
the number of the first channel, then press [And] and enter the
number of the second channel. For example, [Channel] [1] [And] [7]
selects channels 1 and 7.

e To select a group of consecutively numbered channels, enter the
number of the first channel, then press [Thru] and enter the last num-
ber. For example, [Channel] [1] [Thru] [9] selects channels 1, 2, 3, 4, 5,
6, 7, 8,and 9.

e To exclude consecutive channels from a selected group of channels,
press [Except] before entering the channels to exclude. For example,
[Channel] [1] [Thru] [11[5] [Except] [5] [Thru] [1][3] selects channels 1,
2,3,4,14, and 15.

e Use [And] to select each non-consecutive channel to include in a
selection. For example, [Channel] [1] [Thru] [5] [And] [8] [And] [1][1]
selects channels 1, 2, 3, 4, 5, 8and 11.

e Use [Except] to exclude each non-consecutive channel from a selec-
tion. For example, [Channel] [1] [Thru] [5] [Except] [1] [Except [5]
selects channels 2, 3 and 4.

e If no channels are selected, press [Enter] to select all channels cur-
rently at a level above zero.

Once you have entered your channel selections, you are ready to set
channel levels.

Selecting channels in Flexichannel mode

In Flexichannel mode, only channels that are used in the show appear on
the Stage, Blind and Fader displays. See Flexichannel, page 15, for
information on enabling and updating Flexichannel.

When Flexichannel mode is enabled, the [Thru] key functions slightly
differently. For example, in normal mode, pressing [1] [Thru] [5] selects all
channels from 1 to 5. In Flexichannel mode, pressing [1] [Thru] [5] selects
all visible channels from 1 to 5.

To select all channels from 1 to 5, including channels that haven’t been
used in the show so far, press [1] [Thru] [Thru] [5]. Pressing [Thru] a
second time alerts the system to ignore Flexichannel for that channel
selection.
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Setting channel levels

You assign output levels to channels using the basic format [Channel] [#]
[At] [#] where the first number is the channel and the second is the level.
For example, [Channel] [4] [At] [7][5] sets channel 4 at 75 percent. If you
enter a single digit for the level, the console multiplies it by ten and you
must follow it with [Enter]. In other words, [Channel] [4] [At] [1] [Enter]
sets channel 4 to 10 percent. To set channel 4 to 1 percent, enter
[Channel] [4] [At] [0][1].32

Level wheel

To set channel levels with the level wheel (labeled Level Y), select the
channels whose levels you want to modify, then use the level wheel to
set the desired output level. You can also use the level wheel to adjust
output levels for all active channels.

To set selected channel levels, enter [Channel] [1] [Thru] [5] then move the
level wheel to set levels.

To modify all channels currently at a level above zero, press [Enter] then
move the level wheel to set levels.

Full
Press [Full] to set selected channel levels to 100 percent. For example,
press [Channel] [1] [Thru] [3] [Full] to set channels 1, 2 and 3 to 100
percent.

Level key

[Level] sets selected channel levels to the output level assigned to the
[Levell key. The default value for [Level] is 100 percent. (See Setting
default Level key, page 27, for instructions on changing the Level key's
setting.) For example, if Level is set at 75 percent, press [1] [Thru] [5]
[Level] to set channels 1, 2, 3, 4, and 5 to 75 percent.

Flash

Flash sets the selected channel’s level to 100 percent if the channel is
currently at a level at or below 50 percent. If the channel’s level is above
50 percent, Flash sets it to zero. Levels set by Flash are only maintained
while the key is pressed. For example, press [Channel] [5], then press and
hold [S8], Flash, to set channel 5 to either 100 or zero.

32. To clear channels, press [At] [Clear].
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Sneak

Sneak is a softkey that you can use to fade channels on stage to a level
you choose in a specific time or to restore channels to the last level at
which they were set with a fader or submaster. For example, if you bring
up a cue, then change the look, you can use sneak to go back to the look
created by the original cue. You can use Sneak with groups, submasters
and focus points as well as with cues.

If you do not indicate a time, the sneak occurs in the default sneak time,
set in System Settings.

Follow these steps to use Sneak to set a channel level.

Keystrokes: Action:
1. Press [Stagel. Selects Stage display mode
2. Press [S1], Sneak. Selects Sneak mode

Prompt reads: Sneak mode - Select
channels, then press ENTER to
sneak, or AT to select sneak level,
or TIME to select sneak time

3. Select the channel(s) you Selects channel 5. Sets level at 50
wantto sneak andthelevel percent

to which you want it to Prompt reads:
fade. For example, press Sneak mode - Select level
[5] [At] [B].
4. Press [Time] and enterthe  Selects Sneak time of ten seconds
time for the sneak. For Prompt reads:
example, press [Time] Sneak mode - Select time
[11[0].
5. Press [Enter]. Fades channel 5 to 50 percent over

ten seconds

Follow these steps to restore a channel to its last fader or submaster

level 33

Keystrokes: Action:

1. Press [Sneak] and select Selects channel 5 to sneak
the channel(s) you wantto ~ Prompt reads: Sneak mode - Select
restore. For example, channels, then press ENTER to
press [5]. sneak, or AT to select sneak level,

or TIME to select sneak time
2. Press [Enter]. Fades channel 5 back to its most

recent cue or sub level

33 Press [Sneak] [Enter] to restore all channels to their current fader or
submaster levels.
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Channel check

Use a Channel Check to check which channel controls which light. The

console allows you to check channels by selecting a single channel and
flashing it to a level.3* Once you have selected a channel you can then

advance sequentially through the channels, checking one at a time. You
may start a channel check with any channel.

Follow these steps to run a channel check:

Keystrokes: Actions:

1. Press [Stagel. Selects Stage display
Prompt reads:
Select channel numbers

Press [Channel] [1]. Corner reads: Chan 1

3. Press [S7],
More Softkeys.

4. Press and hold [S8], Flash. Setschannel 1's level to 100 percent if
its current level is at or below 50
percent
or...

Sets channel 1's level to zero if its
current level is above 50 percent

5. While holding [S8], press Flashes each channel in turn
[+] or [-] to select the next
or previous channel.

6. Once you have checked all
the channels, release [S8],
Flash.

34 If a channel is independent, it will not flash in response to a channel

check.
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About Channel

The About Channel display gives you information about the
characteristics, patch and use of individual channels. It can be displayed
while in any other display. For similar information about dimmers, see
About Dimmer, page 51.

Go to the About Channel display as follows.

Keystrokes: Action:

1. Press [About] [Channel]. Prompt reads:
About: Select channel number, then
press ENTER

2. Press [6]. Keypad corner reads:
Chan 6
3. Press [Enter]. About Channel window is displayed.?

a. Press [Clear] to remove the window.

Features of the display

Following is an About Channel display for a channel patched to a fixture
attribute. When a channel is either unpatched or patched to a conventional
light, the Fixture and Type fields shown below are replaced by a Link field.

About ! Channel 4
Label ¢
Fixture! Ao A 16k Hi
I-Beam ) LTF
Last us
Humb of mo

Foarked: n
Inhibited: n

Oimmer=: o

e Label Name, if any, assigned to the channel in
the Channel Attributes display.
¢ Fixture (Only for channels patched to a fixture)

Number and name, if any, assigned to
the channel in Fixture Patch.

e Type (Only for channels patched to a fixture)
Name of the personality used for this
fixture.

e Link Link number, if any.

¢ Device If channel is patched to a fixture, Device

shows the assigned fixture attribute. If
channel is on a Link List, Device shows
which wheel is assigned.
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e Attributes Channel characteristics, such as:

v Ind The channel is independent.3®
v 16b Hi The channel controls the high bits portion of 16-bit data.3®
v 16b Lo The channel controls the low bits portion of 16-bit data.®®
v Flip The channel’'s output has been reversed.36
LTP The channel’s convention is LTP. 3°
e Source Identifies how the channel is being
controlled, e.g. cue number, background
cue number, captured, fader pair,
submaster number.
¢ First used The first cue in which this channel
appears.
e Last used The highest numbered cue in which this
channel appears.
e  Number of cues The total number of cues in which this
channel appears.
¢  Number of moves The total number of cues in which this
channel moves.
e Level The channel’s current level and focus
point reference, if any.
¢ Inhibited The inhibitive submaster, if any, which is
controlling the level of the channel.
e Dimmers The dimmers assigned to the channel, as

space permits.

35 Editable in the Channel Attributes display except for channels patched
to ML fixtures. This feature is editable for ML fixtures in the
Expression Personality Editor.

36. Editable in the Channel Attributes display except for channels patched

to ML fixtures. Editable in Fixture Patch for channels patched to ML
fixtures.
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Chapter 6

Adding moving lights to the show

The first step in working with moving lights is to add them to your show.

Then, when your console has information about what types of fixtures,
personalities and fixture attributes you are using, you are ready to
customize your console to work most efficiently with them. Both steps
are initiated from the Moving Light Functions menu.

This chapter contains the following sections:
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The Moving Lights Function menu

Personality setup and editing

Patching moving light fixtures and fixture editing
Attribute setup and category editing

Encoder setup

Using the moving lights Fixture Box

Fixture focus with Solo
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Moving Light Functions menu

Go to the Moving Lights Functions menu by pressing [Setup] [11[5] [Enter].

Menw

!
:

Fixture
Attribu
E

Return

1. Personality Setup - The console comes with default personalities
already included in its system software code. These may not be
sufficient for your purposes, however, and you may need to add
additional ones. Work directly with personalities here.

2. Fixture Patch - Once you have the personalities in the console that
you need, begin the task of patching fixtures with those personalities.
In addition to patching, you can customize here by labeling and
modifying the standard patching.

3. Attribute Setup - Go to this display to customize the assignment of
fixture attributes to categories. Later during the creation of your show,
this categorization will help you grab the moving light attributes you
want by color, position or other traits to set levels, create cues, etc.
The attributes used in your show are highlighted in the Attribute Setup
display.

4. Encoder Setup' - This display allows you to customize the
assignment of encoders, wheels and an optional mouse to fixture
attributes for greater level-setting convenience. The console helps
you here too by highlighting those fixture attributes you are using so
you can easily put them where you want them.

I Encoders are available only on Expression 3 consoles or earlier-model

consoles equipped with the ML Module.
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Personality Setup

You may find that the default personalities embedded in console software
are sufficient for your needs. If not, you may be able to get the personality
you need from ETC or create it yourself. See Personalities, page 7, to learn
about these options.

All personalities can be included in your show or deleted from it to save
console memory. You may also inspect a personality in your show.

Go to the Personality Setup display

1. Press [Setup] [1]1[5] [Enter] to display the Moving Lights Functions
menu.

2. Press [1] [Enter] to go to the Personality Setup display

ity Setup Persan
E

Personal ity Hum  Personality Mum  Personality Mum  Personal ity

Navigation and Feedhack - Personality Setup display

=IRIEEIE
X

Select a personality X X
Yellow highlighting Personality selected in the display
Purple highlighting Personalities in use in the show
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Loading personalities into the console

You may load additional personalities to your show if you find that the
default personalities are not sufficient for your needs. Any personalities
loaded to your show are saved with your show.

Load personalities to your show from a diskette. If you obtained the extra
personalities from ETC’s internet website, store them first on your hard
drive, preferably in the Shows directory set up by Expression Off-Line.
See the Expression Off-Line QuickGuide for information about using Off-
Line to create and edit shows for your console.

When you are ready to load personalities to your show, transfer what you
need from your computer to a diskette. The console loads all files from the
diskette to your show at once. Follow the procedure below to load
personality files.

1. Insert the 3.5-inch diskette in the console disk drive.
2. From the Personality Setup display, Press [S1], From Disk, [Enter].
3. Remove and store the diskette when the transfer is complete.

WARNING - If possible, always load personalities before patching. If you
try loading a personality with the same name as one you already have in
your show, you will get the warning shown below. If you are replacing a
personality with one that assigns more channels, the automatic
repatching will cause erroneous overlapping. Such overlapping can cause
unexpected or inconsistent behavior from recorded elements such as
groups and cues used in the show. You may need to repatch fixtures.

Hum  Personal ity Hum  Pe ali ity Hum  P=
WARHI

Studiolo already exists in show
A name can be used for only one personality in o
show, If [From Diskl i= continued., the prewvious
personality will be owverwritten with the ane from
disk which has the some names. Assigned fixtores
will be unpotched and repatoched.

ovetrurite all doplicates. press [Enterd

skip all duplicates. press [Clear]

overurite this duplicate. press [Plus]

skip this duplicate. press [Minusl
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Viewing a personality
1. From the Personality Setup display, type the number of the
personality you want to view.

2. Press [S3], View Personality and the view display appears. To view
another personality, scroll with the [+] or [-] keys.

3. Press [S8], Return, to return to the Personality Setup display.

Deleting personalities

You may delete personalities from the show either one at a time or in
groups using the [+], [-], [And] or [Thru] keys.

1. From the Personality Setup display, press [S6], Delete Personality.

2. Type the number of the personality you want to delete, followed by
[Enter] to confirm your choice. If you change your mind after selecting
a personality, press [Clear] to begin again.

Resetting defaults

You may restore any of the default personalities that were deleted. When
restoring the default personalities, any uploaded personalities are deleted.
To reset defaults, go to the Personality Setup display, Press [S7], Reset
Defaults, and complete the action by pressing [Enter].

WARNING - Resetting restores default personalities. If you loaded a
personality with the same name as a default and used it in your show, the
fixtures patched with that personality will be repatched using the default.
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Patching moving lights

Fixtures are installed in the Fixture Patch display in numerical order, either
singly or in ranges.

Go to the Fixture Patch display

There are two ways to get to the Fixture Patch display. Either select option
2 from the I\/Iovin% Light Functions menu or press [S8], Fixture Patch, in
the Patch display.

Fixtur

= Label Fersonal ity ' 2 i Intens
us Choan

5 = 52 : SE
Select Person— i Dzlete
Fixture ality FPoge FPage Fixture Sof tkeys Return

Navigation and Feedback - Fixture Patch display
ISR IESE:
Select a fixture X X X X
Select a feature X X
Make a change X X
White line Indicates fixture selected
Yellow coloration Indicates feature selected

2. Pressing [S8], Return, in Fixture Patch returns you either to the
Moving Lights Functions menu or to the Patch display, depending
upon which of the two you were in just prior.

Chapter 6 Adding moving lights to the show



Patching one fixture or a fixture range

The following procedure makes use of the automatic cursor movement
from field to field for efficient data entry. When patching a range, all range
members receive the same assignments except as noted below.
Alternatively, you can use softkeys at any time to make entries in specific

fields, such as to individualize labels when fixtures are patched as a range.
1.

Fixture Number: Enter the fixture number or range. Fixtures are
entered in order, starting with “1". Press [Enterl].

Label: Enter a descriptive label using an alphanumeric keyboard.
Press [Enter].

Personality: Enter the number of the personality from the list of
personalities you have available. Alternatively, scroll through the
personality choices with the [+] or [-] keys. Press [Enter] to select.

Start Channel® %: Enter a number for the first channel to be assigned
to the fixture(s). If entering a range, picking the Start Channel assigns
a sequential start channel to every fixture in the range. Press [Enterl].

DMX512 Start,°: Enter the number of the desired DMX port. Press
[Enter]. The cursor remains in the DMX512 start field but moves to
the right of a slash inserted in the field. Enter an address for the fixture
within the DMX port (1-512). If entering a range, picking the DMX
address assigns a sequential address at that port to every fixture in
the range. Press [Enter].

Remote Dimmer: If the personality signals that the fixture has its
own dimmer, an “n" automatically appears in this field. If the fixture
needs a remote dimmer, enter the dimmer’s number. If entering a
range, picking the dimmer number automatically assigns a unigue

dimmer to every fixture in the range. Press [Enter].

Swap Focus: If you use a pointing device, pan level adjustment is
normally on the X-axis and tilt level adjustment is normally on the Y-
axis. Regardless of where pan and tilt level adjustments are assigned,
you may reverse these assignments with Swap Focus. Follow the
onscreen prompt or toggle with the [+] or [-] keys to switch between
swap and normal. Press [Enter].

Flip: Normally, when the control to which pan or tilt is assigned is
increased, the level increases too. You may invert this relationship for
pan or tilt with Flip, which can be used to “mirror” two moving lights.
In Fixture Patch, Pan is prompted first, tilt second. For each, follow the
onscreen prompt or toggle with the [+] or [-] keys to switch between
flip and normal. Press [Enter] to complete each assignment.

Intensity Channel: Identifies the channel number of the fixture’s
intensity channel.

Expression 3 User Manual, v.3.1

An Advisory appears if you choose a Start Channel or DMIX512 Start
address that overlaps patchings for other fixtures. A Warning appears
if the start address is too high. Press [Clear] to remove the Advisory
or the Warning and make other selections.

After a fixture's start channel is selected, levels can be set for the
fixture's attributes and recorded into cues. The console will not
control the moving light, however, until DMX512 addresses have
been set.

The port and starting address must be set so that there are enough
DMX512 outputs for all the attributes of all the fixtures.
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Editing the fixture list
You mag edit or delete fixtures individually or in groups in the Fixture Patch
display.
Editing a fixture

1. From the Fixture Patch display, enter the fixture number(s).

2. Use the left/right arrow keys to move to the field where you want to
make a change. Enter a numeric value or scroll with the [+] or [-] keys
to make the change. Press [Enter].

Deleting a fixture or a range of fixtures:

1. From the Fixture Patch display, press [S6], Delete Fixture. If Delete
Fixture is not displayed as a softkey, press [S7], More Softkeys,
first, then press [S6], Delete Fixture.

2. Enter the fixture number(s).
3. Press [Enter] to delete, or press [Clear] to re-select.

6 When an edit field and fixture are selected, you can move quickly to
other edit fields or fixtures with the arrow keys. Use the left/right
arrows to move to other edit fields and the up/down arrows to move
to other fixtures.
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Attribute Setup

Personalities may have as many as 64 attributes. Most of the 64 attributes
have names that describe the function to which they are assigned, such
as pan, tilt, gobo or strobe. The rest have either User or Reserved
designations and are unassigned.

The system software assigns each attribute to one of five categories by
default, but you can change these assignments. The category
assignments affect all fixtures in the show alike. See the list of categories
and examples of attributes assigned to them in the table below.

Categorization provides a way for you to refer to attributes during
programming in relation to their function (such as position or color) rather
than to attributes by their individual names. Use the Only command when
referencing attribute categories.

Default attribute category assignments
oy Position attributes, such as pan and tilt, control the
Position direction of the fixture.
Beam Beam attributes, such as intensity and zoom, control
the quality of the fixture's field.
Image Image attributes, such as gobo and F/X, control the
g shape of the fixture's field.
Color Color attributes, such as cyan and magenta, control the
color of the fixture's beam.
None None are those attributes, such as speed and control,
not included in the other four categories.
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Go to the Attribute Setup display

The Attribute Setup display lists all attributes and identifies their category
assignments. You can change the categories to which an attribute is
assigned by adding or removing them in this display. Every attribute must
be assigned to at least one category. Multiple category assignments are
allowed except when an attribute is assigned to the None category.

1. Press [Setup] [11[5] [Enter] to display the Moving Light Functions
menu.

2. Press [3] [Enter] to go to the Attribute Setup display.

Attrib

Attribute Category

=IRIRIEIE
Select an attribute X X X X
Select a category X X
Make a change X
Purple coloration Attributes used in the show
Gray coloration Attributes not used in the show
Yellow coloration ltem selected

Changing an attribute’s category assignment:

1. Enter the number of the attribute. Press [Enter].

2. For each category to be added or removed, enter its assignment
number (O=None; 1=Position; 2=Image; 3=Color; 4=Beam).
Entering the number either adds or removes the category depending
upon whether the attribute is already assigned to it or not.

3. Press [Enter] after you have made all changes. You may start over at
any time by pressing [Clear] or typing 0 to choose None.

Resetting defaults:

Each of the 64 attributes has a unigue default category assignment. To
reset all attributes to their category defaults, go to the Attribute Setup
Display. Then, Press [S7], Reset Defaults, followed by [Enter].
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Encoder Setup

Level setting controls for Expression 3

In Expression 3, fixture attribute levels may be controlled by wheels,
encoders or by an optional pointing device. All these devices are available
with user-defined assignments on six, selectable pages. For each page,
you can control as many as five attributes with encoders, two attributes
with wheels and two attributes with a pointing device. Generally the
pointing device is used only for pan and tilt attributes, so that means you
can directly control as many as 44 fixture attributes with the encoders and
wheels simply by changing pages.

oty 5

Cy = === 0
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Wheels Encoders
Encoder Pages

For each page, attributes are assigned by default to encoders, wheels and
to the two axes of a pointing device. You can change the default
assignments to suit your needs or preferences, such as if your console is
not equipped with a pointing device.

Level setting controls for Expression 2x

Expression 2x does not have encoders or multiple page buttons. You can
have these Expression 3 features, however, by purchasing an ETC
Moving Lights module. This small device, which connects to the Digitizer/
Serial port of your console, also allows you to add a pointing device such
as a mouse to your system. See the section in this manual entitled,
Moving Lights Module, page 323, for additional information about this
option, including installation instructions.

Expression 3 User Manual, v.3.1



78

Go to the Encoder Setup display

1. Press [Setup] [1][5] [Enter] to display the Moving Light Functions

menu.

2. Press [4] [Enter] to go to the Encoder Setup display.

Encodetr Poge 4

9

Return

Navigation and Feedhack - Encoder Setup

IS AN | == =+
Select an encoder X X X X
Select a page X X X X
Assign attribute X X

Purple coloration

Attributes used in the show

Gray coloration

Attributes not used in the show

Yellow coloration

Encoder/page selections

White coloration

Attribute field selected

Changing assignments

Encoders and other level setting devices are assigned to 44 of the 64
available attributes by default. You may change the default settings to suit
your individual needs, such as to concentrate attributes that you most
commonly select an one page or move attributes to particular devices to
suit your individual setup or preferences. You may not, however, assign
an attribute to more than one location on a page.

There are three ways to change assignments in the Encoder Setup
display: individually, automatically and back to defaults.
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Change individually

1. Select an encoder, wheel or pointing device axis with the up/down
arrows.

2. Select an encoder page with the left/right arrows. Press [Enter].

3. Select an attribute with the [+] or [-] keys or use [Only] to select
attributes.’ Press [Enter].

4. Continue making changes until done. When a page and encoder are
selected, you can move quickly to other pages or encoders with the
arrow keys.

Change automatically

The console can make automatic level setting assignments for all fixture
attributes you are using in your show. One reason you may want to use
this automatic assignment feature is to ensure that all your attributes are
included in the encoder setup (20 do not appear in a default setup).
Another reason is to quickly concentrate your attributes on the lower-
numbered pages, thus reducing the need to change pages when setting
levels. Only attributes in the current show are assigned. pan and tilt are
assigned to the pointing device on every page.

This feature is available as a softkey called Autoload Encoders in Fixture
Patch or in the Encoder Setup display (in Fixture Patch, you may need to
press [S7], More Softkeys, first). In the Encoder Setup display, press [S6],
Autoload Encoders (you must press [Enter] twice to confirm). After
executing an Autoload assignment, the Encoder Setup display resembles
the one shown in the illustration below.

Encoder Poge 2 *age 3 Page 4

Select
Encodet H i Feturn

Resetting defaults

You may return to the default level setting assignments anytime you wish.
In the Encoder Setup display, press [S7], Reset Defaults, and press
[Enter] twice to confirm.

7~ See The Only command, page 8, for information.
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Working with moving lights

Moving lights displays

Moving lights and conventional lights use the same Blind, Stage and Fader
displays. Each moving light, however, is distinguished in these displays by
a gray bar surrounding the numbers of all channels in the fixture. Also,
channels that carry the low order bits of 16-bit attributes have dimmed
channel numbers.

Levels are set for the channels of moving light fixtures in a Fixture Box
window that pops up in Blind, Stage and Fader displays when a fixture is
selected.® The list under the screen shot below identifies the contents of
the Fixture Box window.

Go to the Fixture Box window

Press the [Stagel, [Blind] or [Fader] key.
Press [S8], Fixture.
Enter a fixture number(s). The fixture box appears.

Fixntur 1
03 40 044 3 5 016 17
ES 40 041 43 45 045 47 48
23 B9 B0 OBY B2 62 B4 BE OBE BY B2 B9 70 074 72
a0 034
0z 02 04 05 03 410 114 =] 15 116 17

Fixture: I-Beam 1E

[

an
[}

Following are features of the Fixture Box.

The fixture is identified by number, label (if assigned) and personality.

Page numbers are shown in white if any of the fixture's attributes are
on that page. The current encoder page is identified in yellow.

The fixture's attributes on the current page are identified in gold.

The level assigned to each identified attribute is identified in the
“Value” line. For 8-bit data types, the level is given as a percentage.
For 16-bit data types, the level is given as a value in the range 0-65535.

The level setting device assigned to each identified attribute is
identified, where E1-Eb are the five encoders, X and Y are the two
wheels, and TX and TY are the axes of the pointing device, if attached.

When a range of fixtures is selected, the Fixture Box contains
information pertaining only to the last fixture in the range.
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Working with fixtures

Following are some principles to keep in mind when setting fixture
attribute levels.

If a fixture has a strobe attribute, that attribute must be set above zero
so that the light can be seen.

The intensity attribute is selected by default unless you select an
attribute. Use this as a shortcut method to set fixture intensities. For
example, set the intensity of three moving lights on stage by pressing
[Stage] [S8], Fixture, [1] [thru] [3] [Full].

If you wish, you can assign attribute levels without using the Fixture
Box. Forinstance, if a fixture is patched to channels 1 through 20, you
can set the levels of channels 7 and 8 as follows: press [Stagel]
[Channel] [7] [And] [8] [At] [5] [Enter].

If you are working with fixtures directly but don't want the Fixture Box
on the screen, press [Clear] to remove it. The encoders remain active
when the Fixture Box is cleared. You can clear away the Fixture Box
even in the midst of a lengthy command sequence without altering
the results. For instance, set the intensity of fixtures 1 through 3 to
full and clear away the Fixture Box in one command sequence as
follows: press [Blind] [S8], Fixture, [1] [thru] [3] [Clear] [Full].

Setting levels when you have encoders

Use the procedure below the Navigation and Feedback table below to set
attribute levels with Expression 3 or with an Expression 2x that is
equipped with an ML module.

Navigation and Feedback - Fixture Box display (with encoders)
=IRIRIEIE:
Select fixture X X
Select page X
Page highlighted white Fixture attributes exist on page
Page highlighted yellow Selected page
Attribute gold Attribute of selected fixture

1.
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Once the Fixture Box is on the screen, use the [+] or [-] keys (or
pointing device buttons) to bring the fixture you want into the box.

If the fixture attribute you want to adjust is not in the Fixture Box,
change the encoder page to bring it in.

Adjust the indicated level control device.

Adjust the levels of other attributes for this fixture, as needed, by
repeating Steps 2 (if necessary) and 3.

Adjust the levels for other fixtures, as needed, by repeating Steps 1
through 3.
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Setting levels without encoders

Use the procedure below this Navigation and Feedback table to set
attribute levels without the use of encoders, such as when you are using
a console without an attached ML module

Navigation and Feedhack - Fixture Box display (without encoders)

=IRIEIE:
Select fixture X X
Select page X
Select attribute X
Page highlighted white Fixtgre attributes

exist on page

Page highlighted yellow Selected page
Attribute gold Attribute of

selected fixture

Attribute highlighted yellow Selected attribute

1. With a fixture in the Fixture Box, press the up/down arrows to select
a page.

Select an attribute with the left/right arrows.

3. Adjust the level of the selected attribute with the Y-wheel .®

4. If there are other fixture attributes on the same page that you wish to
set, repeat steps 2 and 3 above. Continue until finished with all
attributes on that page.

5. If attributes of this fixture are on a different page, repeat steps 1
through 4 above. Continue for all pages on which the fixture's
attributes are located.

6. Tosetthe channellevels of another fixture, select the fixture with the
[+] or [-] keys.

7. Repeat steps 1 through 6 until finished with all fixtures.

9 Pan and tilt are always selected together when either is selected.

Whichever of these two attributes is selected is placed on the Y-
wheel. The other is placed on the X-wheel.
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Fixture focus with Solo

Solo provides a convenient way to point or otherwise adjust a selected
moving light without the interference of others. Even better, you can
increment through fixtures one at a time, adjusting as you go, with a single
execution of the solo function.

There is no reason to use solo in Blind because the Fixture Box has a
similar incrementing feature. If you do use it in Blind, however, be aware
that solo leaves the levels for the selected fixture set and all the rest at
Zero.

Example:

1. Patch fixtures 1-10.

2. Press [Stagel.

3. Select fixtures 1-10 and

set levels.

4. Press [S8], Fixture, [1] Brightens fixture 1 and darkens all
[S7], More Softkeys, other lights.
[S5], Solo.

5. Adjust the fixture.

6. Press the + or — keys to Solo the next fixture.
solo the next fixture.

7. Repeat steps4and 5 Increment through all fixtures.
until finished.

8. Press [S5], Solo. Return to the complete look on

stage.

Expression 3 User Manual, v.3.1



84

Chapter 6 Adding moving lights to the show



Chapter 7

Cues

The console allows you to save up to 600 cues per show."? Cues consist
of channel levels and cue attributes. Multiple attributes can be applied to
one cue.

This chapter shows you how to create and modify cues as well as copy
and delete them. Play back a recorded cue using the procedures given in
Chapter 10 Playing back cues, page 125.

The examples in this chapter assume there are no cues stored in the
console. To clear all cues in memory, press [Setup] [4] [Enter] [2] [Enter]
[Enter]. Before you do that, however, consider saving the contents of
memory as a show using the procedures given in Chapter 20 Diskette
functions, page 251.

Chapter seven contains the following sections:
e Cue types

e Record functions

e Creating cues

e \Viewing cues

e Working with cues in Stage mode

e Recording a cue in Stage

e Working with cues in Blind mode

e Recording a cue in Blind

e Recording a cue with a single fade time
e Recording a cue with split fade times
e Recording a cue with a wait time

e Recording cues with Link and Follow
e Recording a cue using Solo

e Labeling cues

e Modifying a recorded cue live

e Modifying cue attributes

e Using Update to modify a cue

e Deleting cues

e Copying cues

* Inserting cues

10- If you need more than 600 cues in your show, see The oversized

show, page 88.
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Cue types

[Typel displays all but one of the fade type options described below. The
subroutine option is discussed under Chapter 17 Subroutines, page 227.

To select a cue fade type in Stage, Blind or Fader modes, press [Typel, and
enter the type number given in the prompt. If you change a cue’s fade
type, you must re-record the cue. For example, [Cue] [2] [Typel [2]
[Record] [Enter] records cue 2 with an allfade. Cues default to crossfade
when you do not enter a fade type.

Crossfade

In a crossfade cue, channel levels that increase fade to their new level in
the assigned upfade time. Channel levels that decrease fade to their new
level in the assigned downfade time. The cue starts when you press [Go].
You may use a wait time to delay the start of the upfade or downfade.

Allfade

An allfade cue forces all unused channels to zero intensity when you press
[Gol and clears the other fader. Allfade is useful for forcing an end cue
when tracking channels. For more information on using allfade cues for
tracking, see Chapter 8 Track.

Effect

An effect cue contains an effect. Effects allow you to assign channels to
a series of steps. When you play back the effect, the steps run in assigned
chase patterns, or in random order. For more information on using effects,
see Chapter 16 Effects.

Blocking

A blocking cue forces all LTP channels to fade to completion in
background cue timing and then runs in a physical fader like any other cue.
One use for a blocking cue is to end background effect cues under
program control. For more information on blocking cues in relation to LTP
channels, see Working with LTP channels, page 5.

Subroutine

A subroutine is a cue that controls the playback of a series of recorded
cues. Subroutines are similar to linked cues, except that you have more
playback options. For more information on using subroutines, see Chapter
17 Subroutines.
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Recording functions

The console has two record functions: Record and Track. Record saves all
channels as they appear on the screen (what you see is what you get) in
the cue, group or submaster you specify. When you use Record to record
a cue, levels are recorded in only one cue.

Track is a record function that works only with cues. It allows you to build
anew cue from the previous cue’s channel settings. Tracked channels are
channels whose levels do not change from one cue to the next. A track
often runs through several cues for the length of a scene or an act.

Track also allows you to add tracked channels through existing cues. For
example, if you have created all cues for a scene, and then decide to add
a few new channels to all cues, or adjust the level of a channel throughout
the cues, Track lets you do so with one short record command. To do the
same thing with Record would require you to add the new channels to
each cue individually.

Note: When a channel level that tracks through a series of cues reaches
an Allfade cue, the track ends.

We use the standard Record function for all cues in this chapter.
Instructions for using the Track function are included in Chapter 8 Track.

Viewing cues

You can view stored cues in two ways, live in Stage or Fader displays or
on the monitor in Blind mode.

To view cues live, you must select the cue and play it back in a fader. See
Chapter 10 Playing back cues, page 125, for instructions.

To view a cue only on the screen, select Blind mode and enter the desired
cue number. To view a different cue, press [Cue] and the new cue number
that you want to see.

In Blind mode you can also use [+] and [-] to move through recorded cues

and cue parts, one at a time. Press [Cue], then press [+] to display the next
cue or part. Press [-] to display the previous cue or part.
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The oversized show

If your show requires more than 600 cues, you can still run it by creating
the show in segments, with each segment having less than 600 cues.
Follow the procedures below to create and play back an oversized show
as a series of separate show segments.

Creating the oversized show

Let's assume that you want to create a show containing 800 cues. Create
the intended show as two, separate shows using the following procedure:

1. Create a show containing the first 400 cues and store it on a diskette
called Beginning. You will have the show called Beginning stored on
diskette as well as in console memory.

2. Next, erase all cues from the show in the console memory (not the
one on diskette).

3. Re-program that show in memory for the remaining 400 cues you
need.

4. Store that second show on a new diskette called End.

Playing back an oversized show

1. When it's time to play back the show, load and play back the show
called Beginning.

2. When all cues in Beginning have been played, load and play back the
show called End. Arrange the break between shows Beginning and
End so that it occurs during a natural break in the show or between
cues.

Note: If you load in show End while playing a cue from show Beginning
in the faders, you will not be able to view that Beginning cue in the Blind
display. Instead, the Blind display will show the first cue in show End.
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Working with cues in Stage

When recording in Stage, such as to record a cue, group or submaster,
you will commonly want to start without any live channels. For instance,
you may want to create a new cue without using any of the lights placed
on stage from a previous fade or channel selection. To clear lighting from
the stage, use one or all of the following procedures:

e Ifthe lights are from a cue in a fader, press the fader’s [Clear] key one
or more times.

e [f the lights are captured, press [Rel] two or more times.
e |f from a submaster, lower the slider to zero.

e If from channels running in the background, press [S3], Background
Overrides, [Enter] [Enter].

Recording a cue in Stage

There are several ways you can create a cue from a look on stage. If you
have several cues already stored, you may want to base a new cue on the
look already recorded for another cue. You would do that by playing the
cue in the faders and then modifying the resulting look on stage.

In other circumstances, you may want to enter all channel levels manually.
That is the procedure used below. \When creating this cue, you will only
set channel levels. Default settings will determine all other attributes of
the cue. You can change most default settings from the System Settings
menu. See Chapter 3 System settings, for information about setting and
changing defaults.

Follow these steps to record cue 7:1

Keystrokes: Action:
1. Press [Stagel. Selects Stage display mode

Prompt reads:
Select channel numbers

Press [1] [Thru] [1][0]. Selects channels 1 through 10
Press [At]. Prompt reads: Enter intensity
Press [5][0]. Sets a level of 50 percent for

channels 1 through 10

5. Press [Record]. Prompt reads:
To record cue, select number
and press ENTER
To cancel, press CLEAR

6. Press[1]. Selects cue 1

7. Press [Enter]. Records cue 1 containing
channels 1 through 10 at 50
percent

8. Press [Rell. Releases captured channels

- Note that the keypad defaults to cue mode when you press [Record].

Expression 3 User Manual, v.3.1



90

Working with cues in Blind

Blind mode allows you to create, preview or modify cues without affecting
the current look on stage. If you prefer to work with live looks, you should
work in Stage mode.

Recording a cue in Blind

Keystrokes: Action:

1. Press [Blind]. Selects Blind display mode
Prompt reads:
Select cue number
To select cue type, press TYPE

Press [2]. Selects cue 2
3. Press[Channell [1][3][And] Selects channels 13 and 15
[11[5]. Prompt reads:
Select channel numbers
4. Press [Full].2 Sets channels at full intensity level
Press [Recordl]. Prompt reads:

To record cue, select number and
press ENTER
To cancel, press CLEAR

6. Press [Enter]. Records cue 2 with channels 13 and
15 at Full

a. Note that when using [Full], you do not have to press [At] first.

When you record the cue, channel levels set by a fader change from red
(indicating a channel level set on the keypad) to colors based on the
channels’ level movements from cue to cue.

2. See Navigation and visual feedback, page 3, for more information on
what channel level colors mean.
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Recording a cue with a single fade time

Unless you tell it otherwise, the console assigns default fade times to any
cue you record. If you prefer, you may record cues with custom fade
times instead.

Fade times can be zero seconds to 99:59 minutes long. They may be
expressed in minutes and seconds, or as fractions of seconds (in decimal
format). Acceptable time values include: 0.2 (.2 seconds), 00:12

(12 seconds), 5.5 (5.5 seconds), or 5:30 (five minutes, 30 seconds).

Follow these steps to record a cue with a custom fade time:

Keystrokes: Action:
1. Press [Stage] or [Blind]. Selects display mode
2. Press [Cuel. Prompt reads:

Select cue number
To select cue type, press TYPE

Press [3]. Selects cue 3
Press [Timel. Prompt reads:
Enter upfade time
5. Press [8]. Enters a fade time of 8 seconds.
Corner reads: UpTime 8
6. Press [Enter] [Enter]. Enters matching downfade time
7. Press [Record].? Prompt reads:

To record cue, select number and
press ENTER
To cancel, press CLEAR

8. Press [Enter]. Records cue 3 with fade time of eight
seconds

a. If the cue already exists, you may omit steps 7 and 8.
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Recording a cue with split fade times

The console allows you to record cues with different upfade and
downfade times. These cues are said to have split fade times. On the
console’s display, the time to the left of the “/" refers to the upfade time;
the number to the right refers to the downfade time.

Follow these steps to record a cue with split upfade and downfade times:

Keystrokes: Action:
1. Press [Stage] or [Blind]. Selects display mode
2. Press [Cuel. Prompt reads:

Select cue number
To select cue type, press TYPE

3. Press [4]. Selects cue 4
Corner reads: Cue 4

4. Press [Timel. Prompt reads:
Enter upfade time

5. Press [1][0]. Enters an upfade time of ten
seconds
Corner reads: UpTime 10

6. Press [Enter]. Prompt reads:
Enter downfade time

7. Press [1][b]. Enters a downfade time of 15 seconds
Corner reads: DnTime 15

8. Press [Record].? Prompt reads:
To record cue, select number and

press ENTER
To cancel, press CLEAR

9. Press [Enter]. Records cue 4 with upfade time of ten
seconds and downfade time of 15
seconds

a. If the cue already exists, you may omit steps 8 and 9.
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Recording a cue with a wait time

Wait time is the time that elapses between when you press [Go] and
when the actual fade begins. You can record cues with a wait time of up
to0 99:59 minutes.

Wait time may be entered in normal time format or in decimal format.
When entered with a decimal point, the number must be less than one
minute (0.1 to 59.9 seconds) to be accepted. When entered without a
decimal point, a 2-digit number will be treated as seconds if less than 60
and as a calculated value of minutes and seconds if between 60 and 99.
For example, if you enter 70, the time will display as 1:10. If you enter
either a 3-digit or a 4-digit number, the last two digits, up to 59, are
interpreted as seconds. For example, if you enter 9930, the time will
display as 99:30.

The console allows you to program a wait time for either the upfade or the
downfade; not both. You can see which type of wait you have in the Wait
field of the Attribute Bar. If an upwait, a small up arrow (T) is shown next
to the time. If a downwait, a down arrow ({)is shown instead. If you do
not enter a wait time, the console assigns the cue a wait time of zero.

Follow these steps to change the upfade and/or downfade wait time.

Keystrokes: Action:
1. Press [Stage] or [Blind]. Selects display mode
2. Press [Cuel. Prompt reads:

Select cue number
To select cue type, press TYPE

Press [5] Selects cue b
Press [Wait] once Prompt reads:
Enter upfade wait time
or... or...
Press [Wait] twice. Enter downfade wait time.
5. Press [6]. Enters a wait time of six seconds
Corner reads:
UpWait 6
or...
DnWait 6
6. Press [Enter]. Records cue 5 with wait time of six
seconds
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Recording cues with Link and Follow

Link

When you record a cue, it automatically becomes part of the Cue List. The
Cue List is a list of all cues, organized in numeric sequence. Normally,
when you press [Go] to execute cues, the console plays them back in the
sequence in which they appear in the Cue List. [Link] allows you to modify
the sequence in which cues play back. [Follow] allows you to play back
multiple cues automatically.

[Link] allows you to play back cues out of sequence by linking them
together. If you link cue 10 to cue 1, then cue 10 follows cue 1.

Follow these steps to record a linked cue.

Keystrokes:

1.
2.
3.

Press [Stage] or [Blind].
[Cuel [1].
Press [Link].

Press [1][0] [Enter].?

13

Action:

Selects display mode
Selects cue 1

Prompt reads:

To link to cue, select cue number
To link to macro, press ENTER
MACRO

Links cue 10 to cue 1. After you play
cue 1, press [Go] to playback cue 10

a. Press [Clear] in this step to remove an existing link.

13- You can also link macros to cues. For more information, see Linking a

macro to a cue, page 97.
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Follow

[Follow] allows you to play a series of cues automatically. The [Follow]
time indicates how long the console waits after the cue starts before the
next cue runs. [Follow] plays back the next cue on the Cue List unless you
use [Link] to specify a different sequence.

Follow times may be expressed in minutes and seconds, or as fractions
of seconds, up to 99:59 minutes.

Follow these steps to record a cue with [Follow].

Keystrokes: Action:
1. Press [Stage] or [Blind]. Selects display mode
2. Press [Cue] [7]. Selects cue 7

Prompt reads:
Select cue number
To select cue type, press TYPE

3. Press [Follow]. Prompt reads:
Enter follow time (or press ENTER
to confirm default time (Press
CLEAR to cancel follow time)

4. Press [5] [Enter].2 Records cue 7 with a Follow time of
five seconds. After you start cue 7,
the next cue in the Cue List plays
automatically five seconds later

a. Press [Clear] in this step to remove an existing follow time.
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Create playback loops with Link and Follow

You can use Link and Follow to create cue pIaA}/back loops in which a group
of cues play back automatically and repeat.’

Stop a loop that was created by Link and Follow by pressing GO after the
loop has played through at least one time. If you press GO before the loop
plays through, you will only advance to the next cue in the loop sequence.
If you press GO after it plays through at least one time, you temporarily
override the Link sequence and advance instead to a non-loop cue. The
non-loop cue that would play is the next one in order after the linked cue.
For example, if cue 6 is linked to cue 10 in a loop, the non-loop cue played
when you stop the loop would be cue 7.

Follow these steps to create a five-cue loop:
Keystrokes: Action:

1. Createfive cuesnumbered Cue list displays cues 1 through 5
1,2,3,4,and b.

2. Press[Cuel, thenpress|[1], Selects the first cue
the number of the first cue
you want to include in the
playback loop.

3. Press [Follow] [5] [Enter]. Assigns a follow time of five seconds
to the first cue

4. Repeat steps 2 and 3 for Assigns a follow time of five seconds
cues 2 through b. to the remaining cues

5. Press|[Cue], thenpress[b], Selects the last cue in the playback
the number of the last cue  loop
in the playback loop.

6. Press(Link], thenpress[1], Createsaloop by linkingthe last cue to
the number of the firstcue  the first cue
in the playback loop. Press
[Enter].

14 You may also use effects to create loops. See Chapter 16 Effects for
more information.
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Linking a macro to a cue

[Link] allows you to automatically run a macro when a cue runs. If you link
macro 6 to cue 1, then macro 6 runs when you play cue 1. If you want the
macro to delay before running, one way is to start the macro with a Macro
Wait of the desired Ien%h.15 You can also delay the macro by assigning a

follow time to the cue.

Follow these steps to link a macro to a cue:
Keystrokes:

W N o=

o

Press [Stage] or [Blind].
[Cuel [1].
Press [Link].

Press [Enter Macro].

Press [7] [Enter].

Action:
Selects display mode
Selects cue 1

Prompt reads:

To link to cue, select cue number
To link to macro, press ENTER
MACRO

Prompt reads:

To link to macro, select macro
number

To link to cue, press CUE

Records macro 7 linked to cue 1.
When you press [Go] to play cue 1,
macro 7 will run at the same time

15 See Chapter 18 Macros for information about creating macros.

6. See Recording cues with Link and Follow, page 94.
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Recording a cue using Solo

Solo is useful for setting existing channels to zero temporarily while you
view or record selected channels. You can use Solo in Blind or Stage.
When used in Stage, you can use solo to cut all lights except those
selected, thus using it to identify specific lights. Or, you can use Solo a
different way to cut all channels except those selected, which is a way of
filtering channels for recording. Both procedures are given below.

Using Solo to record selected lights

In the Stage procedure below, all but selected lights are cleared the first
time you press Solo. They are restored as before when you press Solo a
second time (Stage only). This use of Solo will not NOT clear independent
channels, such as those controlling most moving light attributes. It will,
however, clear the intensity channel of a moving light fixture.

Keystrokes: Action:
1. Press [Stagel. Selects the Stage display mode
2. Press [Cue] [1][0] [Gol. Plays cue 10 in a fader pair to set a
look on stage
Press [2][0] [Thru] [3][0]. Selects channels 20 through 30

Press [S7], More Softkeys,
until [S3] reads Solo.

5. Press [S3], Solo. Sets all channels other than 20
through 30 to zero
Prompt reads:
To clear all channel levels, press
SOLO

6. Press [2][0] [Thru] [3][0] [Fulll.  Selects channels 20 through 30 and
sets them to full

7. Press [Record] [Cue] [7] Records channels 20 through 30 into
[Enter]. cue 7
8. Press [S3], Solo. Restores the channels that were

cleared by Solo

Using Solo as a pre-recording filter

The following procedure, which has an equivalent in Blind, uses Solo to
restrict the recording to selected channels, clearing all others whether
independent or not. Stage levels are unaffected by this procedure.

Keystrokes: Action:

1. Press [Stagel. Selects the Stage display mode

2. Press [Cue] [1][0] [Gol]. Plays cue 10 in a fader pair to set a

look on stage

3. Press [Chan] [2][0] [Thrul] Selects channels 20 through 30 and
[3110] [Full]. sets them to full

4. Press [Record] [Cue] [7] Records selected channels into cue
[Solo].
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Labeling cues

The console allows you to use an alphanumeric keyboard to assign labels
to cues.!” Labels can consist of any combination of letters, numbers and
symbols and may be up to 16 characters long.

Follow these steps to label a cue:

Keystrokes:
1. Press [Stage] or [Blind].
2. Press [Cuel [1][2] [Label].

3. Use the alphanumeric
keyboard to type the
desired label. For example,
call cue 12 “Toad exits.”

4. Press [Enter].®

Action:
Selects display mode

Selects Cue 12
Prompt reads:

Type cue label

(F6 = clear to end,
F7 = last cue label,
F8 = next cue label)

Enters cue label
Corner reads: Label Toad exits

Records Cue 12 with label “Toad exits”

a. If the cue did not previously exist, press [Record] [Enter] in
step 4. This will create the cue and label, all in one step.

7. See Installing an alphanumeric keyboard, page 336, for information
about installing an alohanumeric keyboard.
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Modifying a recorded cue live

Previous examples in this chapter illustrated how to record new cues. If
you want to modify channels in a recorded cue, you can play back the cue
in Stage, make the changes, and then re-record the cue.'® The
modifications immediately affect the look on stage. You can also record
the live look you created to another cue.

Modifying channels in a cue

Add new channels or modify channel levels with the procedure given
below. You can use all the same techniques for channel or fixture
selection or for setting levels that are available to you for initial cue

recording.

Keystrokes: Action:

1. Press [Stagel. Selects Stage display mode

2. Press [Cue], enter cue Plays back selected cue
number and press [Gol.

3. Select channels and set Selects channels, which can be the
channel levels to make the  same as those already in the cue or
desired changes to the additional ones, and set levels
cue.

4. Press [Record] [Enter].2 Re-records cue with desired

modifications

a. Insert a different cue number between [Record] and [Enter] in
this step to record the look to another cue. When you record
to another cue, the modifications are not reflected in the
fader. If you don’t want to lose the look from stage, run the
cue through a fader before you release channels.

18- |f you are not familiar with procedures for playing back cues, see

Chapter 10 Playing back cues, page 125.
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Modifying cue attributes

If all you want to do is modify a cue attribute, such as cue timing, you can
do that in Stage without first playing back the cue. Use the procedure
below to modify cue attributes.

Keystrokes:

1.
2.
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Press [Stage] or [Blind].

Press [Cue] then enter the

number of the desired cue.

Press the key that
corresponds to the
attribute you want to
modify. Options include:
Type, Time, Wait, Link,
Follow and Label.

Enter the new setting for
the attribute.

Press [Enter].2

Action:
Selects display mode

Selects the desired cue

Modifies cue attribute

Re-records cue with modifications

a. Note that if you change the cue’s type, press [Record] [Enter]
in step 5. Type changes will not take effect unless recorded.
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Updating cues

Update allows you to modify previously recorded cues, groups,
submasters or focus points in Stage or Fader. Update takes levels from all
captured and selected channels, and those selected may be restricted
with the Only command. 19

Updating an active cue
The following procedure illustrates how to update a cue that has been

played back.

Keystrokes: Action:

1. Press [Stagel. Selects Stage display mode

2. Press [Cuel, enter cue Plays back selected cue, bringing up
number and press [Go]. its current levels

3. Modify channel levels as Sets cue levels or selects additional
desired. channels and sets their levels

4. Press [S2], Update. Prompt reads:

To update cue, select number and
press ENTER (TRACK + ENTER for
tracking) To cancel, press CLEAR

5. To restrict channels inthe  Selects channels to update
update, use Only here.@ Prompt reads:
Select channel numbers
To cancel, press CLEAR

6. Press [Enter].P Updates the active cue

a. Optional step.

b. If you want the update to track into subsequent cues, press
[Track] before pressing enter.

19 For an explanation of captured channels, see Channel modes, page
56. For an explanation of Only, see The Only command, page 8.

102 Chapter 7 Cues



Updating a recorded cue

You need not play back the cue to update it. The following procedure
illustrates how to update any recorded cue.

Keystrokes:

1.
2.
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Press [Stagel.

Press [S8], Fixture, [1]
[Thru] [8], [Full].

Set the pan and tilt levels.?

Press [S2], Update, [3].

Press [Onl\é] [S8], Fixture,
[6] and [7].

Press [Enter].©

Action:
Selects Stage display mode

Selects fixtures 1 through 8 and sets
their intensities to full

Sets the levels of the position
attributes for all selected fixtures

Selects cue 3 to update

Prompt reads:

To update cue, select number and
press ENTER (TRACK + ENTER for
tracking) To cancel, press CLEAR

Restricts the update to fixtures 6 and 7
Prompt reads:

Select fixture number(s)

To cancel, press CLEAR

Updates cue 3

a. Use your mouse or equivalent pointing device, if available.

b. Optional step. If you don’t use Only, all non-zero channels are

included in the update.

c. If you want the update to track into subsequent cues, press
[Track] before pressing enter.
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Using Update to modify fade rate

You may also use the Update function to record manually modified fade
rates into cues.

Follow these steps to update a rate for a cue running in a fader:

Keystrokes: Action:

1. Press [Rate] key for the Activates rate control
fader in which the cue is
running.

2. Move rate wheel to adjust  Fades are placed under control of the
fade rate. rate wheel. The Fader Status window

shows the current rate
3. Press [S2], Update. Prompt reads:

To update cue, select number and
press ENTER (TRACK + ENTER for
tracking) (Press ONLY + ENTER to
update only those channels already
in cue)

4. Press [Enter]. New rate is recorded into cue

Deleting cues

You can delete a cue in either Blind or Stage. Follow the procedure below
to delete a cue in Blind. Follow the same procedure in Stage except press
[S7], More Softkeys, after pressing [Stage] to display the Delete key as

softkey [S6].

Keystrokes: Action:

1. Press [Blind]. Selects Blind mode

2. Press [S6], Delete Cue. Prompt reads:
To Delete cue, press ENTER - Delete
cue and tracking, press TRACK +
ENTER
To cancel, press CLEAR

3. Enter number of cue to Selects cue to delete

delete.?

4. Press [Enter].” Prompt reads:
To confirm, press ENTER
To cancel, press CLEAR

5. Press [Enter]. Deletes cue

a. Optional if deleting the currently selected cue.

b. To delete the cue and any channels that track, press [Track]
before [Enter]. For more information on tracking, see Chapter
8 Track.
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Copying cues

You may want to use a cue’s channel levels as the foundation for a new
cue, group or submaster.2 Use the following procedure to perform a copy
operation. This copy may be performed either in Blind or in Stage.

To copy a cue to another cue in Stage, follow the procedure below. If
copying in Blind rather than in Stage, omit step 3 from this procedure.

Keystrokes: Actions:
1. Press [Stagel. Selects the Stage display
2. Press [Cue] [1]. Prompt reads:

Select cue number
To select cue type, press TYPE

Press [Gol.
4. Press [Record]. Prompt reads:
To record cue, select number and
press ENTER
To cancel, press CLEAR
5. Press [2].2 Corner reads: Cue 2
6. Press [Enter]. Cue copy is complete. Channel levels

have been copied from cue 1 to cue 2.
You can now modify the new cue

a. Press [Sub]or [Group] before the number in step 5 if you want
to copy a look from a cue to a submaster or a group.

20 You cannot copy an effect cue to a group.
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Inserting cues

You may want to insert a cue between recorded cues. For example, you
may want to modify cue 1 slightly and insert it between cues 1 and 2. You
can number cues with a one-digit decimal. Therefore, you can insert up to
nine cues between 1 and 2 (1.1, 1.2, etc.).

Follow these steps to insert a cue between existing cues:
Keystrokes:

1.
2.

Press [Blind] or [Stagel.

Press [Cue] and enter the
number of the cue to

modify, then press [Enter].

If you are working in Stage
mode, press [Gol.

Add or modify channels
and cue attributes.

Press [Record].

Enter cue number with

a decimal to insert it
between cues (e.g.,
[11[.1[5)). If you do not enter
a new cue number, you
will overwrite the existing
cue.

Press [Enter].

Action:
Selects display mode

Selects the desired cue

Brings up cue on stage and on the
display

Cue is modified

Prompt reads:

To record cue, select number and
press ENTER

To cancel, press CLEAR

Corner reads: Cue 1.5

New cue 1.5 is recorded between
cues 1 and 2
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Chapter 8
Track

Track record function

Track record is a way of recording new cues or modifying existing ones
when you want certain channels or channel levels to continue unchanged
in playback from cue to cue. Levels recorded into a tracked cue continue
unchanged in subsequent cues until a new level is encountered. Track
record gives you the power to modify a range of cues automatically by
changing just the first in the sequence.?! You can also use track record for
new cue recording to pull levels from the previous cue into the new cue.

Tracksheet mode

Tracksheet displays one channel’s level settings for all cues in which it
appears. From it, you can follow the track of that channel quickly. You can
then select a cue or a group of cues from the Tracksheet and modify that
channel’s level throughout. Tracksheet provides one means for tracking
channels through allfade cues.

21 WARNING: This procedure although automatic can be time-

consuming. Attempting it while running a show could have serious
consequences.
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Track record

When you record a series of cues, you typically record the first cue, then
build the second cue from the first. Some of the channels change, but
many remain the same. The third cue is built from the second and so on.
This procedure results in many channels being set to a level in one cue
and staying at that level for several cues.

A channel whose level does not change through a series of consecutive
cues is said to “track” from cue to cue. That same sequence of
unchanged levels is also referred to as a “track.” The [Track] key in Blind
tracks into the new cue by pulling channel levels from the previous cue.
In Stage or Blind, the [Track] key adds tracks to subsequent cues.

The following examples demonstrate how Track works. They include five
cues, each with five channels. In these examples, when a channel
changes level from one cue to the next it is printed in bold; tracked
channels are printed normally. This corresponds to how Blind displays
levels — channels that rise or fall are displayed in blue or green; tracked
channels are displayed in purple.

Using record to create tracks

Use the following keystrokes in Stage to create the five cues illustrated
below (see Recording a cue in Stage, page 89). Each cue adds channels
to the previous cue.

Cue 1 [1] [Full] [Record] [1] [Enter]
Cue 2 [2] [Full] [Record] [2] [Enter]
Cue 3 [3] [Full] [Record] [3] [Enter]
Cue 4 [1][At] [2][5] [4] [Full] [Record] [4] [Enter]
Cue 5 [1][Thru] [4] [At] [O][0] [Record] [5] [Enter]

These keystrokes produce the results shown in the following illustration.
Notice the channel tracks that develop as a channel remains at the same
level through a number of cues. For example, channel 1 tracks from cue

1 to cue 3.22

Chan1 Chan2 Chan3 Chan4 Chanb

Cue 1 FF

Cue 2 FF FF

Cue 3 FF FF FF

Cue 4 25 FF FF FF
Cue b 00 00 00 00

22 \When a channel is not set at any level (such as channel 5 above) it is
considered tracked at clear.
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Recording modified cues

The difference between Record and Track is apparent when you modify a
cue or insert a new cue between two existing cues. Record and Track
produce different results.

Using Record

The following keys were pressed to release captured channels and play

back cue 1.

Keystrokes: Actions:

1. Press [Stage] [Rel] [Rel]. Releases captured channels
Prompt reads:
Select channel numbers

2. Press [Cue] [1] [Gol. Plays back cue 1

3. Press [1] [At] [5][0]. Modifies channel 1

4. Press [Record]. Prompt reads:
To record cue, select number and
press ENTER
To cancel, press CLEAR

5. Press [Enter]. Records cue 1

With cue 1 in a fader, channel 1 is modified to 50 percent. Because cue 1
is re-recorded with [Record], none of the subsequent cues are affected by
the procedure.

Following is an illustration of the use of [Record] when modifying cue 1.
Note that channel 1 is not affected in cues 2 and 3. Also note that when
you record a modified cue that is in a playback fader, the changes are
reflected in the fader. That is, when you release the channels you have
modified, they remain on stage.

Chan1 Chan2 Chan3 Chan4 Chanb

Cue 1 50

Cue 2 FF FF

Cue 3 FF FF FF

Cue 4 25 FF FF FF
Cueb 00 00 00 00
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Using Track

If you have tracked channels (all with the same level), you can make them
track at a different level. Also, you can track channels at a focus point, but
you cannot track through a channel set at a focus point. To illustrate,
suppose you have tracked channels as shown in the example under Using
record to create tracks, page 108. In that example, channel 1 is tracked at
full through cues 1-3. Change the tracked level of channel 1 in those cues
with the following procedure:

Keystrokes: Actions:

1. Press [Stage] [Rel] [Rell. Releases captured channels
Prompt reads:
Select channel numbers

2. Press [Cue] [1] [Gol. Plays back cue 1
3. Press [1] [At] [B][O]. Modifies channel 1
4. Press [Track]. Prompt reads:

To record cue & tracking, select
number and press ENTER
To cancel, press CLEAR

5. Press [Enterl]. Re-records cue 1 and tracks channel 1
into subsequent cues

The results of using Track rather than Record are illustrated below. The
modified level is recorded in the current cue and carries through cues 2
and 3 until stopped at cue 4, where the level is different.

Chan1 Chan2 Chan3 Chan4 Chanb

Cue 1 50

Cue 2 50 FF

Cue 3 50 FF FF

Cue 4 25 FF FF FF
Cueb 00 00 00 00
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Inserting cues

If you insert a cue in this sequence, Record and Track produce different
results. Record saves changes only in the cue you insert while Track saves
the changes you make and tracks them through the following cues.

The example given below is in Stage. You can get the same results in
Blind but with the additional advantage that you can pull channels from the
immediately previous cue. An illustration of pulling channels when
inserting a cue is given after the comparison between Record and Track
in Stage.

Using Record

The following keys were pressed to release captured channels and play
back cue 1. With cue 1 in a fader, channel 4 is added at 50 percent. The
new look is inserted as cue 1.1.

Keystrokes: Actions:

1. Press [Stage] [Rel] [Rel]. Releases captured channels
Prompt reads:
Select channel numbers

2. Press [Cue] [1] [Gol. Plays back cue 1
3. Press [4] [At] [5][0]. Modifies channel 4
4. Press [Record]. Prompt reads:

To record cue, select number and
press ENTER
To cancel, press CLEAR

Press [1][.1[1] [Enter]. Records cue 1.1

o

The following diagram illustrates what happens when you insert cue 1.1
using [Record]. Note that the channel in cue 1.1 is not added to the cues
that follow it. In fact, that channel is faded out when cue 2 is played.

Chan1 Chan2 Chan3 Chan4 Chanb

Cue 1 50

Cue 1.1 50 50
Cue 2 50 FF 00
Cue 3 50 FF FF

Cue 4 25 FF FF FF
Cueb 00 00 00 00
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Using Track

When you insert a cue with Track, new channels track through the
following cues until the console encounters a cue with a level previously

recorded for that channel.

The following procedure illustrates this use of Track, and the following
illustration shows what results. Note that the channel in the new cue is
tracked into subsequent cues until a pre-recorded level stops it.

Keystrokes:

1. Press [Stage] [Rel] [Rell.

2. Press [Cue] [1] [Go].

Press [4] [At] [5][0].

4. Press [Track].

5. Press [1][.][1] [Enter].

Actions:

Releases captured channels
Prompt reads:
Select channel numbers

Plays back cue 1
Modifies channel 4

Prompt reads:

To record cue & tracking, select
number and press ENTER

To cancel, press CLEAR

Records cue 1.1 and tracks for channel
4 through subsequent cues

Chan 1
Cue 1 50
Cue 1.1 50
Cue 2 50
Cue 3 50
Cue 4 25
Cue b 00

Chan 2

FF
FF
FF

00

Chan3 Chan4 Chanb

50

50
FF 50
FF FF
00 00
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Pulling channels in Blind

If you insert in Blind using [Trackl], you can get a start on a new cue by
using levels already defined in the previous cue. You can then add
channels or modify levels in the new cue. From that point on, you can use
either [Record] or [Track] analogously to the procedures explained above,
depending upon whether or not you want the channels in the inserted cue
to track into subsequent cues.

Press the following keys to insert cue 2.5 in Blind by pulling in levels from
previous cue 2.0 and adding channel 5 at 70 percent. Note that the new
cue in this example will track into subsequent cues as well because of the
second use of [Track] in step 5.

Keystrokes: Actions:

1. Press [Blind] [2][.1[5]. Displays empty cue 2.5
Prompt reads:
Select cue number
To select cue type, press TYPE

2. Press [Track] [Enter]. Pulls in previous cue’s channels
3. Press [Channel] [B] [At] Adds channel 5 at 50 percent
[51[0]. Prompt reads:
Select channel numbers
4. Press [Track]. Prompt reads:

To record cue & tracking, select
number and press ENTER
To cancel, press CLEAR

5. Press [Enter]. Records cue 2.5

The following illustration shows this insertion and subsequent tracking.

Chan1 Chan2 Chan3 Chan4 Chanb

Cue 1 50

Cue 2 50 FF 00

Cue25 50 FF 00 70
Cue 3 50 FF FF 70
Cue 4 25 FF FF FF 70
Cue b 00 00 00 00 70
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Blackout cues and tracking

Sometimes you may add a channel to a sequence of cues that have not
used that channel yet. For example, you may want to add a channel to all

cues in a scene. To do this, add the channel to the first cue in the

sequence and use Track to track the change through the remaining cues.

However, the last cue in sequence may be a blackout cue. When you track
the channel, the new channel tracks until it runs into a different recorded
level. To ensure that channels are not tracked through a blackout cue,
make the blackout cue an allfade cue. An allfade cue assigns a level of
zero to any unused channels. This blocks any potential tracks. An allfade

cue also clears the opposite fader.

Figure 6 displays what happens when we track channel 5 through the

sequence when cue 5 is a regular crossfade cue.

Chan 1
Cue 1 50
Cue 1.1 50
Cue 2 50
Cue 3 50
Cue 4 25
Cue b 00

Chan 2

FF
FF
FF
00

Chan 3

FF

FF

00

Chan 4

50

00

FF

00

Chan b

FF
FF
FF
FF
FF
FF

Figure 6

Channel 5 tracks through cue 5 and ruins the blackout cue.
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If cue 5 is an allfade, the console records all unused channels at 00
percent. In the example below, an allfade enters 00 in channel 5, cue 5.
When you track channel 5 through the sequence, it won't track through
the blackout cue.

To select the allfade type for cue 5, enter these keystrokes:

[Blind] [5] [Typel [2]Selects allfade fade type.
[Record] [Enter]Re-records cue.

Now when we track channel 5 through the sequence, cue 5 blocks the
track. The result is illustrated in Figure 7.

Chan1 Chan2 Chan3 Chan4 Chanb

Cue 1 50 FF
Cue 1.1 50 50 FF
Cue 2 50 FF 00 FF
Cue 3 50 FF FF FF
Cue 4 25 FF FF FF FF
Cue b 00 00 00 00 00
Figure 7

For more information on cue fade types, see Cue types, page 86.
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Using Tracksheet

With the Tracksheet display, you can track one channel at a time through
any group of cues at any level, including zero. Tracksheet is useful when
you want to track a channel through blackout cues, or when you want to
complete a track that has been blocked.

To track a channel, follow these steps:

Keystrokes:

1.

Press [Tracksheet].

Action:

Displays Tracksheet
Prompt reads:
Select channel to be tracked

2. Press [5]. Selects channel 5 as the channel
number to track
3. Press [Cuel. Prompt reads:
Select cues to be modified
4. Press [2] [Thru] [5]. Use Selects cues 2 through b5 as the cues
[And], [Thru] and [Except]  that you want to track this channel
for multiple selections. through. Cue numbers are highlighted
Press [+] and [-] to select  in yellow
the next or previous cue.
5. Press [At] [5][0]. You may  Enters 50 percent intensity level.
also use the fader wheel, Prompt reads:
[+], [-1, or [Full] to enter Enter intensity
levels.®
6. Press [Track].P Prompt reads:
ess [Track] To record cue(s) and tracking,
press ENTER
To cancel, press CLEAR
7. Press [Enter] to record Records tracked channel in selected
level settings. cues
Prompt reads:
Select channel to be tracked
8. To track a different

channel, enter the next

channel number you want

to display.

a. You can track a channel at zero through all subsequent cues
in which it is recorded (except effects). Press [Solo] in this
step rather than setting a level. Then press [Record] [Enter].

b. Using [Track] in Tracksheet works just like it does in Blind. If

you press [Record] here instead of [Track], you set the level
but don't track the channel into subsequent cues.

Chapter 8 Track



Chapter 9
Multipart cues

A multipart cue consists of up to eight parts, each of which is essentially
an independent cue with its own channel levels and timing information.
You may set the upfade, downfade and wait times for each part of a
multipart cue. Create a cue as a multipart cue or record it first as a
standard, one-part cue and then split it later into parts.

Each part of a multipart cue may consist of any number of channels, but a
channel may only be included in one part of a multipart cue. If you record
a channel in a part and that channel is already included in another part, the
channel will be placed in the new part and be removed from the older part
automatically.

Wait times in multipart cues allow you to program fades that do not start
immediately when you play the multipart cue. When you press [Go] to
start a multipart cue, some parts may start immediately and others may
start up to 99:59 minutes later, depending on the assigned wait time. The
total duration of a multipart cue is equal to the combined wait and fade
times of the longest part.

When you display a multipart cue, channel levels that are higher than they
were in the previous cue are displayed in blue; channel levels that are
lower than they were in the previous cue are displayed in green; and
channel levels that are unchanged from the levels in the previous cue are
displayed in purple. When a part is selected, channel colors remain the
same in that part but channels in other parts are grayed.

Multipart cues can be recorded in either Stage or Blind mode. They are
stored like normal cues in the console’s memory and on disk.

This chapter includes the following sections:
e Recording a multipart cue
e Converting a standard cue to a multipart cue

e Wait times in multipart cues
e Editing a multipart cue
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Recording a multipart cue

In the procedure below, one or more parts are recorded to a cue. The
maximum number of parts you may record to a cue is eight. Follow, Link
and Label attributes may be assigned to the overall cue.

Keystrokes: Action:
1. Press [Stagel. Selects Stage display mode
2. Select channels, enter Prompt reads:
channel levels and press Select channel numbers
[Enter].
3. Press [Record]. Prompt reads:

To record cue, select number and
press ENTER
To cancel, press CLEAR

Enter the cue’s number
followed by [Enter].®

Press [Part]. Indicates the selected cue us a
multipart cue
Prompt reads:
Select part number to record
To cancel, press CLEAR

Enter the number of the Records the part

part you want to record, Prompt reads:

followed by [Enter].P Select channel numbers
Press [Rel] [Rell. Releases captured channels

Repeat steps 2 through 7,  Records subsequent parts.
adding channels for each

part you want to include in

the multipart cue.

a. If recording several parts to the same multipart cue, you do
not need to enter the cue number for subsequent parts after
recording the first part.

b. You may select any part number in the range 1-8, regardless
of previous parts recorded for this cue.
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Converting a standard cue to a multipart cue

If you have already created a single-part cue, the console allows you to
reconfigure it as a multipart cue. You can convert a standard cue to a
multipart cue in either Stage or Blind mode, butit’s easier in Blind because
levels are highlighted.

Once you create the first part, all channels not assigned to that part are
automatically assigned to part 8. As you create additional parts from
channels in part 8, they are deleted from part 8 and added to the selected
part.

Follow these steps to convert cue 1, assumed to be a standard cue, to a
multipart cue. This example is in Blind.To perform the equivalent
procedure in Stage, run the cue in the faders before preceding with step 3.

Keystrokes: Action:
1. Press [Blind]. Selects [Blind] display
2. Press [Cue] [1]. Selects cue 1

3. Press[Channel] and select
the channels for a part.?

4. Press [Part], followed by Creates the designated part.
the part’s number and
then [Enter].

5. Repeatsteps 3-4to create  Creates more parts for this cue.
the other parts, as desired.

a. Ifin Stage, selection defaults to channels so you do not need
to press [Channell.
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Wait times in multipart cues

You can set individual wait times of up to 99:59 minutes for each part of
a multipart cue. The wait time is the delay between when you press [Go]
and when the part begins. If no wait is recorded, all parts run
simultaneously when you press [Go].

Follow these steps to assign a wait time to a part:
Keystrokes: Action:

1. Press[Cue], thenenterthe Selects cue number
cue number. Prompt reads:
Select cue number

2. Press[Part], thenenterthe Selects part number
part number. Prompt reads:
Select part number

3. Press [Wait] [1][0]. Selects wait time of ten seconds
Prompt reads:
Enter wait time

4. Press [Enter]. Sets wait time for the part to ten
seconds. Part will wait ten seconds,
then run

Chapter 9 Multipart cues



Editing a multipart cue

Once you have created a multipart cue, you can add or delete parts, add
or delete channels from the parts, change channel levels, or change fade
and wait times. Except for Update, all multipart cue editing is done in
Blind.

Deleting a part from a multipart cue

Deleting a part from a multipart cue is the reverse of creating a multipart
cue from a standard cue. When a part is deleted, the channels in the
deleted part do not leave the cue but transfer to part 8, where they can be
reassigned if desired. Channel levels are unaffected.

Follow these steps to delete part 1 from a multipart cue in Blind:

Keystrokes: Action:

1. Press [Blind]. Selects Blind display mode
2. Press [Cue] [4]. Selects the cue

3. Press [Part] [1]. Selects the part

4. Press [S6], Delete Part. Prompt reads:

To delete part, press ENTER -
Delete part & tracking, press TRACK
+ ENTER

To cancel, press CLEAR

5. Pr Enter]. Prompt reads:
ess [Enter] To confirm, press ENTER

To cancel, press CLEAR
6. Press [Enter]. Deletes part 1 from cue 4

a. If the part to be deleted has tracking channels and you want
those tracking channels removed from subsequent cues,
press [Track] before [Enter].
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Adding, deleting and modifying channels

Follow these steps to edit channels in a multipart cue:

Keystrokes:
1. Press [Blind].

2. Enter the cue number.

3. Press|[Part], then press [+]
or [-] until the desired part
is displayed.

4. Press [Channel], and
select the desired
channels.

5. Set channel levels. Press
[At] [Clear] to delete the
selected channels.

6. Press [Record] [Part] [2]
[Enter].

Using Update

Action:
Selects Blind display mode

Prompt reads:
Select cue number
To select cue type, press TYPE

Prompt reads:
Select part number

Prompt reads:
Select channel numbers

If the channels are new, this adds
them to the part at the level indicated.
If already in the part, this modifies their
level

Records the changes into part 2 of the
cue

With Update, you can do live editing of cue parts in Stage and Fader and
see the results immediately on stage. Use the procedure below to add
channels and set levels, assuming you previously created multipart cue 1.

Keystrokes:
1. Press [Stagel]
Press [S8], Fixture, [4]

3. Setintensity, pan and tilt
levels.

4. Press [S2], Update.

Press [Cue] [1].
6. Press [Part] [2] [Enter].

Action:
Selects stage display

Selects fixture 4

Prompt reads:

To update cue, select number and
press ENTER (TRACK + ENTER for
tracking)

To cancel, press CLEAR

Selects multipart cue 1 to update

Updates part 2 of cue 1
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Modifying fade and wait times

If you do not assign fade and wait times to a part, the console assigns
default times.%3 No wait time will be recorded. Follow these steps to
assign fade and wait times to parts to a multipart cue:

Keystrokes: Action:
1. Press [Blind]. Selects Blind display mode
2. Enter the cue number. Prompt reads:

Select cue number
To select cue type, press TYPE

3. Press|[Part], thenpress[+] Prompt reads:
or [-] until the part you Select part number
want to edit is displayed.

4. Press [Timel]. Prompt reads:
Enter upfade time
5. Enter an upfade time Prompt reads:
between .1 second and Enter downfade time
99:59 minutes and press
[Enter].
6. If you want a downfade Fade times are set for the part

time that is different from
the upfade, enter the
desired time and press
[Enter]. If not, just press
[Enter].

7. Press [Waitl. Prompt reads: Enter wait time

8. Enter wait time and press  Wait time is set for the part
[Enter]. Wait time is the
delay between when you
press [Go] and when the
part begins. If you do not
enter a wait time, the
console assigns a wait
time of zero.

23 See Setting default fade times, page 26.
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Chapter 10
Playing back cues

The console has two timed faders that allow you to play back recorded
cues. Cue selection and playback can be automated, or you can control
them manually.

This chapter includes the following sections:

Expression 3 User Manual, v.3.1

Selecting cues

Timed faders and LED displays
Playback Cue List

Fader Status display

Selecting and playing cues

Go to a different cue
Controlling fades manually
Quickstep
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Timed faders and LED displays

The console has two timed fader pairs, called
the A/B and C/D fader pairs, that allow you to

play back recorded cues (A/B pair illustrated at A B
right). The left slider (A and C) of each fader pair N i N
controls upfades. The right slider (B and D) of 5

each fader pair controls downfades. When
reference is made in this and other sections of
this User Manual to a fader, you should assume

that both sliders of the fader pair are implied 2
unless otherwise noted. 8

4
You may play back a cue using the timing 3

information programmed into it, or you may
take manual control of the slider(s). Taking
manual control of faders is covered under
Controlling fades manually, page 131. - “

You may play back cues one at a time through
the same fader, or you may simultaneously play
back a different cue in each fader. For example, ‘ ‘
you may play a ten-minute sunset cyc cue in 6oy Hald
one fader and play several cues during the
same period in the other fader. You may also
play a cue in one fader, leave it there, and then
play another cue in the second fader.

Each fader slider has a strip of LEDs next to it. When running a timed
crossfade cue, the lit LEDs indicate the progress of the cue. This is
displayed as a percentage. For example, when the LEDs are at 5, 50
percent of the cue has run.

The faders function in level override mode. This means that the fader
sliders control the percentage of completion of the fade.
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Fader keys

Clear

Each fader is equipped with a Clear key. To remove a cue from the fader,
press the appropriate Clear key. Clear an effect cue by pressing either
once or twice. If the effect cue is in an upfade or dwell time, pressing
[Clear] once starts a downfade and pressing [Clear] again ends the
downfade in the fader clear time. Pressing [Clear] while an effect is in a
downfade ends the downfade in the fader clear time.?*

Go
Each fader has its own Go key. If you press [Go] before a cue finishes
playing, the previous cue stops, and the new cue begins from the levels
at which the previous cue was interrupted. Press [Go] to play back the cue
selected on the Cue List. Press [Go] to resume a fade that has been
interrupted by pressing [Hold].

Hold

Each fader has its own Hold key. If a cue is running, press [Hold] to pause
playback of the cue. Press [Hold] a second time to cancel playback of the
cue in the fader, leaving it in the fader where it stopped, or press [Go] to
resume the fade.

Back

Each fader has its own Back key. Press [Back] to replay the cue most
recently played on that fader. Press [Back] again to play the cue before it
on the Cue List, and so forth, moving backward through the Cue List.
Cues play back using the fade and wait times recorded with the cue.

The cue following the cue replayed by pressing [Back] becomes the first
cue in the Cue List. If you then press [Go], that cue plays. Replaying with
Back ignores cue links.

This example demonstrates the use of the Go, Hold and Back keys:

Keystrokes: Action:
1. Press [Stagel. Selects Stage mode display
2. Press [Cue] [2]. Selects cue 2
3. Press [Gol. Runs cue 2
4. While cueisrunning, press  Running cue pauses
[Hold].
5. Press [Gol. Cue resumes

6. Once cue finishes, press Previous cue fades up on stage
[Back].

24. The default fader clear time is zero, which means that pressing [Clear]

ends a downfade immediately. For instructions on changing fader
clear time, see Setting default fader clear time, page 27.
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Playback Cue List

The Playback Cue List, shown below, is a short list of cues in the show. It
displays on the Playback in the lower section of the monitor (usually the
left monitor).Shown along with cues are cue attributes, such as fade
timing, linking and the cue’s label, if any.

Grandmaster 100X

AType Time  Wai t Link Fol low Eate Laobel

Cue indicators

The color in which a cue is displayed provides information about the cue's
current status.

Gray................ Cue is not selected and is not in a fader.
White............... Pending cue, will play back next time either Go key is
pressed.
Yellow............. Cue is in a fader, and is selected in Stage.
Gold................. Cue is in a fader, but is not selected in Stage.
Lightred ......... Cue is currently running and is selected in Stage.
Darkred.......... Cue is currently running, but is not selected in Stage.
> e Cue is selected in Stage or Blind.
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Fader Status display

The fader status display consists of two windows located near the bottom
of the playback monitor. These are illustrated below.

Fader Cue in fader

Foader CA0

Clear

Downfade
information
or effect step

Upfadeinformation
or effect fade times

The fader status display provides information about the cues loaded to the
console’s faders, including fade times and rates. The left window
monitors the A/B fader; the right window monitors the C/D fader. The
display counts down wait times for cues and indicates which step is
running when an effect is active.

Selecting cues

There are many ways that you can determine which cue will play next on
stage, including the following.

You can select a cue from the keypad and press [Go].

Press [Go] without selecting a cue. The console will play either the
next cue in the Cue List or the cue linked to the cue that played last.
See Link, page 94.

Run a macro that contains a command to play a particular cue.

Run a subroutine that contains a list of cues to be played
automatically.

Program a cue with Follow (see Follow, page 95). After you run the
cue that has been set with a Follow command, the next cue in
sequence (or a linked cue) runs automatically.

Press [Go] while a loop constructed with Link and Follow commands
is running. A non-loop cue will be played in accordance with rules
explained in Create playback loops with Link and Follow, page 96.

You must be in either the Stage or the Fader displays to select cues to play
back, but you can run a selected cue from Blind as well as Stage or Fader.
You see the cue running on the command monitor in the Stage and Fader
displays.
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Playing a cue

Selecting a cue moves it to the top of the Cue List. It will not run until you
press [Gol. Follow these steps to select a cue and play it on the fader of

your choice.

Keystrokes: Action:

1. Press [Stagel. Selects Stage display mode
2. Press [Cuel. Prompt reads:

Select cue number
To select cue type, press TYPE

3. Press [1][.][5]. Selects cue 1.5 to play. Cue List
moves cue 1.5 to the top of the list

4. Press [Go] on fader A/B. Cue 1.5 runs on fader A/B; Cue 2
moves to the top of the Cue List

5. Press [Go] on fader C/D. Cue 2 starts to run on fader C/D

Go to a different cue

To play back a cue other than the cue highlighted on the Cue List, follow
these steps:

Keystrokes: Action:

1. Press [Stagel. Selects Stage mode display
2. Press [Cue] [2]. Selects cue 2

3. Press [Gol. Runs cue 2
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Controlling fades manually

The console provides two ways to take manual control of cue playback;
manual override and rate override.

Manual override

Manual override allows you to use the fader sliders to take manual control
of fade levels. When you take manual control of cue playback, moving the
fader slider controls the fade.

Leave the fader sliders at 10 before pressing [Go] to play cues back as
recorded.

When you move the fader sliders below 10, the cue runs until it reaches
the slider setting. You can set the slider before you play the cue, or move
the slider after the fade starts. The fade stops when it reaches the slider’s
level, and the slider then controls the fade. For example, if you set the
sliders at 8, the cue will play until it reaches 80 percent of its recorded
levels, then give you manual control.

Set the sliders at 0 before you press [Go] to take manual control of fade
from the beginning of cue.

Hint: If you start a cue, and the performers skip ahead to the next cue,
you have two options for speeding up to the next cue. If you do not need
the current cue to reach its full intensity level settings, press [Go] to
interrupt the current cue and begin the next one. However, if you need the
current cue to reach its full level settings, push the sliders down to the lit
LEDs and then back up to 10 immediately. Then press [Go] to start the
next cue.

Once the fade is complete, the cue is no longer controlled by the fader.
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Rate override

Rate override allows you to control both the fade’s rate and percentage of
completion. When you play back a cue using rate override, the console
controls the percentage of completion, but you control the rate.?®

Rate override allows you to play back a cue faster or slower than the rate
at which it was recorded. The rate wheel adjusts the fade rate.

Fade rate is expressed as a percentage. A cue with a fade rate of 100
percent plays back at its recorded fade time. A fade rate of 300 plays the
cue back three times faster than its recorded fade time. A fade rate of 50
plays the cue back half as fast as its recorded fade time. For example, if
you record a cue with a 10 second fade time, a rate of 200 causes it to
play back in five seconds. A fade rate of 50 causes it to play back in 20
seconds.

You may take control of a cue’s fade rate while the cue is running. In
addition, you may press both [Rate] keys to control rate of both fades.

Follow this example to place a cue in a fader under rate override:
Keystrokes: Action:

1. Press [Rate] key for the Activates rate control
fader in which the cue is
running. (Press both [Rate]
keys if you wish to control
both faders.)

2. Move the rate wheel. Fades are placed under control of the
rate wheel. Fader Status window
shows the current rate

25 \When finished with the manual rate override, you can record the
modified fade rate into the cue if you wish. See Using Update to
modify fade rate, page 104.
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Quickstep

Quickstep allows you to run through a show, checking all cues, without
having to wait for fades. When Quickstep is active, the faders ignore all
upfade, downfade, follow, and wait times. Cues snap immediately to their
completed levels when you press [Go] or [Back].

To enable Quickstep and run a cue check, follow these steps:
Keystrokes:

1.
2.
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Press [Stagel.

Press [S7], More
Softkeys, [S1], Enable
Quickstep.

Press [Cue] [1].
Press [Gol.

Continue to press [Go]
until you have checked all
cues.

Once you are finished,
press [S1], Disable
Quickstep.

Action:
Selects Stage display

Turns on Quickstep

Selects cue 1
Cue 1 comes up on stage instantly

Each cue comes up on stage instantly

Turns off Quickstep; fades will operate
normally

133



134 Chapter 10 Playing back cues



Chapter 11

Groups

The console allows you to record frequently used combinations of
channels into units called groups. You may record up to 500 groups.

Once you record a group, it can be combined with other channels and
groups to create cues, submasters, effects, focus points or other groups.
The principal difference between a group and a cue is that a group cannot
be played back through a fader or slider. Consequently, it has no fade
times, wait times or other playback attributes.

Group numbers, which are independent of cue numbers, are whole
numbers in the range of 1 to 999.

This chapter includes the following sections:
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Creating groups

Working with groups in Blind

Working with groups in Stage

Modifying groups

Labeling groups

Deleting groups

Copying groups

Using cues or submasters as groups

Using groups to modify cues, groups or submasters
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Recording a group in Stage

The following example illustrates the creation of a group using newly
selected channels.

Keystrokes: Action:

1. Press [Stagel. Selects the Stage display

2. Press [1] [Thru] [5] [Full] Select channels and set levels
[And] [8] [And] [1][0] [At] [5]
[Enter].

3. Press [Record] [Group]. Prompt reads:

To record group, select number and
press ENTER

4. Press [1]. Selects group 1 to record
5. Press [Enter]. Records group 1

Recording a group from a look on stage

To create a group from the look that's already on stage, follow these

steps.

Keystrokes: Action:

1. Press [Stagel. Selects Stage display mode

2. Press [Record] [Group]. Prompt reads:
To record group, select number and
press ENTER
To cancel, press CLEAR

3. Press [2]. Enters the group number you want to
record
Corner reads: Group 2

4. Press [Enter]. Records group 2
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Recording a group using Solo

You can use Solo to selectively record into a group in the same manner as
using Solo to selectively record into a cue. There are two ways to select
channels with Solo: while clearing other independent channels such as
other lights and while clearing ALL other channels, including non-
independent ones. See Recording a cue using Solo, page 98, for the
procedures to use, substituting the [Group] key where those procedures
specify the [Cue] key.

Working with groups in Blind

There are two modes of operation in Blind for changing groups—Group
mode and Group Editing mode. In Group mode, the console brings up the
channels from a group of your choice and allows you to use them to
modify cues, submasters and other groups. In Group Editing mode, the
console allows you to create or edit the group itself.

Group mode

You enter Group mode in Blind by specifying a level after identifying the
group. The level is applied proportionally to all channels in the group.
Follow the procedure below to work in Group mode.

Keystrokes: Action:
1. Press [Blind]. Selects Blind display mode
2. Press [Group] [1]. Selects group 1's channels

Prompt reads:

Group mode - To recall a group,
select the number and set it to a
level

To create or modify a group, select
the number and press ENTER

3. Press [At] [7][5]. Sets the channels to 75 percent of their
recorded levels
Prompt reads: Group mode — Press
AT or use wheel or trackpad to alter
levels, or select channel numbers to

edit
4. Press [Record] [Cue] [3] Records the current level settings as
[Enter]. cue 3

Expression 3 User Manual, v.3.1 137



138

Group Editing mode in Blind

Add or delete channels or change channel levels in a recorded group by
first entering Group Editing mode in Blind. You can also set group levels
with reference to a focus point.26

Keystrokes: Action:
1. Press [Blind]. Selects Blind display mode
2. Press [Group] [1]. Selects group 1's channels

Prompt reads:

Group mode - To recall a group, select
the number and set it to a level

To create or modify a group, select
the number and press ENTER

3. Press [Enter]. Sets channels to their levels recorded in
the group
Prompt reads:
Select channel numbers

4. Press [2][5] [Thru] [3][0] Modifies look, adding channels 25
[At] [5][0]. through 30 at 50 percent

5. Press [Record]. Prompt reads:
To record group, select number and
press ENTER
To cancel, press CLEAR

6. Press [Enter].@ Records the modified group

a. Specify a number here to record to a different group, such as
[5][0] [Enter]. If that group exists, it is overwritten. If it does not
exist, it is created.

26 See Setting levels with focus points, page 156.
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Working with groups in Stage

Displaying a group

To view a recorded group on stage, follow these steps:

Keystrokes:
1. Press [Stagel.
2. Press [Group] [2].

3. Press [Full].

Modifying a group

Action:
Selects Stage display mode

Selects group 2

Prompt reads:

Group mode - Select group number
to use as group

Prompt reads:

Group mode - Press AT or use wheel
or trackpad to alter levels, or select
channel numbers to edit

Follow the procedure below to modify a recorded group in Stage and then
record the modifications into the same group or into a different group.

Keystrokes:

1. Display the group on stage
as illustrated above.

2. Select channels you want
to modify and adjust
channel levels.

3. Press [Record] [Groupl].

4. Press [Enter].2

Action:

Alters look

Prompt reads:

To record group, select number and
press ENTER

To cancel, press CLEAR

Records modifications into the group

a. Record the modifications into a different group by pressing
the other group’s number before you press [Enter] in this

step.
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Updating groups

Update allows you to modify previously recorded cues, groups,
submasters or focus points in Stage or Fader. Update takes levels from all
captured and selected channels, and those selected may be restricted
with the Only command. 27

Updating an active group

The following procedure illustrates how to update a group that has been
placed on stage.

Keystrokes: Action:

1. Press [Stagel. Selects Stage display mode
Press [Group] [4] [Full]. Places group 4 on stage at full

3. Modify channel levels as Sets group levels or selects additional
desired. channels and sets their levels

4. Press [S2], Update. Prompt reads:

To update cue, select number and
press ENTER
To cancel, press CLEAR

5. To restrict channels in the  Restricts channels in update
update, use Only here.@ Prompt reads:
Select channel number(s) -
To cancel, press CLEAR
(Press 0 to reselect all non-zero
channels)

6. Press [Group] [4] [Enter]. Updates group 4

a. If not restricted with Only, all captured and selected channels
are included in the update.

27- Foran explanation of captured channels, see Channel modes, page
56. For an explanation of Only, see The Only command, page 8.
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Updating a recorded group

You need not place a group on stage to update it. The following procedure

illustrates how to update any recorded group.

Keystrokes:

1.
2.
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Press [Stagel.

Press [5][0] [Thru] [7][5]
[At] [9] [Enter].

Press [S2], Update,
[Group] [3].

To restrict channels in the
update, use Only here.®

Press [Enter].

Action:
Selects Stage display mode

Selects channels and sets levels

Selects group 3 to update

Prompt reads:

To update group, select number
and press ENTER

To cancel, press CLEAR

Selects channels to update
Prompt reads:

Select channel numbers -

To cancel, press CLEAR

(Press 0 to reselect all non-zero
channels)

Updates group 3

a. If not restricted with Only, all captured and selected channels
are included in the update.
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Labeling groups

The console allows you to label a group with an alphanumeric keyboard.
Group labels can consist of any combination of letters, numbers and
symbols, and may be up to 16 characters long.

Follow these steps to label a group:

Keystrokes: Action:
1. Press [Blind]. Selects Blind display mode
2. Press [Group] [1]. Prompt reads:

Group mode - To recall a group,
select the number and set it to a
level

To create or modify a group, select
the number and press ENTER

3. Press [Enter]. Prompt reads:
Select channel numbers

4. Press [Labell. Prompt reads:
Type group label
(F6 = clear to end,
F7 = last group label,
F8 = next group label)

5. Use the alphanumeric key- Corner displays your label
board to enter a label.

6. Press [Enter]. Group 1 is labeled
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Deleting groups

Delete a group from memory in the Stage, Blind or Fader displays.28
Deleting a group has no effect on any cues, groups, submasters or focus
points into which the deleted group was previously recorded.

Delete a group in Stage as follows:

Keystrokes: Actions:

1. Press [Stagel. Selects Stage display

2. Press [S7], More Prompt reads:
Softkeys, [S6], Delete, To delete group, press ENTER
[Groupl. To cancel, press CLEAR

3. Press [2]. Enters group number to delete

Corner reads: Group 2

4. Press [Enter] [Enter]. Group 2 is deleted from your show

Copying groups

You may copy a group in Stage or Blind, with small differences in the
procedure and prompts that occur. The following procedure illustrates
how to copy a group in Stage.

Keystrokes: Actions:
1. Press [Stagel. Selects Stage display
2. Press [Group]. Prompt reads:

Group mode - Select group number
to use as group

3. Press [1]. Enters the number of the group you
wish to copy
Corner reads: Group 1

4. Press [Fulll. Prompt reads:
Group mode - Press AT or use wheel
or trackpad to alter levels, or select
channel numbers to edit

5. Once the group is Prompt reads:
displayed, press [Record] To record group, select number and
[Group).@ press ENTER

To cancel, press CLEAR

6. Press [5] [Enter]. Enters the number of the new group
and completes the Copy.
Corner reads: Group 5

a. To copy a group’s channels and levels to a cue or a
submaster, press [Cue] or [Sub] in place of [Group] in step 5.

28. You can delete all groups at once with the Clear Groups option from

the Clear Functions menu. See Clear and reset options, page 263.
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Using cues and submasters as groups

You may treat channels recorded in a cue or submaster as if they were in
a group, such as to bring them up in Stage or record them into other cues
or submasters.?®

For example, follow this procedure to bring up a cue in Stage as a group:

Keystrokes:
1. Press [Stagel.
2. Press [Group].

3. Press [Cue] and enter the
number of the cue you
want to bring up.?

4. Press [At] and enter the
level at which you wish to
bring up the cue. (Or press
[Full))

Actions:
Selects Stage display mode

Tells the console to treat the next entry
as a group

Prompt reads:

Group mode - Select group number
to use as group

Prompt reads:
Group mode - Select cue number to
use as group

The cue’s channels are brought up on
stage at the specified level

Prompt reads:

Group mode - Enter intensity

a. To use a submaster as a group, follow the same procedure,
but press [Sub] instead of [Cue] in step 3.

29. You may not use this procedure to group the channels in a cue part,
an effect cue or an effect submaster.
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Modifying cues or submasters

You can use groups to modify cues or submasters. In the illustration

below, a submaster is modified by a group. If any of this group’s channels
are already in the submaster, the levels of those channels are modified to
match the levels in the group. If the group has channels not already in the

submaster, those are added to the submaster.

Keystrokes:
1. Press [Blind].
2. Press [Sub] [2].

3. Press [Group] [3].

4. Press [At] [B][O].

5. Press [Record].

6. Press [Enter] to re-record
the modified submaster.
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Action:
Selects Blind display mode

Prompt reads:

Select submaster number

To select submaster type, press
TYPE

Selects group 3's channels

Prompt reads: Group mode -

To recall a group, select the number
and set to a level

To create or modify a group, select
the number and press ENTER

Group's channels are set proportionally
to 50%

Prompt reads:

Group mode - Enter intensity

Prompt reads:

To record submaster, press BUMP
or select number and press ENTER
To cancel, press clear

Records submaster 2 as modified by
group 3's channels
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Chapter 17
Focus points

When working with moving lights, sometimes the attributes of several
lights are stored together in a group and the group recorded into one or
more cues. If the group changes, such as if the lights are repositioned
toward another point on stage, the cues need to be manually updated or
replaced to account for that change.

Focus points can be used to provide automatic updating in situations like
this and others, such as when colors are changed after show
programming is essentially complete. Channels referencing focus points
that store color information automatically update when the color channels
in the focus point change. If many references are made to these focus
points in the show, all will change when the focus point changes, making
widespread updating a convenient operation.

The console allows up to 99 user-definable focus points. It also has a
special focus point, focus point 0, that contains all DMX In levels.30

The topics covered in this chapter include:
e (Creating focus points

e Displaying focus points on Stage

e Working with focus points in Stage

e Editing focus points in Blind

e |Labeling focus points

e Deleting focus points

e Copying focus points

e Setting levels with focus points

30. See DMX In, page 294.
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Recording a focus point

You can create a focus point in Stage, Blind or Fader displays using all the
same techniques available to create groups.

Recording a focus point in Stage

The following example illustrates the creation of a focus point containing
settings for the intensity and position attributes of several fixtures. Note
the use of Only to conveniently identify the position category.

Keystrokes: Action:
1. Press [Stagel. Selects the Stage display
2. Press [S8], Fixture, [1]. Selects fixture 1
3. Setintensity, pan and tilt
levels.
4. Press [+], [-] or [S8] to

select another fixture.

5. Repeat steps 3-4. Repeat procedure for all fixtures to be
included in the focus point

6. Press [Record] [Focus

Point].
7. Press [3]. Enters number of focus point
8. Press [Enter]. Records focus point 3

Creating a focus point from a look on stage
To create a focus point from the look that is already on stage, follow these

steps:

Keystrokes: Action:

1. Press [Stagel. Selects Stage display mode

2. Press [Record] [Focus Prompt reads:

Point]. To record focus point, select number

and press ENTER
To cancel, press CLEAR

3. Press [2]. Enters the focus point number you
want to record
Corner reads: Focus 2

4. Press [Enter]. Records focus point 2
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Recording a focus point using Solo

You can use Solo to selectively record into a focus point in the same
manner as using Solo to selectively record into a cue or group. There are
two ways to select channels with Solo: while clearing other independent
channels such as other lights and while clearing ALL other channels,
including non-independent ones. See Recording a cue using Solo, page
98, for examples of these two procedures. When using those procedures
to record channels into a focus point rather than into a cue, press the
[Focus Point] key where they call for pressing the [Cue] key.

When working with focus points, you are more likely to record selected
attribute settings for moving lights than the intensities of ordinary fixtures.
For example, you might use a focus point to store the pan and tilt settings
for several lights aimed at a particular location on stage. Or, you might
want to store the settings of colors for those moving lights so that you can
use them later when recording cues, groups or submasters.

Remembering that all attributes but the intensity of moving lights are
independent, only the Solo procedure that can clear either of these allows
you to select out moving light attributes such as position and color. This
was procedure was explained under Using Solo as a pre-recording filter,
page 98. An example of its use for moving lights is given below.

Keystrokes: Action:

1. Press [Blind]. Selects the Blind display mode

2. Press [S8], Fixture, [1][0] Selects moving light fixtures 10
[Thru] [1][5]. through 15

3. Press [Only] [Color]. Restricts the selection to the color

attributes of these fixtures

4. Press [Record] [Focus Point] Records the color attribute settings
[7] [Solo]. into cue 7
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Working with focus points in Stage

Placing a focus point on stage

You can place an entire focus point on stage with or without the focus
point references, then record those channels into something else. If the
references are present, you know the channels will automatically update
where they were recorded if their levels change in the focus point.

Follow the procedure below to place a focus point on stage with the
references. Note the footnote showing how to place the focus point
channels on stage without the references.

Keystrokes: Action:

1. Press [Stagel. Selects Stage display mode

2. Press [Focus Point] [2] Selects the channels of focus point 2
[Focus Point] [2].2 and links them to the focus point itself

Prompt reads:
Select focus point and press ENTER

3. Press [Enter]. Prompt reads:
Group mode - Press AT or use wheel
or trackpad to alter levels, or select
channel numbers to edit

a. To drop the reference (and also the updating capability), you
need only select the focus point channels and set a
proportional level, such as press [Focus Point] [2] [Full] (no
need to press [Enter] in step 3).

Modifying a focus point
Follow the procedure below to modify a recorded focus point in Stage:

Keystrokes: Action:

1. Display focus point 2 in
Stage as illustrated above.

2. Press [S8], Fixture, [3] Sets the intensity of fixtures 3 through
[Thru] [8] [Full]. 8 to full

3. Press [Record] Prompt reads:
[Focus Point] [2].2 To record focus point, select

number and press ENTER
To cancel, press CLEAR

4. Press [Enter]. Records modifications into
focus point 2

a. You can record to the same or to a different focus point.
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Updating focus points

Update allows you to modify previously recorded cues, groups,
submasters or focus points in Stage or Fader. Update takes levels from all
captured and selected channels, and those selected may be restricted
with the Only command. 81

Updating an active focus point

The following procedure illustrates how to update a focus point that has
been placed on stage.

Keystrokes:

1.

Press [Stagel.

Modify channel levels as

To restrict channels in the
update, use Only here.@

Action:
Selects Stage display mode

Places focus point 4 on stage at full

Sets focus point levels or selects
additional channels and sets their
levels

Prompt reads:

To update cue, select number and
press ENTER

To cancel, press CLEAR

Restricts channels in update
Prompt reads:

Select channel number(s) -

To cancel, press CLEAR

(Press 0 to reselect all non-zero
channels)

Updates focus point 4

a. If not restricted with Only, all captured and selected channels
are included in the update.

2. Press [Focus Point] [4]
[Full].

3.
desired.

4. Press [S2], Update.

5.

6. Press [Focus Point] [4]
[Enter].

31.
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For an explanation of captured channels, see Channel modes, page
56. For an explanation of Only, see The Only command, page 8.
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Updating a recorded focus point

You need not place a focus point on stage to update it. The following
procedure illustrates how to update any recorded focus point.

Keystrokes:

1.
2.

Press [Stagel.

Press [S8], Fixture, [8],
[Full].

Press [Only] [Color] [At]
(51[0].

Press [S7], More
Softkeys.

Press [S2], Update, [Focus
Point] [3].

To restrict channels in the
update, use Only here.@

Press [Enterl].

Action:
Selects Stage display mode

Sets fixture 8 intensity to full

Sets levels for fixture 8 color category
at 50%

Returns to main Stage softkeys

Selects focus point 3 to update
Prompt reads:

To update focus point, select
number and press ENTER

To cancel, press CLEAR

Selects channels to update
Prompt reads:

Select channel number(s) -

To cancel, press CLEAR

(Press 0 to reselect all non-zero
channels)

Updates focus point 3

a. If not restricted with Only, all captured and selected channels
are included in the update.
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Editing a focus point in Blind

You may modify a focus pointin Blind. For example, add or delete fixtures
or set levels of fixture attributes.

Follow the procedure below to set fixture attribute levels in a focus point.
The selected fixtures need not already be represented in the focus point.

Keystrokes:
1. Press [Blind].
2. Press [Focus Point] [1].
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Press [Enter].

Press [S8], Fixture, [8]
[Thru] [1][2] [Only] [Color]
[At] [5][0].

Press [Record] [Enter].2

Action:
Selects Blind display mode

Selects focus point 1’s channels
Prompt reads:

Group mode - To recall a focus
point, select the number and set it to
alevel

To create or modify a focus point,
select the number and press ENTER

Displays non-zero levels of all focus
point channels

Prompt reads:

Select channel numbers

Sets the color attribute(s) of fixtures 8
through 12 to 50

Re-records focus point 1 as modified

a. Specify a number here to record to a different focus point,

such as [Record] [5][0] [Enter]. If that focus point exists, it is
overwritten. If it does not exist, it is created.

153



Labeling focus points

The console allows you to label a focus point with an alphanumeric
keyboard. Focus point labels can consist of any combination of letters,
numbers and symbols and may be up to 16 characters long.

Follow these steps to label a focus point:

Keystrokes: Action:
1. Press [Blind]. Selects Blind display mode
2. Press [Focus Point] [1]. Prompt reads:

Group mode - To recall a focus
point, select the number and set it
to a level

To create or modify a focus point,
select the number and press ENTER

3. Press [Enter]. Prompt reads:
Select channel numbers

4. Press [Labell. Prompt reads:
Type focus point label
(F6 = clear to end,
F7 = previous focus point label,
F8 = next focus point label)

5. Use the alphanumeric Corner displays your label
keyboard to enter a label.

6. Press [Enter]. Focus point 1 is labeled
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Deleting focus points

Delete a focus point from memory in the Stage, Blind or Fader displays.32
If any cues, groups or submasters are linked to the deleted focus point,
the links are retained but the levels of the linked channels are set to zero.

Delete a focus point in Stage as follows:

Keystrokes: Actions:
1. Press [Stagel. Selects Stage display
2. Press [S7], More Prompt reads:
Softkeys, [S6], Delete, To delete focus point, press ENTER
[Focus Point]. To cancel, press CLEAR
3. Press [2]. Enters focus point number to delete
Corner reads: Focus 2
4. Press [Enter] [Enter]. Focus point 2 is deleted from your
show
Copying focus points

You may copy a focus point in Stage or Blind with small differences in the
procedure and prompts. Proceed as follows in Stage:

Keystrokes: Actions:
1. Press [Stagel. Selects Stage display
2. Press [Focus Point]. Prompt reads:

Group mode - Select focus point to
use as group

3. Press [1]. Selects focus point 1 to copy
Corner reads: Focus 1

4. Press [Fulll. Prompt reads:
Group mode - Press AT or use wheel
or trackpad to alter levels, or select
channel numbers to edit

5. Once the focus point is Prompt reads:
displayed, press [Record] To record focus point, select number
[Focus Point].2 and press ENTER

To cancel, press CLEAR

6. Press [5] [Enter]. Enters the number of the new focus
point and completes the Copy.
Corner reads: Focus 5

a. To copy a focus point’s channels and levels to a cue or a
submaster, press [Cue] or [Sub] in place of [Focus Point] in
step 5.

32. You can delete all focus points at once with the Clear Focus Points

option from the Clear Functions menu. See Clear and reset options,
page 263.
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Setting levels with focus points

Focus points are commonly used as level setting devices for fixtures, but
they can be used to set levels for individual channels as well. First, create
a focus point with a certain characteristic, such as all fixtures pointed to a
particular location or set to a certain color. Then, set individual fixtures at
the levels contained in the focus point as part of your recorded cues,
groups or submasters. Since those recordings are linked to the focus
point, if levels in the focus point change, the corresponding levels in the
recordings change to match those in the focus point. For example, if you
change the position levels in the focus point, any cues, groups or
submasters recorded with reference to those fixture positions in the
focus point change at the same time.

Sometimes, however, you may want to use a focus point to set channel
or attribute levels without preserving the link to the focus point. You can
do that with a unique application of the [Level] key.

The following procedure illustrates how to use a focus point in Blind to set
the position attributes of fixtures, link the levels to the focus point and
record the result into a cue. The footnote to the procedure explains how
to accomplish the same purposes but without the link.

1. Press [Blind]. Selects the Blind display
2. Press [S8], Fixture, [1] Selects fixtures 1 and 2
[And] [2].
3. Press [Only] [Position] Sets the pan and tilt attributes of

[Focus Point] [6] [Enter]?. fixtures 1 and 2 at focus point 6
4. Press [Record] [1][0]. Records into cue 10

a. Forlevel setting without a link, substitute [Level] for [Enter] in
this step.

156 Chapter 12 Focus points



Chapter 13
Submasters

Expression 3 provides you with 24 submaster sliders. A submaster is a
group of channels recorded at proportional levels and controlled by a slider
and a bump button. Submasters enable you to save complex looks you
use frequently and play them back manually. They can also be used as
building blocks when you create scenes, cues or other submasters.

A channel may be included in any number of submasters. You can record
a total of 240 submasters (24 submasters in each of ten pages of
submaster memory).

Each submaster slider is accompanied by a bump button and one or two
LEDs. The slider allows you to bring up the submaster look manually. The
bump button allows you to flash the submaster to its full recorded level or
to begin its programmed fade, if it has one. The green LEDs show you
which sliders control recorded submasters. The green LEDs in the bottom
row glow when the submaster is an effect or pile-on type. A glowing red
LED in the bottom row signifies a recorded inhibitive submaster.

This chapter includes the following sections:

e Submaster types

e Submaster pages

e Playback Submaster List

e Submaster LEDs

e  Submaster bump buttons

e Recording submasters

e (Creating inhibitive submasters

¢ Modifying submasters in Blind

e  Modifying submasters in Stage

e Using Update to modify submasters

e Live control of a submaster

e Controlling submaster fades manually

e |abeling submasters

e Copying submasters

e | oading cues or groups to submasters
e Copying cues or groups to submasters
e C(Clearing submasters

Expression 3 User Manual, v.3.1 157



Submaster types

Submasters can be pile-on, inhibitive or effect.

Pile-on submaster

A pile-on submaster consists of channels recorded at proportional levels.
If a pile-on submaster’s channel levels are higher than established channel
levels, the submaster’s levels take precedence (except as noted below).
If they are lower, the established levels take precedence. If a submaster
slider contains a recorded pile-on submaster, the green LED glows.

Note: Channel levels set on the keypad and inhibitive submasters both
override pile-on submaster levels.

Inhibitive submaster

An inhibitive submaster holds the output of channels below a specified
level. An inhibitive submaster doesn’t actually set channel levels, it just
prevents them from exceeding a specified level. Only submasters 13
through 24 may be inhibitive. If a submaster slider contains a recorded
inhibitive submaster, the red LED glows.

Effect submaster

An effect submaster has an effect recorded in it. Press an effect
submaster’'s bump button or move its slider to start the effect running.
See Chapter 16 Effects, page 205 for more information on effect
submasters. Any submaster may be programmed with an effect. If a
submaster slider contains a recorded effect submaster, the green LED
glows.
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Changing type

You can change a submaster’s type by using the [Typel key. When you
change a submaster type, levels recorded in the submaster are retained.
This means that you can change a submaster from pile-on to inhibitive and
back without losing any level or timing information. If you change the type
to effect, channel and level information is erased.

To change a submaster’s type, follow these steps:

Keystrokes: Action:
1. Press [Blind]. Selects Blind display
2. Press [Sub] [#]. Prompt reads:

Select submaster number

3. Press [Typel. Prompt reads:
Select submaster type
(1 = Pile-on, 2 = Inhibitive, 3 = Effect)

4. Press|[1],[2]or[3]toselect New type is entered in submaster
type. status bar

Type changes do not take effect while the submaster is active. An active
submaster’s bump button LED blinks after you change its type. To
deactivate it, move its slider to zero if the green LED blinks, or to 10 if the
red LED blinks."

I See Submaster LEDs, page 163, for more information about the LED.
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Submaster pages

Expression 3 has ten pages of submasters. A page is a block of console
memory that contains one set of 24 recorded submasters, corresponding
to the 24 submaster sliders. The ten pages of memory increases the
number of possible submasters to 240.

The console displays the message Sub page 1 (2, 3...) in the upper right
corner of the Playback display to indicate the current submaster page. To
switch from one page to the other, press [Pagel, enter the desired page
number, and press [Enter].

When you switch submaster pages, any submasters on stage remain on
stage until you move their sliders to the home position. Until the new
submaster loads, submaster LEDs flash slowly, indicating that the
submaster on stage is from the previously loaded page. If flashing red, the
new submaster is inhibitive; if green, the new submaster is pile-on or an
effect. When you move the slider to its home position the new submaster
is loaded and the LED stops flashing. This prevents the stage from going
black or changing levels when you switch pages. (Fast flashes designate
a submaster with a dwell time of Hold. See Submaster LEDs, page 163
for more information about LEDs.)

Note: When you read a new show into the console from a disk, the
console loads the same page number that was loaded from the previous
show. Any submasters on stage when you read a new show into the
console remain on stage until you move their sliders to the home position.
Until the new submaster loads, submaster LEDs flash, indicating that the
submaster on stage is from the previously loaded show. If flashing red,
the new submaster is inhibitive; if green, the new submaster is pile-on or
an effect. When you move the slider to its home position the new
submaster is loaded and the LED stops flashing.
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Playback Submaster List

The Playback Submaster List display is part of the normal playback
monitor display, shown below.? The Submaster List lies at the right in this
display. Listed for each submaster are its label, if assigned, whether the
submaster is active or running, its type, its rate and its percentage of
completion.

Grondmaster 100K

Lot i

Cue 404

et

005

Submaster colors
The colors used in the Submaster List provide information about the
submasters.
Gray............oooeeeie A gray submaster number identifies an unrecorded

submaster. Also, submaster labels and percentage of
completion are gray.

Green.................... A green submaster number identifies a pile-on sub-
master.

Red........................ A red submaster number identifies an inhibitive sub-
master.

White..................... A white submaster number identifies an effect sub-
master.

Blue....................... A blue submaster number identifies a submaster

with a rate that is currently being controlled by the
rate wheel. A blue R appears at the top of the list with
the wheel's setting.

A Cue List is also shown in this display by default. Alternatively, you
can show a Time Code List in place of the Cue List. Toggle between
these two displays by pressing [Setup] [6] [Enter] [7] [Enter], select 1
or 0, and press [Enter] again.
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Submaster bump buttons

A bump button is located immediately below each submaster slider. The
bump button’s function depends on its status (see below) and on whether
the submaster has a programmed fade.

If the submaster does not have a programmed fade, the bump button
allows you to bring up the submaster’s contents on stage instantly. Press
the bump button to raise the submaster to its full recorded level. Hold the
button to maintain the levels on stage. Release the button to remove the
submaster’s levels.

If the submaster has a programmed fade, the bump button allows you to
start the fade, or to reverse the direction of an ongoing fade. Press the
bump button to start the upfade. Press the button again to interrupt the
upfade and start the downfade.

Bump button status

Submaster bump buttons may be individually enabled, disabled or placed
in Solo mode. An enabled bump button functions normally, a disabled
button doesn’t function at all, and a button in Solo mode brings its
channels to their recorded level and reduces all other channels to zero.

If a submaster’'s bump button is disabled or in Solo mode a D or an S
appears next to the submaster’s number on the Playback Submaster List
and the Status Bar.

To set a bump button’s status, follow these steps:

Keystrokes: Action:
1. Press [Blind]. Selects Blind display mode
2. Press [Sub] [5]. Selects submaster 5
3. Press [S7], More Prompt reads: Select bump status
Softkeys, [S1], Bump and press ENTER
Status. (1 = enabled, 2 = disabled, 3 = solo)
4. Press [2]. Selects disabled. The keypad corner

indicates the choice you have made

5. Press [Enter]. Submaster 5’s bump button is disabled
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Submaster LEDs

Each submaster bump button contains one or two LEDs. The color and
state of the LED indicates the current state of that submaster, as shown
in the chart below:

Color State Meaning
— Off Submaster not loaded.
Green  Solid Submaster (pile-on or effect) loaded.

Green Slow Blink  New pile-on or effect submaster. Loads when
slider reaches home position.

Green Fast Blink  Submaster (pile-on or effect) on timed hold. Press
bump button to begin downfade.

Red Solid Inhibitive submaster loaded.

Red Slow Blink  New submaster is an inhibitive submaster. Loads
when slider reaches home position.

Red Fast Blink  Inhibitive submaster on timed hold. Press bump
button to begin downfade.

If the LED on a slider is blinking slowly, it means that you have changed
pages and a new submaster is waiting to load. The old submaster stays
loaded until you move the slider to the home position. If the green LED is
blinking, move the slider to zero. If the red LED is blinking, move the slider
to 10. If the submasters are changing type, you may need to do both.
When the slider reaches home, the channel levels from the new page
replace the old levels.

Note: If a submaster slider has both a submaster loading and a submaster

on hold, the submaster on hold takes priority and the LED blinks fast.
Press the bump button to downfade the old submaster.
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Recording submasters

You can create submasters in Stage or Blind mode. Follow these steps to
record a simple, pile-on submaster:

Keystrokes: Action:
1. Press [Stagel. Selects Stage display mode
2. Select channels and set Creates look
channel levels.
3. Press [Record]. Prompt reads:
To record cue, select number and
press ENTER
To cancel, press CLEAR
4. Press [Sub] [5] [Enter] The current stage look is recorded into
or... submaster 5
Press Submaster 5’s bump
button.

Note: Use Solo to record specific channels into the submaster (rather than
the full stage look). For example: [5] [Thru] [1][0] [Solo] [Record] [Sub] [5]
[Enter] records only the current levels of channels 5 through 10 in

submaster 5, regardless of what other channel levels may be up on stage.

Fade and dwell times for submasters

Normally, pressing a sub bump brings channel levels to their recorded
level immediately. Channels stay at full recorded levels as long as the
bump button is held.

You can also set upfade, dwell and downfade times for submasters.
These times are activated for each submaster by its bump button. Upfade
time is the length of time it takes a submaster’s channels to fade to their
recorded levels when the submaster bump button is pressed. Dwell time
is the length of time the submaster’s channel levels stay at their full
recorded levels before the downfade starts. A manual dwell time means
that you can override the bump button fades with the slider (see
Controlling submaster fades manually, page 174 for more information).
Downfade time is the length of time it takes a submaster’'s channels to
fade from their recorded levels to zero.3

Fade times may be programmed from 0.1 seconds to 99:59 minutes. The
number may be entered in normal time format or in decimal format. When
entered with a decimal point, the number must be less than one minute
(0.1 to 59.9 seconds) to be accepted. When entered without a decimal
point, a 2-digit number will be treated as seconds if less than 60 and as a
calculated value of minutes and seconds if between 60 and 99. For
example, if you enter 70, the time will display as 1:10. If you enter either
a 3-digit or a 4-digit number, the last two digits, up to 59, are interpreted
as seconds. For example, if you enter 9930, the time will display as 99:30.

3. Defaults for upfade/dwell/downfade dwell times are 0/Manual/o.
These default times are true for pile-on or inhibitive submasters, but
not for effect submasters. See Effect fade times, page 222.
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Adding fade and dwell times

You can add fade and dwell times to a submaster from Stage or Blind
mode. To add fade times to a submaster, follow these steps in either

mode:

Keystrokes:

1. Press [Subl.

2. Press [5].

3. Press [Time].

4. Use keypad to enter

upfade time and press
[Timel.

Use keypad to enter dwell
time and press [Timel].
(See next page for
information about using a
Hold dwell.)

Use keypad to enter
downfade time and press
[Enter].

Action:

Prompt reads:

Select submaster number

To select submaster type, press
TYPE

Selects submaster 5
Corner reads:
Sub 5

Prompt reads:
Enter upfade time

Prompt reads:

Enter dwell time

(For hold or manual operation,
press CLEAR until desired setting
appears)

Prompt reads:
Enter downfade time

New fade times are recorded into
submaster b5

Note: Once a timed submaster is running, press the bump button to
change the direction of the fade. For example, if the upfade is half

finished, pressing the bump button starts the downfade from 50 percent.

If a downfade is running, pressing the bump button begins an upfade
again from the current level.
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Hold dwell time

If you record a submaster with a dwell time of Hold, the submaster fades
up when you press the bump button, then holds until you press it again.

To add a dwell time of Hold to a submaster, follow these steps:

Keystrokes:
1. Press [Subl.
2. Press[5].

3. Press [Time] [Timel].

4. Press [Clear].

Press [Enter] [Enter].

Manual dwell time

Action:

Prompt reads:

Select submaster number

To select submaster type, press
TYPE

Selects submaster b
Corner reads: Sub 5

Prompt reads:

Enter dwell time

(For hold or manual operation,
press CLEAR until desired setting
appears)

Corner reads: Dwell Hold

Dwell time is set to Hold for
submaster 5

If you record a submaster with a dwell time of manual and an upfade time
other than zero, the upfade starts when you press and hold the bump
button. It runs until channels reach full recorded levels, then holds at full
as long as you hold the bump button; the downfade begins when you
release it. If you don't hold the bump button for the duration of the upfade
time, channels do not reach their full recorded levels.

Follow this procedure in Blind to convert a timed dwell to a manual dwell.*

Keystrokes:
1. Press [Blind] [Sub].

2. Press [5].

3. Press [Time] [Timel].

4. Press [Clear] [Clear].

Press [Enter] [Enter].

Action:

Prompt reads:

Select submaster number

To select submaster type, press
TYPE

Selects submaster 5
Corner reads: Sub 5

Prompt reads:

Enter dwell time

(For hold or manual operation,
press CLEAR until desired setting
appears)

Corner reads: Dwell Man

Dwell time is set to Manual for
submaster 5
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Adding a rate to a submaster

Rate allows you to record submasters that play back faster or slower than
their recorded fade times. This can be especially helpful when you are
trying to calculate complex timing information for effects loaded to a
submaster.

Note: If you adjust the rate on a submaster containing an effect, the rate
adjustment affects individual step timing but does not change the overall
effect timing.

Rate is expressed as a percentage. A submaster with a rate of 100 plays
back at its recorded fade time. A rate of 300 plays the submaster back
three times faster than its recorded fade time. A rate of 50 causes it to
play back half as fast as its recorded fade time. You may assign a rate of
up to 2,000 percent.

To add a rate to submaster 7, follow these steps:

Action: Keystrokes:
1. Press [Blind]. Selects Blind display mode
2. Press [Sub] [7]. Prompt reads:

Select submaster number
To select submaster type, press

TYPE
3. Press [S7], More
Softkeys, until Rate
appears at [Sb5].
4. Press [S5], Rate. Prompt reads:

Use keypad to select submaster rate
(0 to 2000, 100 = Normal)

5. Press [1][5][0]. Corner reads: Rate 150

6. Press [Enter]. Rate of 150 percent is recorded into
submaster 7

4 If you do not enter a dwell time for a submaster, the submaster

defaults to a manual dwell.
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Specifying a submaster’s page

You may specify the page to which you record submasters. For example,
if page 1 is loaded, you can record a submaster to page 2. To do so, follow
these steps:

Keystrokes:

1.
2.

3.

4. Presssubmaster 6’s bump

Create a look in Stage.
Press [Record] [Sub].

Press [Page] [2].

button.

Action:

Prompt reads:

To record submaster, press BUMP
or select number and press ENTER
To cancel, press CLEAR

Prompt reads:

Select page on which to record
submaster, then press submaster
bump button

Current levels are recorded into
submaster 6 on submaster page 2

Using Except to record a submaster

The console allows you to program a submaster containing all the current
levels on stage except for those contributed by a specific cue, group, or
another submaster.®

This example illustrates how you record a submaster without including
levels contributed by the specified submaster.

Keystrokes:

1.

Press [Stagel.

Select desired channels

Press [Except] [Sub] [3].2

Action:

Selects Stage display mode

Prompt reads:

To record submaster, select number
and press ENTER

To cancel, press CLEAR

Selects submaster 5 to be recorded

Instructs that levels raised by
submaster 3 be ignored
Prompt reads: Select excepted
submaster number

Records submaster 5 minus
submaster 3's levels

Press [Cue] or [Group] in place of [Sub] in step 5 to leave out

the channels supplied by a cue or group.

2.

and set channel levels.
3. Press [Record] [Sub].
4. Press [5].
5.
6. Press [Enter].

a.
5.

[Except] will not work with effect cues or effect submasters.
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Inhibitive submasters

Creating

A red LED on the bump button indicates an inhibitive submaster. Only
submasters 13 through 24 may be inhibitive.

Inhibitive submasters allow you to limit the output of a group of channels.
Channel outputs are limited to the level at which you set the slider. An
inhibitive submaster set at 10 (100 percent), does not affect channel
output. An inhibitive submaster controls the levels of its assigned
channels in the same way the Grandmaster controls the levels of all
channels.

Note: If channels that you expect to see on stage are missing or at the
wrong levels, check to see if a submaster is inhibiting them. If a channel
is fully inhibited by a submaster, its level will be displayed as a yellow zero.

Follow these steps to create and add channels to an inhibitive submaster:
Keystrokes: Actions:

1. Press [Stagel. Selects Stage display

2. Press [Sub] and enter the  Selects sub to change
number of the submaster Prompt reads:
(13 to 24) you wish to be  Select submaster number

inhibitive. To select submaster type, press
TYPE
3. Press [Typel [2]. Specifies sub is inhibitive

Prompt reads:
Select submaster type
(1 = Pile-on, 2 = Inhibitive, 3=Effect)

4. Press [11[0] [Thru] [2][O]. Adds channels 10 through 20 to the sub

Press [Record] [Sub] Records new inhibitive sub
[Enter].

Follow the same procedure to convert back to pile-on.

e You may include the same channel in more than one inhibitive sub-
master.

e |f you press an inhibitive submaster’'s bump button, the submaster
fades from its current slider location to zero and back, using its record-
ed fade times.
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Adding channels

Once you have an inhibitive submaster, use the following procedure in
Blind to add channels to it.

Keystrokes: Actions:
1. Press [Blind]. Selects Blind display

2. Press [Sub] [1][5] [Enter].  Selects sub 15. All channels in sub 15,
if an inhibitive submaster, are displayed
with “IN” in their level fields.

Prompt reads:
Select channel numbers

3. Press [5][2] [Enter]. Adds channel 52. The channel is shown
with “IN" inits level field. Specifies sub
is inhibitive

4. Press [Record][Sub] Records sub 15 with the added channel

[Enter].
Deleting channels

Channels may be deleted from an inhibitive submaster either in Stage or
Blind. Follow the procedure below to delete in Blind.

Keystrokes: Actions:
1. Press [Blind]. Selects Blind display

2. Press [Sub] [1][5] [Enter].  Selects sub 15. All channels in sub 15,
if an inhibitive submaster, are displayed
with “IN” in their level fields.

Prompt reads:
Select channel numbers

Press [6][2] [Clear]. Clears channel 52.
4. Press [Record][Sub] Records sub 15 without channel 52
[Enter].
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Modifying submasters in Blind

To modify a submaster in Blind, follow these steps:

Keystrokes:

1. Press [Blind].
2. Press [Sub] [1].
3. Press [Enter].

6.

Enter channel numbers
and set desired new
levels.

Press [Record].

Press [Enter].

Actions:
Selects Blind display

Prompt reads:

Select submaster number

To select submaster type, press
TYPE

Brings up current level settings for
submaster 1

Prompt reads:

Select channel numbers

Sets new levels

Prompt reads:

To record submaster, select number
and press ENTER

To cancel, press CLEAR

Changes to submaster 1 are recorded

Modifying submasters in Stage

Re-recording submasters

To modify a submaster in Stage with Record, follow these steps:

Keystrokes:

1.
2.
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Press [Stagel.

Use the submaster slider
to raise submaster 2 to full
on stage.

Enter channel numbers

and set desired new levels.

Press [Record], then press
submaster 2's bump
button.

Press [Rel].

Slide submaster slider to
zero, then back to full.

Actions:
Selects Stage display

Submaster 2's channels rise on stage
to recorded levels

New levels are set on stage

Submaster 2 is recorded with the new
levels. Submaster LED blinks,
indicating that submaster 2 has been
changed and the changes have not
been loaded

Releases newly set levels

Loads submaster 2's new levels and
brings them up on stage
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Updating submasters

Update allows you to modify previously recorded cues, groups,
submasters or focus points in Stage or Fader. Update takes levels from all
captured and selected channels, and those selected may be restricted
with the Only command.®

Updating an active submaster

The following procedure illustrates how to update a submaster that has
been brought up on Stage. Note that you can update all submasters at

once by entering 0 instead of a submaster number in step 4 below. No
new channels are added when updating all submasters at once.

Keystrokes:

1.

Press [Stagel.

Set submaster 6's slider to

Modify channel levels as

Press [S2], Update, [Sub].

To restrict channels in the
update, use Only here.?

Press submaster 6's bump

Action:
Selects Stage display mode

Puts submaster 6's full look on stage

Sets submaster levels or selects
additional channels and sets their
levels

Prompt reads:

To update submaster, press bump
or select number and press ENTER
Press 0 + ENTER to select all
submasters (only those channels
already in sub)

Selects channels to update
Prompt reads:

Select channel numbers
To cancel, press CLEAR

Updates submaster 6

You cannot update a channel in a submaster to a level higher

than the submaster slider’s level. For example, if you have the
slider set to 5, the highest level to which you can update the

If not restricted with Only, all captured and selected channels

are included in the update.

2.
10.8
3.
desired.
4.
5.
6.
button.
a.
sub is 50.
b.
6.

For an explanation of captured channels, see Channel modes, page
56. For an explanation of Only, see The Only command, page 8.
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Updating a recorded submaster

You need not bring up the submaster to update it. The following
procedure illustrates how to update any recorded submaster.

Keystrokes:

1.
2.
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Press [Stagel.

Press [S8], Fixture, [1]
[Thrul [8], [Full].

Set the pan and tilt levels.@

Press [S2], Update, [Sub].

Press [Page] [3].

To restrict channels in the
update, use Only as
explained under The Only
command, page 8.b

Press submaster 6's bump
button.

a.

b. Optional step.

Action:
Selects Stage display mode

Selects fixtures 1 through 8 and sets
their intensities to full

Sets levels for fixture 8 pan and tilt
attributes

Prompt reads:

To update submaster, press BUMP
or select number and press ENTER
Press 0 + ENTER to select all
submasters (only those channels
already in sub)

Selects submaster page 3

Prompt reads:

Select submaster page to update
and press ENTER or submaster
BUMP

To cancel, press CLEAR

Selects channels to update
Prompt reads:

Select channel number(s) -

To cancel, press CLEAR

(Press 0 to reselect all non-zero
channels)

Updates submaster 6 on submaster
page 3

Use your mouse or equivalent pointing device, if available.
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Live control of a submaster’s rate

In Stage mode, selecting a submaster and pressing [S5], Rate, allows the
timing of the submaster to be controlled by the rate wheel or by keyboard
entry.

Follow these steps to change the rate of an active submaster in Stage.
(This procedure also works if the submaster is not active. In either case,
the new rate is automatically recorded in the submaster.)

Keystrokes: Action:
1. Press [Stagel. Selects Live display
2. Press [Sub] [5]. Selects submaster 5

3. Press [S7], More
Softkeys, until Rate
appears at [Sb].

4. Press [S5], Rate. Activates rate control
Prompt reads:
Select submaster rate and press
ENTER, or use wheel or trackpad to

alter rate
(0 to 2000, 100 = Normal)
5. Move the rate wheel. @ Sets and records fade rate for

submaster 5. If submaster is running,
fade proceeds at new rate

6. Press [Enter]. Accepts the new rate

& When the submaster rate is controlled dynamically by the rate

wheel, rate feedback is generated in the Playback display,
where the rate is displayed and the submaster number turns
blue in the Submaster List. See Playback Submaster List,
page 161, for more information.

Controlling submaster fades manually

When you press the bump button on a timed submaster, recorded fade
times play back as you recorded them. The console allows you to use
the slider to take manual control of submasters recorded with fade
times.

The Submaster List shows the progress of the submaster’s fade. To
override the fade, push the submaster’s slider to a higher level than the
fade (lower, if inhibitive).

Once the slider passes the fade (or meets it at Full on pile-on submasters
or zero on inhibitive submasters), control of the fade transfers to the slider
and you have full manual control of the submaster. Move the slider to set
the fade level.
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Labeling submasters

The console allows you to use an alphanumeric keyboard to label
submasters.’” Submaster names can consist of any combination of letters,
numbers and symbols, and may be up to 16 characters long.

Follow these steps to add the name “Bedroom wash” to submaster 4:

Keystrokes: Action:
1. Press [Stagel. Selects Stage display
2. Press [Sub] [4]. Prompt reads:

Select submaster number
To select submaster type, press
TYPE

3. Press [Labell. Prompt reads:
Type submaster name

4. Use the alphanumeric key- Corner reads:
board to enter the label. Label: Bedroom wash
Type Bedroom wash.

5. On the console keypad, Submaster 4 is labeled Bedroom wash
press [Enter].

7. See, page 336 for information about installing an alphanumeric

keyboard.
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Copying submasters

You can copy a look from a submaster to another submaster, to a cue, a
group or a focus point. Follow the procedure below:

Keystrokes: Actions:
1. Press [Blind]. Selects Blind display mode
2. Press [Sub]. Prompt reads:

Select submaster number
To select submaster type, press

TYPE
3. Enter the number of the Corner reads:
submaster you wish to Sub 1
copy.
4. Press [Record] [Sub].2 Prompt reads:

To record submaster, select number
and press ENTER
To cancel, press CLEAR

5. Enter the number of the Corner reads:
new submaster. Sub 9

6. Press [Enter]. Submaster  Contents of submaster 1 are copied to
copy is complete. submaster 9

& To copy the submaster to a cue, group or focus point, press

[Cue], [Group] or [Focus Point] in place of [Sub] in step 4.

Loading cues or groups to submasters

[Load Sub] allows you to load the contents of one or more recorded
groups or cues into submasters.

To load a look from a range of cues or groups to submasters, follow these

steps:

Keystrokes: Actions:

1. Press [Load Subl]. Prompt reads:
Select submaster(s) to load
To cancel, press CLEAR

2. Press [9] [Thru] [1][2]. Selects submasters 9 through 12
Corner reads: Sub 12

3. Press [Cue] (or [Group]). Prompt reads:
Select cue(s) to load into
submaster(s)

To cancel, press CLEAR

4. Press [1] [And] [3] [Thru] Selects cues 1, 3, 4, and 5 to copy to
[5]. submasters 9 through 12
Corner reads: Cue 5

5. Press [Enter]. Submaster Contents of cues 1, 3, 4, and 5 are
copy is complete. copied to submasters 9, 10, 11, and
12, respectively
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Copying cues or groups to submasters

To copy a look from a cue or a group to a submaster, follow these steps:

Keystrokes:
1. Press [Blind].
2. Press [Cuel] (or [Groupl).

3. Press[1].

4. Press [Record] [Sub].

5. Press [9].

6. Press [Enter]. Submaster
copy is complete.

Clearing submasters

Actions:

Selects Blind display mode

Prompt reads:
Select cue number
To select cue type, press TYPE

Selects cue to copy
Corner reads: Cue 1

Prompt reads:

To record submaster, select number
and press ENTER

To cancel, press CLEAR

Selects submaster 9
Corner reads: Sub 9

Contents of cue 1 are copied to
submaster 9

You must be in Blind or Stage display mode to clear the contents of
individual submasters. This process erases all level setting instructions
and attributes from the submaster. To clear all submasters, use the Clear
Submasters option from the Clear Functions menu as described in Clear

and reset options, page 263.

To clear submasters, follow these steps:

Keystrokes:
1. Press [Blind].
2. Press [Sub].

3. Press [S6], Delete Sub.

4. Enter the number of the
submaster you want to
clear.

5. Press [Enter].

6. Press [Enter] to delete the
submaster or [Clear] to
cancel the action.
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Actions:
Selects Blind display

Prompt reads:
Select submaster number

Prompt reads:

To delete submaster(s), select
number(s) and press ENTER
To cancel, press CLEAR

Corner reads:
Sub 2

Prompt reads:
To confirm, press ENTER
To cancel, press CLEAR

Contents of submaster 2 are cleared
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Chapter 14
Command display lists and spreadsheets

You can display lists of cues, submasters, groups and focus points on the
command monitor using a softkey in the Blind display.® The command
monitor lists of cues and submasters are similar to the Cue and
Submaster Lists shown on the playback monitor. These lists allow you to
change the timing of cues and submasters and label items on the list.
They also allow you to delete items from a list.

Also available by softkey from the Blind display are spreadsheets for cues,
submasters, groups and focus points. Spreadsheets allow you to add or
delete items from the list, such as to create new cues or groups.

Following are the topics included in this chapter:

e Cue List on the command monitor

e  Submaster List on the command monitor

e Group List

e Focus Point list

e Editing in lists

e Cue, Submaster, Group and Focus Point spreadsheets
e Editing in spreadsheets

8- Sub List can also be displayed with a softkey in Stage.
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Cue List

The Cue List available from the Blind display allows editing of upfade,
downfade and wait times; link and follow settings; rate; and cue label. This
list also allows you to delete cues from your show.

Up to 18 cues are displayed on this Cue List at one time. Screens can be
paged if there are more than 18 cues in the show. Press [Blind] [S2], Cue
List, to display the Cue List.

<Tupe  Up/Down Wai ink Follow Rate  Lobel

FF

Return

Editing cues

Edit one cue or multiple cues at a time in the Cue List with the following
procedure. Changes made are recorded immediately.

Keystrokes: Action:

1. Press [Blind]. Selects Blind display

2. Press [S2], Cue List. Displays Cue List

3. Press [1] [Thru] [3]. Selects cues 1, 2 and 3

Prompt reads:
Select cue number(s)

4. Press [—] until the cursor  The prompt indicates your options or
reaches the attribute you prompts you to enter a new setting
wish to edit.2

5. Enter the new setting for ~ Changes the cue
the attribute and press
[Enter].

a.

Alternatively, you may press [Typel, [Time], [Link], [Follow],
[Wait] or [Label] keys to enter the field you want.
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Submaster List

The Submaster List on the command monitor allows editing of bump
button status; upfade, downfade and dwell times; type; rate and label.
This list also allows you to delete submasters from your show.

Enter the command monitor's Submaster List from softkeys in either
Blind or Stage. In Blind, press [Sub] [S2], Sub List. In Stage, press [Sub]
[S7], More Softkeys, [S2], Sub List.
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The first 17 submasters are shown initially in the Submaster List. Page
through the rest of the submasters using the [S5], Next Page and [S4],
Previous Page, keys.

Unrecorded submasters are shown with a gray number in the Sub (first)
column. A recorded pile on submaster has a green Sub number; an
inhibitive submaster has a red Sub number; an effect submaster has a
white Sub number. The Submaster List on the playback monitor has the
same color coding.

The currently selected submaster page is shown following the words
“Sub Page” at the top left of the display. Change submaster pages as
explained in Specifying a submaster’s page, page 168. In general, the
Page Loaded shown in column two will agree with Sub Page except for
those submasters that were on stage when the current Sub Page was
selected (see Submaster pages, page 160). The column marked “ %"
shows the submaster’s current level on stage as determined by its slider.
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Note the following with regard to defaults in the Command Submaster
List display:

Pile-on is the default type for a newly defined submaster.

Bump status does not display unless changed from the default, which
is “enabled.”

Dwell time defaults to “manual.”
Rate does not display unless changed from the default, which is 100.

Navigation and Feedback - Submaster List

Sy = ¢
Select a submaster X X X
Select a field X X
White row selected submaster
Yellow field selected field
Editing submasters

Changes made to a submaster in the Command Submaster List are
immediately recorded. Edit in the Submaster List as follows.?

Keystrokes: Actions:

1.
2.

Press [Blind]. Selects Blind display

Press[Sub] [S2], Sub List. Displays Submaster List
Select submaster number(s)

Press [11[3] [Enter]. Selects submaster 23. Prompt reads:
Select bump status and press
ENTER
(1=enabled, 2=disabled, 3=solo)

Press [1] [Enter].2 Enables bump status for the
submaster. Prompt reads:
Enter upfade time

Press [5] [Enter]. Specifies b second upfade time
Prompt reads:
Enter dwell time
(For hold or manual operation, press
CLEAR until desired setting appears)

Press [11[5] [Enter]. Specifies 15 seconds dwell time
Prompt reads:
Enter downfade time

& |f not changing the bump status, for example if the submaster

is already enabled, you may just press [Enter].

Alternatively, you may press [Typel, [Time] or [Label] keys to reach
the field you want.
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7. Press [B] [Enter].
8. Press [2] [Enter].
9. Press [2][0][0] [Enter].
10. Enter your label on the
keypad, then press [Enter].
Deleting submasters

Specifies 5 second downfade time
Prompt reads:

Select submaster type
(1=Pile-on, 2=Inhibitive, 3=Effect)

Specifies inhibitive type. Prompt reads:
Use keypad to select submaster rate
(0-2000, 100=Normal)

Specifies rate 200. Prompt reads:
Select submaster numberType
submaster label

(F6é=clear to end,

F7=previous submaster level,
F8=next submaster label)

Labels submaster 23

All recorded information can be removed for one or more submasters
using the Submaster List. Follow the procedure below.

Keystrokes:

1.
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Press [Blind] [Sub] [S2],
Sub List.

Press [S6], Delete Sub.

Press [b][And][7] [Enter].

Press [Enter].

Action:

Displays Submaster List. Prompt reads:

Select submaster number(s)

Prompt reads:

Top delete submaster(s), select
number(s) and press ENTER

to cancel, press CLEAR

Specifies submasters 5 and 7 to be
deleted. Prompt reads:

To confirm, press ENTER

To cancel, press CLEAR

Deletes submasters 5 and 7
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Group List

The Group list shows all the recorded groups in the show by number and
label. The list can be paged if there are more than 54 groups in the show
(18 groups shown per column). Groups may be labeled in the Group list or
deleted there from the show, either individually or in ranges.

In the Group List display, a selected group is identified by a highlighted
white row and a selected field is highlighted in yellow.

Group

Group Labe Group Label

Labeling a group

Follow this procedure to label a group in the Group List display.
Keystrokes: Action:

1. Press [Blind] [Group] Displays Group List
[Enter] [S2], Group List. Prompt reads:
Select group number(s)

2. Press [4] [Enter]. Selects group 4
Prompt reads:
Type group label
(Fé=clear to end,
F7=previous group level,
F8=next group label)

3. Enter your label, then Completes labeling of group 4
press [Enter].
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Deleting a group

Follow this procedure to delete one or more groups in the Group List

display.
Keystrokes: Action:
1. Press [Blind] [Group] Displays Group List

[Enter] [S2], Group List. Prompt reads:
Select group number(s)

2. Press [S6], Delete Group. Prompt reads:
To delete group(s), press number(s)
and press ENTER
To cancel, press CLEAR

3. Press [4] [And] [5] [Enter]  Deletes groups 4 and 5
[Enter]. Prompt reads:
Select group numbers(s)

Focus Point List

The Focus Point list shows all the focus points in the show by number and
label. The list can be paged if there are more than 54 focus points in the
show (18 focus points shown per column). Focus points may be labeled
in the Focus Point List or deleted there from the show, either individually
or in ranges.

In the Focus Point List display, a selected focus point is identified by a
highlighted white row and a selected field is highlighted in yellow.

oint List
1 AM

Foge Page Focus Return
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Labeling a focus point

Follow this procedure to label a focus point in the Focus Point List display.

Keystrokes: Action:

1. Press [Blind] [Focus Point] Displays Focus Point List
[Enter] [S2], Focus List. Prompt reads:
Select focus point number(s)

2. Press [4] [Enter]. Selects focus point 4
Prompt reads:
Type focus point label
(F6=clear to end,
F7=previous focus point level,
F8=next focus point label)

3. Enter your label, then Completes labeling of focus point 4
press [Enter].

Deleting a focus point

Follow this procedure to delete one or more focus points in the Focus
Point List display.

Keystrokes: Action:

1. Press [Blind] [Focus Point] Displays Focus Point List
[Enter] [S2], Focus List. Prompt reads:
Select focus point number(s)

2. Press [S6], Delete Focus. Prompt reads:
To delete focus point(s), press
number(s) and press ENTER
To cancel, press CLEAR

3. Press [4] [And] [5] [Enter]  Deletes focus points 4 and 5
[Enter]. Prompt reads:
Select focus point numbers(s)
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Working in spreadsheets

Cues, submasters, groups and focus points each have their own
spreadsheets. You can modify or delete in all spreadsheets and create in
all but the submaster spreadsheet. Channels and groups may be added to
all spreadsheets singly or in multiples or ranges. Channels may be set at
focus points and focus points may be added, singly and in multiples or
ranges, in all but the focus point spreadsheet.

In spreadsheets, it is not necessarily to press [Record] to record changes.
These changes are made immediately, but they don’t update in any cue,
submaster, group or focus point already displayed on stage until these are
replaced on stage.

Cue spreadsheet

In the cue spreadsheet, you have the option of tracking any cues you
create or modify. Press [Blind] [S3], Spreadsheet, to go to the cue
spreadsheet.

Chan
ck Oisaobled

04 05 OB 0 0 41 12 4 i 16 17 18 19 20 21
FL

04 34 04 71 0 4 7 04

Re ace
Level Return
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Creating cues

Cues may be created in the cue spreadsheet with or without tracking
enabled. After entering the cue spreadsheet as explained on the previous
page, create a cue with the tracking option enabled as follows.

Keystrokes: Actions:

1. Press [S7], Enable Sets tracking enabled
Tracking .?

2. Press [S2], Create Cue. Prompt reads:

To create a new cue, select cue
number and press ENTER
To cancel, press CLEAR

3. Press [5] [Enter]. Selects cue 5. Prompt reads:
Select channel(s)
4. Press [5] [Thru] [1][0]. Selects channels to include
Press Full]. Sets channels 5 through 10 to full

Prompt reads:
Enter intensity

6. Repeat steps 4-5. Continue selecting channels and
setting levels until done

8 Use either the [Track] key or the cue spreadsheet softkey to
toggle the tracking mode. Press once or twice until the yellow
message in the upper right corner of the spreadsheet display
confirms your choice.

Editing cues

Follow the procedure above for creating a cue in spreadsheet except
press [S1], Select Cue, rather than softkey [S2] in step 2.

Deleting cues
In the cue spreadsheet, delete one or more cues as follows.
Keystrokes: Actions:
1. Press [S6], Delete Cue. Prompt reads:

To delete cue(s), select number(s)
and press ENTER
To cancel, press CLEAR

2. Press [5] [And] [6] [Enter]l.  Selects cues 5 and 6
Prompt reads:
To confirm, press ENTER
To cancel, press CLEAR

3. Press [Enter] [Enter]. Deletes cues 5 and 6
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Replacing channel level

As a convenient editing technique, you may specify a particular level to
change for a channel or number of channels. After entering the cue

spreadsheet as explained earlier in this section, replace channel level as

follows.

Keystrokes:
1. Press [S1], Select Cue.

2. Press [5] [Enter].

3. Press [5] [Thru] [1][0] [S3],

Replace Level, [5](0].

4. Press [Enter].

5. Press [Full] [Enter].
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Actions:

Prompt reads:
Select cue(s)

Selects cue b
Prompt reads:
Select channel(s)

Selects channels 5 through 10 at level
50 to change

Prompt reads:

Select level to replace and press
ENTER

Prompt reads:
Select new level and press ENTER

Changes all channels in the range 5
though 10 with level 50 to level full
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Submaster spreadsheet

Press [Blind] [Sub] [S3[, Spreadsheet, to go to the submaster
spreadsheet.
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Editing submasters
After entering the submaster spreadsheet as explained above, edit a
submaster with the following procedure.

Keystrokes: Actions:

1. Press [S1], Select Sub. Prompt reads:
Select submasters

2. Press [b] [Enter]. Selects submaster b
Prompt reads:
Select channel(s)

3. Press [5] [Thru] [1][0]. Selects channels to include
Prompt reads:
Select intensity

4. Press [Full]. Sets channels 5 through 10 to full

Repeat steps 3-4. Continue selecting channels and
setting levels until done
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Deleting submasters

After entering the submaster spreadsheet as explained above, delete a
submaster as follows.

Keystrokes:

1.

2.

3.

Press [S6], Delete Sub.

Press [6] [And] [6].

Press [Enter] [Enter].

Replacing channel level

As a convenient editing technique, you may specify a particular level to

change for a channel or number of channels. After entering the submaster
spreadsheet as explained on the previous page, replace channel level as

follows.

Keystrokes:

1.

N
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Press [S1], Select Sub.

Press [b] [Enter].

Press [5] [Thru] [11[0] [S3],

Replace Level, [5][0].

Press [Enter].

Press [Full] [Enter].

Actions:

Prompt reads:

To delete submaster(s), select
number(s) and press ENTER
To cancel, press CLEAR

Selects submasters 5 and 6
Prompt reads:

To confirm, press ENTER
To cancel, press CLEAR

Deletes submasters 5 and 6

Actions:

Prompt reads:
Select submaster(s)

Selects submaster b
Prompt reads:
Select channel(s)

Selects channels 5 through 10 at level
50 to change

Prompt reads:

Select level to replace and press
ENTER

Prompt reads:
Select new level and press ENTER

Changes all channels in the range 5
though 10 with level 50 to level full
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Group spreadsheet

Go to the group spreadsheet as follows.

Keystrokes: Actions:
1. Press [Blind] [Group] Selects the group mode of the blind
[Enter]. display

2. Press [S3], Spreadsheet.  Shows the group spreadsheet
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Creating a group
After entering the group spreadsheet as explained above, create a group
as follows.
Keystrokes: Actions:

1. Press [S2], Create Group. Prompt reads:
To create a new group, select group

number and press ENTER
To cancel, press CLEAR

2. Press [5] [Enter]. Selects group 5
Prompt reads:
Select channel(s)

Press [56] [Thru] [1][0]. Selects channels to include

4. Press [Fulll. Sets channels 5 through 10 to full
Prompt reads:
Enter intensity

5. Repeat steps 3-4. Continue selecting channels and
setting levels until done
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Editing groups
You may edit a group in the group spreadsheet. Follow all steps in the

procedure under Creating a group on the previous page except Press
[S1], Select Group in step 1.

Deleting groups

After entering the group spreadsheet as explained on the previous page,
delete a group as follows.

Keystrokes: Actions:

1. Press [S6], Delete Group. Prompt reads:
To delete group(s), select number(s)
and press ENTER
To cancel, press CLEAR

2. Press [5] [And] [6] [Enter].  Selects groups 5 and 6
Prompt reads:
To confirm, press ENTER
To cancel, press CLEAR

3. Press [Enter] [Enter]. Deletes groups 5 and 6

Replacing channel level

As a convenient editing technique, you may specify a particular level to
change for a channel or number of channels. After entering the group
spreadsheet as explained on the previous page, replace channel level as
follows.

Keystrokes: Actions:

1. Press [S1], Select Group. Prompt reads:
Select group(s)

2. Press [b] [Enter]. Selects group 5
Prompt reads:
Select channel(s)

3. Press [5] [Thru] [1][0] [S3], Selects channels 5 through 10 at level
Replace Level, [5][0]. 50 to change
Prompt reads:
Select level to replace and press
ENTER

4. Press [Enter]. Prompt reads:
Select new level and press ENTER

5. Press [Full] [Enter]. Changes all channels in the range 5
though 10 with level 50 to level full
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Focus point spreadsheet

Go to the focus point spreadsheet as follows.

Keystrokes: Actions:

1. Press [Blind] [Focus Point]  Selects the focus point mode of the
[Enter]. blind display

2. Press[S3], Spreadsheet.  Shows the focus point spreadsheet

Chan
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Creating focus points

After entering the focus point spreadsheet as explained above, create a
focus point as follows.

Keystrokes: Actions:

1. Press [S2], Create Focus. Prompt reads:
To create a new focus point, select

focus point number and press
ENTER
To cancel, press CLEAR

2. Press [b] [Enter]. Selects focus point 5
Prompt reads:
Select channel(s)

3. Press [5] [Thru] [1][0]. Selects channels to include
Prompt reads:
Enter intensity

4. Press [Fulll. Sets channels 5 through 10 to full

Repeat steps 3-4. Continue selecting channels and
setting levels until done
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Editing focus points

You may edit a focus point in the focus point spreadsheet. Follow all steps
in the procedure under Creating a focus point on the previous page
except Press [S1], Select Focus in step 1.

Deleting in spreadsheet

After entering the focus point spreadsheet as explained on the previous
page, delete a focus point as follows.

Keystrokes: Actions:

1. Press [S6], Delete Focus.  Prompt reads:
To delete focus point(s), select
number(s) and press ENTER
To cancel, press CLEAR

2. Press [5] [And] [6] [Enter].  Selects focus points 5 and 6
Prompt reads:
To confirm, press ENTER
To cancel, press CLEAR

3. Press [Enter] [Enter]. Deletes focus points 5 and 6

Replacing channel level

As a convenient editing technique, you may specify a particular level to
change for a channel or number of channels. After entering the focus point
spreadsheet as explained on the previous page, replace channel level as
follows.

Keystrokes: Actions:

1. Press [S1], Select Focus.  Prompt reads: