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Set your MP3 files to Constant Bit Rate

DMX Universe max is 512, Pixlenet universe is 4096

Set Render mode to Erase, then re-render.

It will probably be looked at next year.

Press F10 at least once per day.
I just can't figure out what you did wrong but it's something

we DON'T KNOW, we use THe FalLCon Pl PLayer.

I don't think we will change how it behaves so you should change how you use it.

No they’re not gone, they’re in the xlights_rgbeffects.xml file.

Uncheck the model groups box.
If we polished it up to that kind of detail we'd have to start selling it...lol.

Put them in DMX mode and use an E1.31 bridge.

I'd try deleting the FSEQ file and re-render.

Do the folds on the controller.
YES, there’s a video AND a Wiki too

Yes it runs on Windows 7,8,9,and 10.
Yeah I had the paste by cell idea way before the 25 users that keep asking for it.

No there isn’t a background sequence function yet.

That doesn't sound like a problem.

COPY THeEe FILe TO seauenceil seauencez,
seauences, seauence4.
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Chapter Six: Advanced Features
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Coming over from LOR
Running LOR Controller in DMX Mode
LOR to DMX Channel conversion
Running LOR in DMX mode
Convert a LOR LMS file to play using non LOR hardware
Converting a LOR sequence and importing into xLights.
Common Scenarios
Online Support Groups
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The developers and authors of this manual are volunteers. A very special thanks goes out to our families for
supporting us in this hobby. Without your support we could not do this. A very special thanks goes out to
Matt Brown and Sean Meighan, the original authors of xLights and Nutcracker.

Preface from Sean Meighan

Welcome to the xLights User Manual. We hope that you will find the information that you need to make your
Halloween and Christmas shows shine!

History

xLights

xLights was created by Matt Brown in 2010. Matt wanted a program that would reliably play his LOR show.
The original xLights was “only” a scheduler/player. It had sophisticated playlists, ability to play videos, mp3
and wav files. Matt created a process to support Renard, Pixelnet, E1.31 (Sacn), LOR, DMX and Open DMX
controllers. There was a built in CONVERT tab to change LOR Ims files into xLight XSEQ files.

Nutcracker

2.x Version 1.0 of Nutcracker was released on Feb 2012 by Sean Meighan. Version 1.0 and 2.0 were a web
based, php application.

3.x Matt Brown asked Sean if he could port the Nutcracker code into xLights in December 2012. The result
was xLights 3.0.

4.x Sean had discussions with Dave Pitts about making a horizontal timeline, sound file waveform and drop
effects. Dave coded up the first Alpha xLights 4.0 in November 2014. In January 2015, Gil Jones and Dan
Kulp came on to the team and took over the development from Dave. Dave went back to hardware design

on his new Falcon 16 v2 boards.

4.3 Sean announces that version 4.x is now a production release and drops the reference to ‘Nutcracker’.

Document Version:

1.0 Initial release. xLights 4.2.1 08-2015
1.1 Additional content and new warning symbol 09-2015
1.2 New effects, additional LOR information, etc 10-2015
1.3 Updated to release xLights 2016.7 02-2016
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This section describes the steps required to use xLights for the first time to create a sequence. The details of
each step are covered in the respective sections covering that functionality.

1. Download and install xLights, selecting the defaults. See Chapter Three: Installation.
2. Click on the Setup tab and set the Show directory and Media directory. See Chapter Four: Tabs.
3.  While still on the Setup tab, setup a default network.
a. At this stage, the actual network does not matter as you can change the details later.
b. You can click Add Null and define a block of say 10,000 channels to work with (ensure that
this is larger than what you will have in all your models) or you can define them as E1.31.
c. ForE1.31, click on Add E1.31.

8 st I - 0| :

File Playlist View Audio Import Settings Help

FOE3Ee rnmwne Aas Al AR 80050
BONE IRoEMEEELENE S Y EEO e B

Setup | Test | Convert | Layout | Schedule | Papagayo | Sequencer | Xmas 2013 Playlistl

Directories
F131 Setup =)
Show Directoyt | [ Gt 1y £1.31 connection over theme, equences| 01 SSequences ﬁ
Medis Ditectory: | Chd | Supported devices include those made e quences\2015Sequences |
by lsys, SanDevices, Advatek Lights,
and Entec. Also supports the Lynx
Lighting Networks EtherDongle, and F131 projects on DIVC.
The universe numbers entered here i Univ  Num Chann...  xlights/Vicen/FPP Mapping  Enabled
i
defined on your E131 device, u eIz e
Add USE 150 Chanmels 95 to 551 No
et 2| Chamels 555to 847 Yes L
AddEL3L Method s 436 Channels 845 to 1303 Yes |
il 512 Channels 1304 to 1815 Yes
Add Nl
A TR 512 Channels 1816 t0 2227 Yes
1 Channels 2325 to 2450 Yes
Starting Universe # 1 z 35 Channels 245 to 2815 Yes
= A 512 Chanels 2816 t0 3327 Yes
it Fofliverses 1 = 512 Channel: 3328 to 3839 Yes
Delete Al One Output B 512 Channels 3840 10 4351 Yes
512 Channels 4352 to 4863 Yes
Last Channel 512 = 512 Channels 4864 t0 5375 Yes
512 Channels 3376 to 5887 Yes
13 Channels 58850 6000 Ves
150 Chanels 8001 to 6450 Yes
EE] MULTICAST 8 512 Channels 6451 to 6962 Yes
a1 MULTICAST 8 m Channels 6963 to 7220 Yes
BE] MULTICAST 2 bl Channels 1240 to 7849 Yes
B3l MULTICAST u 512 Channels 7450 to 7961 Yes I,
d. Select Multicast, Starting Universe # = 1, #of Universes = 10, Last Channel = 512 and press

okay. This will create 10 universes, each of 512 channels starting from Universe 1 to

Universe 10. The start and end channels are automatically calculated and displayed in the

last column.

Click on Save Setup to save the network created.

Click on the New Sequence Icon (or Select File, New Sequence) and follow the outline

described in New Sequence.

g. Click on the Sequencer tab and if you have not already done so, either create default timing
marks say every 5 seconds or create a Timing Track via the Settings, Sequence Settings,
Timings tab. Alternatively, just to get going quickly, you can set the default ‘New Timing’
timing mark off by un-ticking it. This will enable you to drop an effect anywhere.

Note: You need to either select a Timing Track with some timing marks on it or deselect all
the Timing Tracks, to be able to drop an effect on the sequencer grid.

h. Define a model. Each model type is described in the Models section, however to get going,
click on the Models icon and from the Models list window, click New and on the Model
window that pops up, enter the following information:

i. Model name — P10 Matrix (example)
ii. Display — Horiz Matrix
iii. Type of String — RGB Nodes
iv. Actual # of Strings — 50
V. # of RGB Nodes per String — 50
Vi. # of Strands per String — 1
vii. Start Channel — 1
viii. From Output — 1
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iX. Starting Corner — Top Left
X. Part of my Display — Tick
Xi. Model Brightness Adjustment — 0

Model

oo

Model Name | P10 Matrix

Display As ‘EHonz Matrix

B

Type of String [RGB Nodes

3 ‘

Actual # of Strings 64

# of RGE Modes per String 64

# of Strands per String 1

Start Channel 11800 = From Output: 1
Starting Comer @) Top Left 7 Top Right
") Bottom Left (7) Bottom Right

Part of my display V|

Dimming Curves

- RS- R RS TR TR

o

1
12
13
14
15
16

0K H Cancel | [Appaaranca]l Names WI Faces

17

18
19

Start

11800
11992
12184
12376
12568
12760
12952
13144
13336
13528
13720
13912
14104
14296
14488
14680
14872
15064

15256

T

["]Individual Start Chans

End

11991
12183
12375
12567
12759
12951
13143
13335
13527
13719
13011
14103
14295
14487
14679
14871
15063
15255
15447

m

Custom Model ‘ Help D

Click OK to save the model

i. Add a model to the sequencer.

From the sequencer tab, with the cursor on Timing Track /Model List section to the left of the

sequencer grid, right click and select Edit Display Elements.

P10 Matrix Group

HE P10 Matrix

Mega Tree Group

A Arches Group
H HuuseHanruup:

HouseVert G rouF;

Icicles Group

Pipes Group

Spinner Group

Stars Group

Lanterns Group .

Candy Canes Grré

Rob Trees Group

TuneTo Sign

Singing Face - f

Insert Layer Above

Insert Layer Below

Delete Layer

Play Model
Export Model
Render and Export Model

Toggle Models

Copy Row

Paste Row

Santa

ﬂ:rnnn TFF'F“: r:'!!'l"llln

' Eili Dicoby Dlhents

From the Sequence Elements pop up window, select Master View and click on Add Models.
Select the Matrix model created, Click on Add, then close the two windows.

You should end up with a model added to the sequencer.

Page 11 of 172



xLights 2016.7

Time: 0:00,00

MNew Timing
P10 Matrix

Arch5

Select an Effect (as an example - the Butterfly effect) from the Effects grid and drag it to the
sequencer. Click on the Render all button.

Click on Play to start playing the sequence. The effects should display in the Model Preview
Window if it is open or in the House Preview Window if that is open.

Click on the Save Icon to save the sequence and give it a name when prompted.

Tip: To Open and select Windows, click on View, Windows
and select the Window(s) that you wish to have open.

. Next, click on the Layout tab. Click on the Save button below the Models button.

Model Groups are described in the Model Groups section, however to get going, click on
Select Model Groups, Edit Group, Add Group. Replace the ‘New Model group’ with a name
such as ‘All Models’. Then select the model ‘P10 Matrix’ that you created above. Use the
right arrow to move it to the ‘Models in Group’ section. Click on Update Group and then
Close.

- L it

Ensure that the ‘All Models’ Group is selected in
the Model Groups window, then click OK to
return to the Layout screen. Position the P10
Matrix model on the layout as required by
dragging and adjusting it (described in the
Layout section), and then click on the Save
button (on the left side below the Models button)
to save the Layout details.

Maodel Groups:

17| All Models [ &

m

Return to the Sequencer tab and continue.

ok | | EditGroups
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Tip: Any model created or changed must be saved first,
before it becomes available to be sesn on the Layout tab.

To avoid confusion, before playing any sequence on the Layout tab,
click on Render All and then Save the sequence first. This is not always
necessary, but it depends on whether you change any of the
default render or save settings.

Caution: Ensure that the MP3 file that you use for your
sequences are set to a Constant Bit Rate. Use Audacity and
export the audio as an MP3 file with Constant Bit Rate and preferably
128 or 192K. The sequence will play if it is not a constant bit rata,
however the audio may not start exactly at the point the cursor
iz placed on the wave display on the sequencer tab.

Page 13 of 172



Chapter Three: Installation

N

xLights 2016.7 Page 14 of 172



T?owvﬂoadm@ YLights

Windows

The latest release of xLights for Windows can be found at the following link:
http://nutcracker123.com/nutcracker/releases/. This page also has links to other commonly used software.

Macintosh

The latest release of xLights for Macintosh can be found at the following link:
http://www.dankulp.com/xlights/?C=M;0=D

Linux

Most Linux users pull and compile the latest code checkin. The repository for the xLights code is at
https://github.com/smeighan/xLights

vae’ml\m@

If this is an upgrade to an existing xLights setup, make sure that you backup your existing files before
installing a new version. The install process does not delete any of the files required for your sequences or
setup, as these files are kept in the show and media directories. To backup your existing files, follow the
procedure described in Chapter 5: Menus or just press F10.

Caution: Before you install any new release of the software,

it is very good practice to backup your key xLights files using F10.
If you have any seguence currently open, then changes to the effects,
views, models etc may not have been saved until you exit xLights.

Windows
1. Download the required released executable file and save to any location on your Windows PC.

Double click on the downloaded executable.

The xLights setup Window will be displayed.

Click on Next

Select the destination location. Leave as is to

upgrade to a new release. Follow the prompts

and click on install when ready.

6. Click on Finish to complete the installation

B trup - sl Hakored i

a oD

Weldadime 1o the
wlights-Mutoracker Sensp Wizard

Ta el il slogivin P achar veren 4 L8 omovmar
e
Y mar e 0 i ool e e fe e

Chab barwd deoorare, o Corce o e

The xLights software will be installed in the destination
location. In addition to the software required to run the
application, the installer also installs a few useful
utilities, dictionaries and a songs subdirectory. The
xLights application software (32 bit) is installed by
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default in the xLights subdirectory within your Windows Program Files directory ( C:\Program Files\xLights\).
The location can be modified during the software install process by the user.

If you do not have Audacity installed on your computer, then you should at least install the Queen Mary
Vamp plugins for Audacity.

For the QM vamp plugin packages that can be installed without Audacity installed, first download the plugin
package (zip file fow Windows) from the following address: http://isophonics.net/QMVampPlugins and
install on your computer.

Macintosh
1. Double click on the compressed file that
you downloaded.

2. Drag the newly created folder containing .
the xLights application and associated xLights- . xLights- .
files to the location of your choice. The MAC-4.1.9.tar  MAC-4.1.9.tar
xLights application software folder is R, ey
created in the same directory as the | .
downloaded file. | p

"XLights-

MAC-4.1.9 '+
b i b

For the QM vamp plugin packages that can be installed without Audacity installed, first download the plugin
package from the following address: http://isophonics.net/QMVampPlugins

To install, copy the files
gm-vamp-plugins.dylib
gm-vamp-plugins.cat
gm-vamp-plugins.n3

to either of the following locations on your computer

/Library/Audio/Plug-Ins/Vamp/ (for plugins to be available to all users)
$HOME/Library/Audio/Plug-Ins/Vamp/  (for plugins to be available to you only)

xLights 2016.7 Page 16 of 172


http://isophonics.net/QMVampPlugins
http://isophonics.net/QMVampPlugins

Chapter Four: Tabs

N

xLights 2016.7 Page 17 of 172



Setup

Setup Test Convert Layout Schedule Papagayo Sequencer

The Setup tab is used to define the locations of the Show and Media directories as well as to configure the
details of your network for each Universe.
Directories

Show Directory
The xLights Show Directory is where all the required xLights

sequences, pictures, and user configuration files required to B =

run the sequences are kept. When a sequence (.xml) is saved . -

and a binary file (.fseq) rendered, both files are created in the Setup Test Convert Layout Schedul
show directory. This is the same location where xLights Directories

configuration files can be found and the default location where

the program will first prompt for, or look for files pertaining to Show Directory: Change = /Users/

several functions of xLights. Media Directory: Shongs Nisers!

Media Directory

The xLights Media Directory is where the required audio (.mp3) and video (.mp4) media files are kept. The
media directory can be different to the show directory or can be the same directory. This is the default
location where xLights will first prompt for, or look for media files.

Specifying the names of these directories or changing them can be done by clicking on the Change button
found on the Setup tab screen. If the two directories have been linked together (via the link icon), then the
user can only change the location of the Show Directory and the same change will apply to the Media
Directory.

/.

e L~
(linked icon)  (unlinked icon)

If separate locations are required, click on the icon to unlink the directories, at which point you can change
the location of either directory.

Tip: It iz useful to have a common media directory for

all shows. Alternatively, place all of the media for a particular show
event in the respective show directory and set both of them to be the same.
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Tip: It is useful to have separate show directories

for each major event i.e. one for Halloween, one for Christmas
or one for the next year, Start a new year directory by copying
saquences from the Show Directory of the previous year.

Caution: Images used for pictures and faces use
an absolute location reference i.e. you specify the exact location.
Therefore the location won't change if you change your show directory.
You may wish to consider having all your images in a separate
location outside your show directory,

Lighting Networks

Each Universe (or section of Universe) should be defined, ensuring that the start and number of channels
match your models.

Tip: As described under Chapter Two: Quick Start Guide,

you can start with a default set of configuration values
and then come back to change or update the details before
testing your lights physical output.

Save Setup
IMEXBEXE: » 10 BB S| A

One you have your lighting network setup, clicking on Save =

Setup will save your configuration. If you forget to save, don’t =l
worry, you'll be prompted upon exiting xLights asking if you e

want to save your network setup. ow D) -!-

Pixelnet
=dia Q| LOR

D-Light
Renard

Add USB sting || ﬂOpenDI\aI/"(
This option is to be used to define a DMX, Pixelnet, LOR
dongle, D-Light, Renard or OpenDMX setup. Each USB choice
is described in the text found below the drop-down selection.
As you select a different choice, the text assists you in
identifying the best choice for your USB dongle.

Metwork Type (protocol) =

3 =quence
(or LOR or D-Light controllers in DMX mode)

ntec DMX USB Pro, Lynx DMX dongle,
king.com, or DIV Blinky dengle. e

uld be 512 or less, unless you are using
gle (in which case it can be up to 3036).

Univ

| Connection Details

|| BaudRate

| Last Channel (3/rgh)

‘
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Add E1.31

Clicking on the Add E1.31 button will display the following screen:

: II_IEEHE Setup T

Sets up an E1.31 connection over ethernet.

Supported devices include those made
by jlsys, SanDevices, Advatek Lights,
and Entec. Also supports the Lynx
EtherDongle, and E1.31 projects on DIYC,

The universe numbers entered here
should match the universe numbers
defined on your E1.31 device.

@ Multicast
Methad i

) Unicast
IP Address MULTICAST

Starting Universe # 1

# of Universes 1
One Ouput El
Last Channel 512

f i TRl = S 1

Sequencer | Xmas 2013 Playlist 1

ents\My xLights Sequences\20155equences

ents\My xLights Sequences\20155equences

Baud Rate or E1.31 Univ

Murn Chann...

i 400

2 60
i 291

5 453
3 512
74 126
11 366
75 512
76 512
72 512
77 512

2] e L O L] L R

xLights/Vixen/FPP Mapping

Channels 1 to 400
Channels 401 to 460
Channels 461 to 751
Channels 752 to 1204
Channels 1205 to 1716
Channels 1717 to 1842
Channels 1843 to 2208
Channels 2209 to 2720
Channels 2721 to 3232
Channels 3233 to 3744
Channels 3745 to 4256

Enabled
Yes
Yes
Yes
Yes

Select the Method (Multicast or Unicast) depending on which option you will use to drive your lighting
networks. If unsure, leave as Multicast. If Unicast is selected, then the IP address of the controller that will
support the universe(s) you are defining here must be entered. Enter the Starting Universe #, # of
Universes and the Last channel for each universe. Leave the One Output unticked.

Note: If the ‘One Qutput' is ticked, then visually the universes
and number of channels will be grouped as follows:

E131

MULTICAST

92-94

5123

Channels 29088 to 30623

Yes

The "Enable" value turns on/off that output when "Output to lights" is turned on. If it's not enabled, no output
occurs. For example, if you have a controller not plugged in (testing a different controller) disabling that
output would not attempt to send anything to that specific controller. Trying to send data to a controller that

is not connected van in some cases cause delays and lags on the output.

Highlight the row and Double Click on it to toggle the value.

xLights 2016.7
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Tip: Most controllers only support 510 channels per

DMX universe. The Falcon F16v2 controller supports up to 512 channels

per universe, If configuring universes for a matrix that will be used on P10 panels,

those universes should be defined as 512 channels per universe,

Tip: If you have a number of contiguous universes of a

fixed number of channels you can enter the starting Universe #, a multiple
of Universes and the Last Channel (number of channels), click OK and =Lights will
create the universes for you, You can then modify the details after that, Alternatively,
define each Universe by specifying the Universe # in the Starting Universe # field,
set the # of Universes to 1 and set the Last Channel to the number of channels
in that section of the Universe. Press OK,

The following picture shows a configuration where:

Metwork Type

E131
E131
E131
E131
E131
E131

Port
MULTICAST
MULTICAST
MULTICAST
MULTICAST
MULTICAST
MULTICAST

Baud Rate or E1.31 Univ

1
2
71
5
72
73

Universe 1 has 94 channels from Channel number 1 to 94

Universe 2 then has 462 channels from Channel number 95 to 556
Universe 71 has 291 channels from Channel number 557 to 847
Universe 5 then has 453 channels from Channel number 848 to 1300 etc.

MNum Chann...

94
462
291
453
512
512

uLights/Vixen/FPP Mapping
Channels 1 to 94
Channels 95 to 556
Channels 557 to 847
Channels 848 to 1300
Channels 1301 to 1812
Channels 1813 to 2324

Mote: If there are gaps in between, it is not required
to specify the missing channels.

The following image describes a setup where a LOR network has been listed first. Even though only the first
32 channels of the LOR network are used, universe 1 has been defined as 510 channels in case more items
are to be added to the LOR network without impacting the other channels above.

If universe 1 is set to 32 channels, then Universe 2 will start from 33 onwards - that is also a valid

configuration.

xLights 2016.7
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1 BETA (Ve 06, »
Playlist View Audio Import Settings Help

Ly

A ARiaaBn@809
| D AL -6 BRI Nl e Y10 [ A KM

Setup | Test | Convert | Layout | Schedule | Papagayo | Sequencer

Show Directory: Ci\Users\Ed\Desktop\Christmas 2015\Nutcracker

Media Directory: | Change | CiUsers\Ed\Desktop\Christmas 2015\Nutcracker

Lighting Networks

Network Type ~ Port Baud Rate or E1.31Univ. Num Cha..  xlights/Vixen/FPPM..  Enabled
LOR NotConnected 57600 510 Channels1to510 Yes
E131 MULTICAST 2 510 Channels511t01020  Yes
EI31 MULTICAST 3 510 Channels 1021101530  Yes
E131 MULTICAST 4 510 Channels1531t02040 Yes
EI31 MULTICAST 5 510 Channels 2041102550  Yes
E131 MULTICAST 6 510 Channels 2551103060  Yes
E131 MULTICAST 7 510 Channels 3061103570  Yes
E131 MULTICAST 8 510 Channels 3571104080 Yes
E131 MULTICAST 9 510 Channels4081t04590 Yes
E131 MULTICAST 10 510 Channels4591t05100  Yes
E131 MULTICAST 1 510 Channels5101t05610 Yes

Add NULL

This type of setup is used as an example, where the sequence output will not be used by xLights as a show
player, but output data to be used for playback on a Raspberry Pi or BeagleBone Black controller.

There could be large matrices to be implemented via P10 or P5 panels running off a BeagleBone Black
controller. A null output can reserve a huge number of channels, but not actually output anything if the
Output to Lights function is on. A model can still be sequenced as normal and viewed on all the windows
just as any other output.

Click on Add Null and specify the number of channels to be reserved. The corresponding number of
channels will be created.

Mote: If the Falcon Player on the Raspberry Pi or
BeagleBone Black controller is to be used in “Bridge Mode'

ifor testing via the sequencer prior to your show) then the universes
and corresponding channels must be defined i.e. a definition
of NULL will not output any lights.

Change, Delete or Delete All

To change or delete an individual row, highlight the row and select Change or Delete. Click on Delete All to
delete the entire set up.
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Tect

Setup Test

Convert Layout

Schedule Papagayoc Sequencer

The test tab enables you to test anything from a single channel, all channels for a model or all channels by
sending different test patterns to your physical lights. Ensure that output is enabled by selecting the Output
To Lights button. The Lights button will turn yellow when active

x|

At the end of testing, click on the Lights Off button. The yellow bulb will turn off.

5

xl

'3

Select individual or multiple channels using the Control, Shift keys as described or select all lights.

[ selectan | |

Ch 9T34: MTREE #1956
Ch 9785 MTREE #196R
| Ch 785 MTREE #1966
ChITE7: MTREE #1968
ChiT88: MTREE =197R
Ch 9725 MTREE #1976
ChT90: MTREE #1978
| Ch97a1: MTREE #198R
Ch 9732 MTREE #1986
Ch 9733: MTREE #1986
| Ch7ad: MTREE #199R
Ch 9795 MTREE F199G
Ch3796: MTREE 1996
| Ch3TST: MTREE #2008
ChiTe8: MTREE 22006
Ch§795: MTREE 22008
T Chesdd: MTREE 2201R
Ch 9801 MTREE 52016
Ch 9802 MTREE #2018
Ch 9803: MTREE S202R
Ch 3504: MTREE #2026
Ch 3605 MTREE #2026
| Ch:806: MTREE =203R
Ch SB0T: MTREE 203G
Ch9808: MTREE 22038
i 980 MTREE =204R

Clearan | |

Load

Setup | Test Conwert | Layout | Schedule | Papageyo | Sequencer

Save

Use Shift-click, Ctrl-click, or cfick & drag to select multiple channels

-| [[standerd [RGB | RSB Cycle

Select function:
& of
Chase x5
Chase 173 |
Chase 14

Intensity

Chase 1/5

ARltemate

Tuinkde 5% o
Tuinkle 10%

Tuinkle 25%

Tuinkle 50%

Shimamier =]
Background Only v

Background

Highlight Speed
Intensity
55 A0
=
55 50 (=
o L]

Once you have selected a set of channels, you can save this individual set up as a test configuration for
future repeat testing by clicking on the Save button and specifying a name for that group of channels. You
can load a previously saved test configuration by clicking on the Load button.

S-et;lp l'el.i : tnanrt

Layoui. Sélseduie

Select All

| Gearan | [

Lead | Save

Use Shift-click, Cr-click, or click & drag to select multiple channels

| Ch 9784: MTREE =1958
| Ch 3785 MTREE 1568

Ch 9786: MTREE =106G
| Ch 9787: MTREE #1968

Ch 9788: MTREE S197R
| Ch 978%: MTREE 197G
| Ch 9790: MTREE 21978
| Ch 9791: MTREE #1988
| Ch 8792 MTREE #1586

Ch 9793: MTREE S1968
| Oy 9794: MTREE =199R
| Ch 3795: MTREE #1996

] Ch 9796: MTREE 1598

xLights 2016.7

Ch 9797: MTREE #2008
1k 070G RATOEE =MW

Papagayo | Sequencer

Standard .R'GS ;RJGBC;.-:B:

Select function: Background Highlight
® off [ Load Test Seftings ===

Chase
Chase 173 Select test configuration
Chase1/4 [P - |
Chasel/5 -
Alternate
Twinkle 5% i oK | | Cancel |
Twinkle 10%
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Different test functions are available for RGB, non RGB lights as well as the option to execute different test
cycles. You can also select and change background as well as highlight colors and control the speed of the
function using the controls provided.

Note: Output from the test tab is always in RGB seguence.
It actually turns on every 3rd channel, l.e. 1,4,7,10 ete for red
and 2,5,6,11, ete for green, ete and then all channels for white.

A quick way to test your lights to ensure the correct RGB, BRG, GRB etc.
is set propertly, is to turm on channel 1. That should tum on RED.
Mext would be to turn on channel 2, that should be Green
and finally Channel 3 should turn on Blue.
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Convevt

Setup Test Convert

Layout Schedule Papagayo Sequencer

The convert function is commonly used to convert a sequence file from one sequencer format to the format

of another sequencer or to the format (.fseq) required to run via Falcon Player on a Raspberry Pi or
BeagleBone Black controller.

It is not to be used to convert into an xLights sequence — use the Data Layer or Import, Import Effects

options to achieve that.

Supported input formats are:

LOR Music Sequences (*.Ims)

LOR Animation Sequences (*.las)
Wixen Sequences (*.vix)

Falcon Pi Player Sequences (*.fseq)
Glediater Record File (*.gled)

Lynx Conducter Sequences (*.seq)
HLS hlsldata Sequences(*.hlsldata)

| Setup . Test

xLights File Converter

Selected output formats are:

¥Lights Sequence, *xseq

Lynx Conductor, *.seq

Vi Vien 2.1 *vix sequence file

Yir, Vien 2.1 *wir routine file
'LOR Sequence *.las or *.Ims

Glediator Record File *.gled

Lechk, LOR clipboard *.Ick

HLS *.hlsnc

.'-Layout_: Schedule ;-Papagayo Sequencer ;-Xmaslﬂﬂ Playlist1 |

Entries on the Setup tab will guide the conversion. Make sure you have your lighting networks defined accurately before you start a conversion.
For LMS imports, LOR networks should be first followed by DMX starting at universe 1,

Sequence files to convert:

Choose Files

Output Format: ’Falcon Pi Player, *.fseq X

All channels off at end: [
LOR Import Opticns
Map Empty LMS Channels: |

Map LM5 Channels with no network
Show Verbose Channel Map: [

Time Resolution

Start Conwversion

Conversion Messages:

xLights 2016.7
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Click on Choose Files, and on the subsequent window, change the file type to the type of file that
you wish to convert and navigate to where your input file (i.e. LSP MSQ file, LOR LMS file etc) is
located. Double click to select the file.

Select the output Format to convert to. Supported formats are:

xLights Sequence, *xseq

Lynx Conductor, *.seq

Wik, Vixen 2.1 *vix sequence file
Wir, Vien 2.1 *wvir routine file

' LOR Sequence *.las or *.Ims
p Glediater Record File *.gled

Lch, LOR clipboard *.Ich
HLS *hlsnc

3. Specify whether all channels should be turned off at the end of the sequence. (Tick if unsure)
4. Select the Show Verbose Channel Map. This option will display messages pertaining to the input
sequencer channel mapping for some inputs and is useful to identify missing or misaligned channel

information.

5. Select the options specific to LOR conversion.
6. Specify the time resolution i.e. (25ms, 50ms, 100ms). These correspond to (40 fps, 20 fps, and 10
fps respectively). Select 50ms if not sure.

7. Click on Start Conversion.

8. Conversion messages are displayed. If successfully converted, a file of the same name but with a
different extension (i.e. as specified for the Output Format) will be created in your show directory.

For LMS impaorts, LOR networks should be first followed by DMX starting at universe 1.

Sequence files to convert:

Choose Files

SEQ-SCTBLUEXKMAS.Ims =

Conversion Messages:

Reading: D:\Users\
Reading LOR sequence
Track1 length = 12722 centiseconds
LOR MNetwork 0: 30 channels

Total channels = 32

\Documents\ My xLights S5equences\Blue Christmas Inputs\SEQ-SCTBLUEXMAS.Ims

= INFQ: xLights Channel: 16 = LOR Name: CT2 - Ahh
WARNING: CT2 - Ahh is empty
INFO: xLights Channel: 16 = LOR Name: CT3 - Qutline
Output Format: Falcon Pi Player, " fseq o INFO: xLights Channel: 17 = LOR Name: CT3 - Eyes Open
' INFO: xLights Channel: 18 = LOR Name: CT3 - Eyes Closed
All channels off at end: [C] INFO: xLights Channel: 19 = LOR Name: CT3 - Upper Lip
INFO: xLights Channel: 20 = LOR Name: CT3 - Mid Lip
LOR Import Options INFO: xLights Channel: 21 = LOR Name: CT3 - Bottom Lip
INFO: xLights Channel: 22 = LOR Name: CT3 - Oh
Map Empty LMS Channels: & INFO: xLights Channel: 23 = LOR Name: CT3 - Ahh
] = WARNING: CT3 - Ahh is em
Map LMS Channels with no network [V] INFO: Lights Channel: 24 A ——
Show Verbose Channel Map: | INFO: xLights Channel: 1 = LOR Mame: CT1 - Qutline
INFO: xLights Channel: 2 = LOR Mame: CT1 - Eyes Opeh
Time Resolution = INFO: xLights Channel: 3 = LOR Name: CT1 - Eyes Closed
E‘OLJ INFO: xLights Channel: 4 = LOR Name: CT1 - Upper Lip
INFO: xLights Channel: 5 = LOR Name: CT1 - Mid Lip
INFO: xLights Channel: & = LOR Mame: CT1 - Bottom Lip
Start Conversion INFO: xLights Channel: 7 = LOR Name: CT1 - Oh

With the ‘Show Verbose Channel Map’ selected, the conversion messages display which channels have
been converted to equivalent xLights channels. This information can then be used to amend the channel
mapping and/or define additional LOR controllers as required.

xLights 2016.7
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LoNouf

Setup Test Convert Layout Schedule Papagayo Sequencer

The layout tab displays a full preview of your show and provides a view of how all the models will appear.

Setup | Test

Convert | Layout | Schedule | Papagayo | Sequencer | Xmas 2013 Playlist 1

Open Now playing: D:\Users\d228081\DocumentsiMy xLights Sequences\20155equencesilt's Christmas Time Again.fseq
(»)| |(=) U Size: 1100 x 500 Set Size Image [IFill Background ~ Brightness: 1
Select Model Groups

Preview Models:

Element Mame

Archl
Arch2
Arch3
Arch4
Archs
Archb
A

Models
Save

Model Width
U
Model Height

0

xLights 2016.7

50

50

Click on the image button to browse and select an image of your house (or other) setting. Use the
set size button to adjust the size of your image to fit your display and use the fill background
attribute to expand the image to fit your display.

The brightness slider is used to control the brightness that the sequence displays on this layout and
can be used to increase the brightness if individual models have been set to less than full
brightness.

You can also change the layout display brightness for individual models via the Modify Models
function.

Click on the Open Sequence to open a sequence if one is not already open (or to open a different
sequence)

Note: While it is possible to have more than one xLights sequence open at the same time, this is not
recommended.

The first time the layout is set up, the position of each model has to be defined on the layout. The
positions of models can be changed at any time, however they should reflect where your live
models will be placed so that effects that work at a Model group level or whole of house level can
present an accurate representation of how your display will look live. In order to do this.

a. Click on the model from the list in the Preview Models window.

b. In most cases the model image will display in the centre of the screen. Occasionally it may
display at the bottom left corner of the screen. In which case: at the bottom left corner of the
screen, a few lines will be highlighted in blue. Select and drag those lines to the center of
the screen, resize and rotate as required and then place in the correct position. If you
cannot ‘grab’ the model, try increasing the Model Size and Model Rotation values until you
can grab and drag the model.

c. Save the layout progressively and when done.
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6. If your model does not display in the list, or you do not want it displayed in this layout, click on the
Models button and change the ‘Part of my Display’ attribute accordingly.

7. The Preview Model list will list all the models which has the ‘Part of my Display’ attribute selected
along with the Srat Channel and End Channel for each model. You can sort on any of the columns
by clicking on the column heading.

Lo Select Model Groups
Preview Models:
Select Model Groups Element..  Start Ch.. End Ch...
Treview Models: i 1_
Mega Tree.. 7600 9099
Element Mame il Ml =02 Tree.. 0100 10599
Archl 6L Mega Tree.. 9100 10599
Arch2 &L
Arch3 61
Archd 62
Archh 3
Archa 62 T
Pl 11 3

liOwverlap checks enabled:

Meodels |

Sawve |

8. If the ‘Overlay checks enabled’ attribute is selected, when you click on the model name in the list, it
will turn yellow in the layout display to the right. If there is a channel overlap with any other model,
then the other model will turn red.

9. You can also use Model Groups to group and display effects. To amend details, similarly click on
the Select Model Groups button and then click on Edit Groups, highlight the group, add or remove
models, make any other changes and then click Update Groups.

10. To play the sequence and watch the effects, click on the Play button to start the sequence.

Note: You must use the layout controls which are
different to the same controls used for the sequencer.

You can then pause and restart the sequence or stop the sequence. You can also start at any point by
moving the slider.

: = : &
‘ |L}| 0:04579 4579s )
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Tip: If you have a model groups displayed on the
Layout screen, then it will only display models that are part

of the model groups. Therefore it is useful to have a Model Group
(say “All Models™") and include all the models for your show and
include that model group on the layout tab.

Moving Objects around
For a single object, you can left click on the object, (it turns yellow) and with the mouse button still held
down, drag it around.

To move more than one object around together,

Press the Control key first and then left click on each object that you want to move as a group (holding down
the control key all the time).

Then at the last object, drag to move all the selected objects around together. If you release the Control key
at any time, the objects will not move as a group.

Aligning objects

Select a group of objects, right click and select Align (top, bottom etc) to align the selected objects. Which
object should they all align to ?

The object you selected first i.e. which will have the five blue dots is the key object that others will align to.

When selecting a group, you can press shift, a box opens and you can drag the mouse around the objects to
select the group to align.

Note: There is no Undo for this action of
dragging and setting aliagnment.

Build Model from Preview

This option, which uses the whole house model, existed to support xLights 3.x functionality. It has been
removed. Use the Model Group functionality instead, which has the same features, but is much more
flexible and gets updated as models are added or removed.
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Sehedule

Setup Test Convert Layout Schedule Papagayo Sequencer

The Schedule tab is used to define schedules if you are going to use a PC/MAC and xLights to run your
show. Prior to using this function, you must have defined at least one playlist via the Playlist function.

Click on the Change button next to the Show Dates label to select the Show Start and Show End date
ranges for your show. Select OK when done. The date selected will then be copied to the left panel.

Schedule Playlist 1P
: Set Show Dates 5=

Update Selected ltems

Show Start [
4 July 2015 ¥
Sun Mon Tue Wed Thu Fn Sat
23 29 30 1 2 3 4
Show Dates 5 6 7 8 9 10 1
14 15 16 17 18

12 13

Delete Selected ltems

Start 07/24/15 9 0 A 2 B/ M5
()27 8 28 30 3 1
End 07/24/15 72 34 85 & T B

Show End
4 July 2015 L

Sun Mon Tue Wed Thu Fri 5at
3 ¥ 0 1 2 3 4
5 6 7 8 9 1w 1
12 13 14 15 16 17 18
19 20 2 2 23 M 5
%] 27 28 (&H] 30 3N 1
2 3 4 5 6 7 g

| OK || Cancel ‘

Click on Schedule Playlist and you will be presented with a ‘Schedule Playlist’ window.

tmw  Ted  Comewrl  eyeat Schedele  Fapegere | Seguescer e X3 Maybe ]
Py, Suby T4, 2O RS 1 LR S AR, I A U & s

Saturay, buby 2%, 213

Sy, body . 2903

Wiy, by 11, BES et brcie

Tosrep by T HY -
W, Aoty 29, 29 amte Pyt =
Echeduin Payhst ——

B (g
BaTws B g8 o~ s
tna AT

Click on the Playlist drop down window and select the Playlist.
Select the start and end times, the date or dates this schedule is applicable to and other attributes such as

e Repeat — whether the playlist should loop back and restart if the length of the songs in the playlist is
less than the schedule duration.
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i

Play first item only once. This option is useful if you have an Intro to your show at the beginning
Play last item only once. This option is useful if you have a finale to your show at the end.
Random order. Used if you want the events in the playlist to play in random fashion i.e. not

sequentially.

Click on OK when done. You must click on Save Schedule to save the schedule and any changes.

You can specify different schedules for
different dates in your date range. As
an example, to create a different
schedule for the weekend, repeat the
steps above and select say a different
end time for the Saturday and Sunday.
Click OK when done.

To change any schedule, select the
schedule item from the list and click on
Update Selected items.

To delete any item, select the schedule
item and click on Delete Selected
items.

Running the Schedule

To run the schedule, ensure that the
‘Output to Lights’ button has been
selected and click the ‘Run Schedule’
option. As each scheduled item is
executed, the log details are displayed
in the window on the right. You can
clear the details by clicking on the
Clear button on the right. You can
save the log detail by clicking on the
Save button on the right. You will be
prompted for a filename for the log file.

xLights 2016.7

Friday, July 24, 2015
18:00 to 11:00 Xmas 2013 Playlist 1
5 Saturday, July 25, 2015
18:00 o 22:00 Xrnas 2013 Playlist 1
= Sunday, July 26, 2015
18:00 to 21:00 Xrmas 2013 Playlist 1
Monday, July 27, 2015
Tuesday, July 28, 2015
Wednesday, July 29, 2015

& Save log messages 3 4 ' R T

| Run Schedule
I Save Schedule
Schedule Playlist J

Update Selected ltems

Delete Selected ltems |

ShowDates |  Change

@.\:;ﬁd _ﬂ My sLights Sequences » M?S:quen:_u 3

Qrganize * New folder

¢ Favorites —

B Desktop Images

& Downloads L MatrixOverlay

%L Recent Places SingingFace2

SingingFacelmageC

2 Libraries

* Documents

o Music

=/ Pictures

B videos a4 L

File pame: bSchedule-2015-07-26)
Save as type: | i files (%)

Start 07/24/15
End 07/2915
-0 8 S ﬁ
el 20155eq 5 je
- @
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Fapagay

Setup Test Convert Layout OSchedule Papagayo Sequencer

The Papagayo tab enables you to import a Papagayo .PGO file (or files) and convert the mouth movement
phonemes into effects in xLights for Coro faces, mouth movements on a matrix or mega tree.

Tip: Use the native functionality that has been added

to xLights to create mouth movements effects for Coro faces
or a matrix, This functionality has been retained for historical reasons.

Prior to this step, ensure that you have created and saved an xml sequence that at least has the channels to
which you will map the mouth movements defined. For example, if mapping a single voice to a Coro
‘Singing Faces’ element, then create a xLights sequence with that model defined and save the sequence.

1. Open xLights and click on the
Papagayo tab. Select the .PGO file
by clickihg on the ‘Select
Papagayo Input File’ button and
locating the required file.

a. If you have split the/PGO

Download v1.2.5.3 from nutcracker123.com/nutcrackerreleasasipapagayoMOD_1.3.5.3_win32.rar
1} [ Select Fapagayo Input Fie-. |T|
2) ["Setect Sequencer Outaut Fie |

3} Zhoose output type: ::chos:.'l «| Chooseths output type.

4} In the grid below, configure how phonemes and face parts are rendered.
Presets allow settings to be saved and reused again later.

voice file into more than dresetame: [(choos) <) [ B | Dette |[ CerGid [ Copyfim |
one file (for example by Voice 1 Voice 2 Voice 3 Veice 4

e . ModelMame  (chocte) (ehaose) choese) (choose)
splitting the song into two Face Outline

. . Mouth - Al
sections), then click on the |
‘+’ icon on the same line, Moxith ot

Mouth - FV

select the second .PGO Mouth-L |
. . Mouth - MEP
file and then enter the ‘# of PR ; -
fames to Offset by When Insert Rests, M nimurn gap: max SeC. Eyes raadom blink

prompted - this
corresponds to the
number of frames after
which the second section
of the song starts.

5) | Clickto Create new Sequence |

| Auto-fade each face after: sec. Eyes random let/iight

Scaled pictures

2. Select the xml sequence that contains the model to be imported against. Accept the warning
message that the xml sequence will be overwritten.
3. Select the Output Type — Auto faces, Coro faces, Image faces or Movie faces.

Coro faces option

4. Preset Name - this defines the mapping between the phonemes and your custom Singing face
mapping. You can save one or multiple mappings for future re-use. When using this for the first
time, Select ‘add new’ and enter a Preset name when prompted.

xLights 2016.7
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10.
11. Click on the ‘Render All' icon and then play the sequence.

The Papagayo images cannot be edited once they have been added to the sequencer. If you need to make

Click on the Model name under
each ‘Voice’ Column and select
the Model Name that the .PGO file
should map to. In this example, the
.PGO file has a Voice 1 and Voice
2 defined.

Click on each of the subsequent
entries in the column and select
the channels from your custom
model that the phoneme should
map to. In order to select more
than one channel, use the Ctrl key
to select multiple channels and
then press Enter.

Click on ‘Save’ to save the preset

Lonvert Papagayo hle into an xLights Sequence

Download v1.3.5.3 from nutcrackeri23.com/nutcracker/releases/papagayoMOD_1.3.5.3 win32.rar

2} [ Select Sequencer Output File ]

N

3) Choose output type: | Coro faces 'J Assign Custom model channels to standard Coro face parts.

4) In the grid below, configure how phonemes and face parts are rendered.
Presets allow settings to be saved and reused again later.

Preset Mame: | CoroPGOPreset ~| | [ I Delete Clear Grid Copy First l

Model Name
Face Outline
Mouth - Al
Mouth - E
Mouth - etc
Mouth - FV
Mouth - L
Mouth - MBP
Mousth . 0

name so that the mapping can be reused later.

Voice 1

:Singmg Face

1
5+8

s+7

6

|5
5
5
4

Voice2 | Voice3 | Voked
Singing FaceZ (choose) (choose)

1738 @F2-p2 | |
2: 4= @G5-PT |= |
3:16% @GB-P9

4:8¢ @KIS-118 |
5:182 @CI3-TL ~ |

Note: The Delete button is used to delete a Preset.
The ‘Clear Grid" is used to clear any details mapped so
that you can start again and the “‘Copy First' is used to copy
the “Yoice 1° column to all the other columns.

Click on ‘Click to Create New Sequence’. A message will be displayed indicating completion.

Save the sequence.

Click on the Open Sequence icon and select the sequence that has been created in the previous

step.

any changes, you have to do make the changes in the .PGO file and reimport.

Note: You can then add additional models to the sequence,
drop effects on them and continue as usual.

Images option

Note: You need to pre-create an image for each mouth movement.

The first few steps are common to the Coro face option. Then, at step 3

xLights 2016.7
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1. Same as step 1 above. -

Pim Pingies Gaa Auks g e Sy
2. Sameasstep2above. [T NI ERT L L AGE NS @8O

3. Select the Output Type |® mua & CeEIEUERER.ECOINRESSAENSS

— Image faces |
4. Preset Name — this |7 =eimweies @i e
. . R T
defines the MapPING | 3 oo caie immpime =) o s s s i s s g e st

. o el Db, ¢ oo P Dby w158 s are el

between the phonemes | "= == mmiamrinmis
and your  custom
Singing face mapping.
You can save one or
multiple mappings for
future re-use. When
using this for the first |=
time, Select ‘add new’
and enter a Preset name when prompted.

5. Click on the Model name under each ‘Voice’ Column and select the Model Name that the .PGO file
should map to. In this example, the .PGO file has a Voice 1, which is being mapped to a ‘P10
matrix’ model.

6. Click on each of the subsequent entries in the column and select the images of each face.

7. Click on ‘Save’ to save the preset name so that the mapping can be reused later.

o iy Vot

Mote: The Delete button is used to delete a Preset.
The “Clear Grid' is used to clear any details mapped so that you
can start again and the ‘Copy First' is used to copy the ‘Voice 1°
column to all the other columns.

Click on ‘Click to Create New Sequence’. A message will be displayed indicating completion.

8. Save the sequence
9. Click on the Open Sequence icon then select the sequence created in the previous step.
10. Click on the ‘Render All' icon and then play the sequence.

The Papagayo images cannot be edited once they have been added to the sequencer. If you need to make
any changes, you have to do make the changes in the .PGO file and reimport.

Note: You can then add additional models to the sequence,
drop effects on them and continue as usual.
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Sequencer

Setup Test Convert Layout Schedule Papagayo Sequencer

The sequencer is where the majority of time will be spent and where most of the functionality that the user
sees resides. The main areas and functions of the Sequence tab are as follows:

4 g e 4300, ec17, 2015 -
File Playlist View Audic Import Settings Help

FOEEBS > wme Aub ARNIAAR[ 0807
BEUNEE IRCENEOSDEHN IS dEEDDaRE/EEE|

Setup | Test Convert | Layout | Schedule | Papagayo = Sequencer | Xmas 2013 Playlist1

[ Export only Channels associated with one model |

ouse Preview

X | iew: ‘ 10000 12000 14000 20000 22000 24000 2000 23000 000
I 1 ! i i

. ! [ mlllSmas] l*}\ Ii-l el Hitt HEH
Brightness LInE]
Cortast (] y il HIH AHH

Update (F5) | Il

S TR TR L ] |
Crens G H | OHEH M HEH HEH HEEH

Candy Canes Group

Rob Trees Group B =

off -

This Effect simply turns every pi

TuneTo Sign

Windows
. . Ziaylist [ MIEW | Audio  Import  etngs  Help
On the left hand side of the sequencer, a list of open [ ioomlgt TR WA~
Windows are displayed. To select additional Windows, click i P°°m - LR EL L el L LY
erspectives LI i s PR By
on View, Windows and select the windows that you wish to =™ = b [ e e

. . . . Model Preview
have displayed, if the window is not open. nmn
Views

Effect Settings

You can close a Window or move them around or if you have
an additional monitor configured, then one or move Windows
can be moved to the alternate monitor. The Windows are
described in the View, Windows section.

Colors
Timing
Effect Dropper

Perspectives

ifging Facez

HouseHorGroun

Tip: You can save the windows that you normally have open

as your default perspective. These windows will then be
openad when you load xLights.
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Timing Tracks

xLights can support multiple timing tracks on the sequencer, each with different frequencies of timing marks.
By default, a timing track ‘New Timing’ is created for each sequence if you have not created one when
creating a new sequence.

Timing Tracks can be added via the Settings, Sequence Settings, Timing Tracks menu. then select a new
Timing Grid.

When you create a timing track it gets added to all views that you have defined. Timing tracks are local to a
sequence.

Note: The timing marks create a grid but once the effects are dropped they have no relation to the original
timing marks that were used to drop them. You can switch to any other timing track and have a completely
different grid.

If you have multiple timing tracks defined,
e Each timing track has a different color of timing marks.
e You can select the timing track radio button (to the left of the timing track name) to enable that track.
You can also select more than one timing track to be displayed at the same time, however only one
timing track will be active for effects to calculate the start and end position.

3 | Sequencer

Singing Face

You can set up timing marks on any timing track manually, by placing your cursor on the waveform (above
the grid) and while playing the sequence, press the ‘t' key where you wish the timing mark to appear.

You can add new timing tracks or delete an existing timing track at any time.

You can also import timing marks created externally Time: 0:00.00
(the most common being those created via
Audacity). In order to do this, right click on a timing
track, and select Add Timing Track or Delete Timing
Track. To import one that has been created

—r Mew Tirming

Add Timing Track .

externally, select Import Timing Track, navigate to f}-‘EE E[

the .txt file containing the timing track and click OKto ~ E——— Delete Timing Track

. , Singing

import it ﬂ Impoert Timing Track
Singing
MTREE Edit Display Elements
HouseHorGroup
HouseWert Group
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Tip: Timings are created just like effects which means they
have a duration. Every timing effect has a starting edge and an

ending edge. So you can have a timing effect that goes from 1 to 2 seconds
and then another from 3 to 4 seconds with nothing in between 2 and 3 seconds.
If you want one in there just select a range and hit "t" then drag the
edges over to connect to the existing timing effects.

Models

A model in xLights defines the entire required characteristic about a single physical element of your display.
Typically it will represent a common item such as an arch, a matrix, a straight line, flood light as well as more
esoteric and custom made items such as singing trees, candy canes, a snowman etc.

It defines the type of lights, the number of channels and other characteristics required to render the
sequence data. When a model is defined, it is retained in an xLights configuration .xml file in the show
directory. It can be reused for all subsequent sequences — however it needs to be added to the sequence
grid of each sequence as required in order for effects to then be sequenced against the model.

A model is made up of one or more strands, and each strand is made up of one or more nodes.

To define a model, after opening an existing sequence or creating a new one,

&
e Click on the Models icon - L on the top row of the canvas or
e Click on the Models button on the Layout window

Clicking on the - L' icon, the model list window will display any existing models that have already been
defined.

L] (S GF : P Il BRSPS

el

ol |Arch2
Arch3
Archd
ArchS
Archb
CandyCanel
CandyCane2
CandyCane3
CandyCaned

Garage-Al
Ieiclesl
Teiclesh
Iciclesk
Lanternl
Lanternd

Lambmen
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New Model definition

Click on New to define a new model. The following screen will be displayed:

Wodel il
Medd i | Custom Medl [ 0 [ e
Display &4 | Tree 30 - Saart End
Type el #ing |RGE Nodes - L1 L]
Achual # of Strings 1
ol A8 Medes per String 30
¥ of Sirands per Sring 1
Sark Chasetl | From Oulput: 1
Suartng Comer © Top Lelt Top Right
& Botlom Left Battom Right
Pat 0||'|5'|'dip|ly 4
First Strand for bport |
Dimming Curves
oK Cancel Appestiece | | Hames Faces
Specify a Model name and the type of model (Display as).
The supported types are:

Tree 270
Tree 180
Tree 90
Tree Flat
Tree Ribbon
Wert Matrix
Huariz Matrix
Single Line
Arches
Window Frame
Star

Wreath
Custom
Sphere 360
Sphere 270
Sphere 180

The Actual # of Strings corresponds to the physical number of strings for that model. Typically an arch or a
candy cane will have one string, but models such as a mega tree or a matrix will have many strings. See

the examples of a Mega tree and matrix below.

e # of RGB Nodes per String represents the physical number of light nodes, bulbs or pixels.
e # of Strands per String is usually 1, except in the scenario where a physical string has been folded

in which case it can be 2, 3, 4 etc.

The Start Channel defines the starting channel number for the first node of the model.

The From Output in most cases is set to 1 as default and the start channel is then used to define the

absolute channel number.
However it is possible to use a different definition setup wherein:

The start channel for the model is calculated based on the “start channel” that is offset from this
‘From Output’ number (default is 1). If you have 4 outputs setup on your setup tab being universes
1 through 4, all with 510 channels, for the model set as Start Channel “1”, From Output “2”, its real
start channel in the fseq would be channel 511 (first channel of the second output). Sometimes
keeping track on a “per universe” basis is easier than the raw count from the very first channel.
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Starting corner is used to define where the first node starts in a multidimensional model (i.e. a matrix
or mega tree). See to the default value of Bottom Left if running from left to right or Bottom Right if
running from right to left.

Part of my display. Tick this option if this model is to appear on the Layout screen.

In most circumstances, this should be selected. However, where the same physical item (spinner)
has been defined using more than one model definition (spinner and spinner matrix) for ease of
programming the effects, then one of them should have the attribute selected and the other should
not.

Individual Start Channels

For models with multiple strands or elements, you can specify the start channel for each strand
individually if required. This is useful where the channel numbering is not contiguous.

Dimming Curves Adjustment can be

used to

Change/reduce the brightness of the
lights for a specific model.

The intensity of the lights s
accordingly changed/reduced from its
default value of 100 %.

Use the "Brightness" slider where you
can reduce (or increase, but 99% of
the time, you reduce) the brightness
of the model in the FSEQ.

Note: There is also a "Preview
Brightness" slider (in the Appearance
dialog) where you can then increase
that brightness when displayed in the
preview. Since the preview displays
the raw FSEQ data, having the model
brightness at 40% or something can
result in the preview being hard to
see (kind of dark) so increasing the

Preview brightness can overcome that.

Change the gamma curve of each of
the red, blue or green values.

You can select from the options to
have a single gamma value or change
individual gamma values. You can
also select the values from a file, in
which case you are prompted for the
location of the file.

Appearance
The Appearance setting is used to determine how a particular element is displayed when viewed in the
Layout, House Preview and Model windows. By increasing the Pixel Size, the appearance of the element (a
flood or any other small element) can be made to display a bigger size. The transparency values can be
used to adjust how opaque or transparent the element is on the display.

xLights 2016.7

b et

[.RGB. Brightness/Gamma - |
Red

Gamma | |
Brightness | _J
Green
Gamma
Brightness 1 J
EBlue
Garmma

Brightness J

Red Green Blue

oK [

Cancel

[Single Curve From File ']

Single Brightness/Gamma [

ingle Curve From File .
RGE Brightness/Gamma ‘
RGB From File
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Names

[ Pixel Appearance - - %-‘
Pixel Size: 2 =
Pisel Style: Default (fastest)  +|
Transparency: U ]
Black Transparency: D ]
Preview Brightness: U 100
[ 0K ] [ Cancel |
L ¥

Each strand and node can have a name assigned to it.

This is useful where for example you have single channel models that are grouped together (singing faces,
tombstones etc). On the sequencer, double clicking on the strand reveals the nodes with meaningful names

against them.

[E5)

Strand Names

-

Node Names

_éOutIine
|Eyes Open
_;E)res Closed
|0 Mouth

| Top Lip
iO\ral Mouth
|Middle Lip
|Bottom Lip

|~ B W

OK

||

Cancel

Strands and Nodes

From the sequencer grid view, right click on a model name, and click on the Toggle Strands option, to

display all strands for the model.

With the strands view open (i.e. displayed), right click on a strand to either toggle the strands closed or to

Toggle Nodes and display the nodes for a strand.

xLights 2016.7
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Singing Face - New

Top Rectangle Group
P10 Matrix Group
B P10 Matrix

Insert Layer Above

Insert Layer Below

M Delete Layer

A play Model

—_ Export Model

B Hi

S Render and Export Model
Hi

|

._.
Lifia]

Teggle Strands

Prormote Mode Effects

=

S Copy Row
5t Paste Row

Edit Display Elements

e

Cin

o F

Rob Trees Group

P10 Matrix
Strand 1
Nodel
Mode 2
MNode 3
MNaode 4
Node 5
MNode B
Mode 7
Node 8
Node 9

This is often useful to see how a particular effect has been rendered down to the node level.

Custom Model definition

xLights enables you to define models that do not fit into the concept of predesigned common shapes. For
example, a snowman outline, reindeer outline, a singing face, etc. In order to define such a model: create a
new model, select the ‘Display As’ attribute as Custom and select a layout size (width and height).
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A custom model grid will be displayed in which you enter numbers in the grid representing your model. If
your model is a candy cane with 12 nodes, you could have a grid 4 columns wide and 10 rows high. Place
the numbers 1-9 up the right hand side, 10 and 11 in the middle cells in the top row and 12 would go in
column A row 2.

The following image is an example of a Singing Face custom model:

Tyt of ftnrg  eghe Codon ilske

1 1
3 ]
Model ek 0 ] :
- 15 H
Nodshepe 33 5 X u A
. b3 L T
T M L 1 |
St Chaord TR From Cutpat 1 LI ) %1 3 3 k)
01
Sewing Cormir il 1
i
11 55 5 5 5% -6 1 |
1 LI
it ol 11 ¢ ]
i - s 1 ! L] L i
71 ] ' i
14 1 L i &
[ Carel [— tam [ = Cit g o P e

If you enter a number and wish to erase it, enter 0 in the cell. It will be removed when the grid is saved and
reopened. You can use the ‘+’ and ‘-* keys to make zoom in and out. You can also enter the same data in
Excel, copy the cells from Excel and then use the paste icon to paste the data into the cell in row 1 column
1. Save the model.

Rename a Model

A model (name) can be renamed by selecting the model name from the Model List window and clicking on
the Rename button. Enter a new name when requested.

Note: If the model is already part of a Model group, you should update the Model Group definition. If you
don’t then xLights will subsequently provide an option to delete or select the new model name when the
application is loaded again.
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Modify a Model

Details of a model configuration can be amended by selecting the model name from the Model List window
and clicking on the Modify button.

Copy a Model
Once a model has been defined, a quick way to duplicate definitions is to select the model name from the

Model List window and clicking on the Copy button. The existing details are copied into a new window.
Change the name as required and amend any other details such as the Start channel number and Save the
changes.

Node layout
Clicking on the Node Layout button opens a window, which then displays how the nodes are laid out in the
model within each string.

MNode Layout ="CC

Mame: P10 Matrix
Display As:  Horiz Matrix
String Type: RGB Nodes ‘
Start Corner: Top Left

Total nodes: 4096

Height: 64

Mode numbers starting with 1 followed by string number:
|n1s1 |n291 |n351 |n4s1 |n551 |nE~s1 |n?s1 IE
In65s2  |n66s2  |n67s2  [n68s2  [n69s2  [n70s2  [n71s2  |n7:
In129s3  |n130s3 |n131s3 |n132s3 [n133s3 [n134s3 |n135s3 |n1C
n193s4  |n194s4 |n195s4 |n196s4 [n197s4  [n198s4 |n199s4  |n2
n257s5 |n268s5 |n259s5 |n260s5 [n261s5 [n262s5 |n263sh
In321s6  |n322s6 |n323s6 |n324s6 [n325s6 |n326s6 |n327s6

[marcer  [naree?  [n2e7<7  [namec7 [narac?  [n2ancy  [naodc7

=

N

=
e}
a

3
I
i=]

VIO List! T |Er$"_.|

Export csv
Archl E
- . Arch2
Clicking on the Export CSV button, enables details of one or all Arch3 .
models to be output to a csv file (highlight the models required). You i::g |7
will be prompted to specify a location and filename. ArchB P
A single row is created for each model and includes the model name, E::gig::z _
‘display as name’ attribute, string type, string count, node count, start CandyCaned
‘ . y . . CandyCaned
channel, start node, ‘part of my display’, model brightness adjustment Garage-Al
value. Iciclesl
ik
Lanternl
Lantern2 =
. oK
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Examples
1. Single Arch (Model name Arch 1) ¥
with 25 nodes starting from channel Model Name | Archl Individusl Start Chans
6001. Display A5 [Arches - | : Start : End
Typeof String [GRE Nodes S oo 6075
TofArches 1 =
# of Nodes per Arch 25 ::
#oflights perNode 1 =
Start Channel 6001 =l FomOutput 1 =l
Starting Comer @ Top Left (7 Top Right
() Bottom Left (7 Bottom Right
Part of my display
0k || Concd | [Appearence | [ MNames | [ Faces
A 360 degree Mega Tree visually - 30 ol e
strings of 25 pixels on each string, Hteaet Mo [NATREE — P S
however, physically made of 15 Disply As [Tree360 = = =
strings of 50 pixels each. Each string Type ofSting [RG8 Nodes 0 [ 1 jemo 5349
starts from the bottom, goes up to the Actuoi #of Stings 152 ' i ;ﬁ m
top of the tree and loops back down. # ot GB Nodks perSing. 30|12 = o
So half the number of physical strings #of Standspersting 2 | e i
are required. The first node is in the St T & Frocioute | 2 ST 10399
front bottom left and starts from s s Tocin : e
channel address 9200. —— et :; i:;g i;‘_;
i e
Model Brightness W [} = 15 |11300 11449

Adjustrent
First Strand for Export 1
0K ]_ Cancel [App-eeranc.e | MNames

e ———— ]

2. A Candy Cane with a single Mo .
channel string of about 20 lights in it. MadSlbeme | ConityGaney Cliiivdnal St Chiors
The start channel address is 50 and

since it is non RGB, only one address

Display As [Single Line - | Start End

|sa 50

Type of Stiing [Single Color White - L2

Actual # of Strings 1

is used. The Display as is a Single ot persting (1 |2
Line. nia |1 :
Start Channel 50 _:_ From Output: 1 =
Starting Corner @ Top Left @) Top Right
() Bottom Left () Bottom Right

Part of my display

[ oK ] [ cancel | [ Appearance | [ Names | [ Faces |
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3. A vertical Pipe containing an RGB

Model
strip of 10 pixels. The start channel
. i . Model Name | Pipel Individual Start Chans
address is 7250. The Display As is a . : (e T
Display As ISmgIeLme VI Start End
Slngle Llne Type of String IGRBNodes vI 1 '?240 ?269
Actual # of Strings 1 =
# of RGB Modes per String 10 3
nfa |1
Start Channel 7240 = From Output: 1 =
Starting Corner  (7) Top Left ©) Top Right
@) Bottom Left () Bottom Right
Part of my display
[ aK ] [ Cancel ] [ Appearance ] [ Mames ] [ Faces
4. A horizontal matrix used to definea M
P10 panel matrix. Each panel is (32 Mieifleme. | T ey L ndividuat Stk Chans
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X ) pixels an e panel matrix e = ; 113:2 Ei:ﬁ
is 8 panels in portrait mode. Start Actual # of Strings 64 - 3 17184 12375
channel number is 11800. # of RGE Nodes per String 61 2] s e
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T 12952 13143
Start Channel 11800 = From Output: 1 = | 8 13144 13335
9 |13336 13527
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6. A concentric star model. Model Name
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to identify the number of layers and O N0 Mot g Sl | 20 [
the number of nodes in each layer. In ol LI
ot Oavet 1 . Foom Ot 1 5
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7. A concentric wreath model

Wodel Name | Wreath " 1arn Char CustomModel & [ [0 | Hep |+ -
Display As | Circle v Start End
The Circle Sizes tribute is used to Type ofString|RGB Nodes gLl el
identify the number of circles and the i ST !
number of nodes in each circle. In the #0f RGA Nodes perSting | 250 |+
example, the wreath has 5 circles, the Chleczs 3
innermost is 30 nodes and the R REe | W fomoupe |1
outermost is 70 nodes. Staiog Comer: (Top et &Top Right

Bottom Left Bottom Right
Part of my display (v

Circle Sizes (Outer o Inner) | 7060504030

Dimming Curves

0K * Cancel Appearance Names Faces

Play Model

If the Model Preview window is open, you can play the model effects in the window by right clicking to the
left of the sequencer grid and selecting Play Model. The sequencer will start playing and the effects in this
window will focus on the selected window

You can also achieve the same result by clicking on an effect against the model in the grid and then
selecting Play.

1 P10 Matrix

Mega Tree Group
1 Arches Grou=

Insert Layer Abowe

1 HouseHorGi Inzert Layer Below

FEE Delete Layer

Pipes Group| port Mode
S-pinnerGrcri Render and Export Model
Stars Group |

Toggle Models
Lanterns Grg

Candy Caneg Etipy e
m. Paste Row

TuneTo Sigr Edit Display Elements

Singing Face

Export Model / Render and Export Model

This function is used if you wish to export effects from your model to another sequencer, such as LOR, LSP,
Vixen, HLS.
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It can also be used to export an eseq (effect sequence) to the Raspberry Pi Falcon Player (FPP). Effect files
are .fseq format files with an .eseq extension. These special sequence files contain only the channels for a
specific effect and always start at channel 1 in the sequence file. The actual starting channel offset for the
Effect is specified when you run it or configure the Effect in an Event on the FPP.

Tip: Eseq (effect sequences) can be played on the FPP
any time while a main fseq sequence is running and you can

have as many effect sequences running as you want on different elements of your
display. If you create an fseq called ‘background.eseq’ and upload to the FPP, it will
execute as soon as the FPP has started i.e no definition is required on the FPP.

Right click to the left of the sequencer grid and select Export Model or Render and Export Model.

‘Render and Export’ renders the model to a clean buffer and thus would ONLY contain the data from the
effects on that model.

‘Export Model’ could include data from other sources that may affect the model such as data layers, model
groups, overlapping models.

Singing Face - New

Top Rectangle Group
P10 Matrix Group
B P10 Matrix

| Insert Layer Above

Insert Layer Below

M Delete Layer

Play Model
txport Model
Render and Export Model

Toggle Strands
Promote Mode Effects

Pi
==

SE Copy Row

St Paste Row
La
Cin

Edit Display Elements

T F

Rob Trees Group

You will then be presented with a window where you can select the target sequencer type and the filename
to be created. Press OK when done.

Status messages will be displayed on the last line of your sequencer as the model is exported. The file will
be created in your show directory.
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o TR
Export S:E:]u&m:ﬂ“

Format [ch_ LOR Clipboard *.lch "]

File name

| ok || Cancel |

Tip: You can use this functionality to export a models
effects to the Falcon Player and then use the effect to run a
continuous background sequence such as a "Tune to” sign,

independently of sequences running in via the fseq file.

Import Model
There is no functionality to directly import an xLights model that someone else has created. However, since

models are defined using xml, you can copy them into your xlights_rgbeffects xml file in the models section.
Then update the channel assignment to your setup.

<xrgb>
<models>
<model name="Big Zrch 1" Displayis="Arches"™ StringType="RGE Nodes" parml="1" permZ="60" parm3="1" StartChannel="i
<model Displayhs="Arches" StringType="RGE NHNodes" parml="1" parm?="50" parm3="1" EBtartChannel="£484" StartSide="B'

wrEwwEwdEdes  Tnoart new models here AW RN EE R AR AR

</models>
<effects wversioen="0004"/>

£ >

Tip: Use an editor that works well with XML. Notepad++
iz a free editor than can be used. Ensure that after you

paste the xml, that the </models= end tag is returned to its
original position on a new line. If you leave that end tag at the end
of the last model line, it won't work.

Model groups

Model Groups can be used to group a number of similar elements (Arch1 ... Arch6), so that by dropping an
effect at the group level, the effect will be applied to all models that are part of the group. It can also be used
to limit what you see on the display, by creating a group of selected models and then adding the group to the
display on the Layout tab.
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Tip: Dropping an effect on a Model group will give
different results to dropping the same model on all elements

of the group {because in the former case the canvas is treated as a
whole matrix and then the effect is applied to the models within it).
Some effects work at the Group level better than others.

To create a Model Group, from the layout tab click on Select Model Groups.

Hile  Flaynst  Miew  Audio  Import  Settngs

BEOE®X3 e » 0
HONER OlARmESE

Setup | Test | Convert | Schedule
Now playing: D:\Users\d22808:
g P
’

’ Select Model Groups ]

Preview Models:

Archl -

Arch2 1
Arch3
Archd

Archs
ArrhiA

m

From the Model Groups window, click on Edit Groups.

ights 4 BETA (Ver 42.0) Aig 2015 S

ile Playlist View Audio Import Settings Help

FOEd3a » nBwne 2ubb oA
T e v

Setup | i
= Model Groups: Motk troup
peq Arches Group -
[¥] Arches Group & Candy Canes Group E
E [ [+ Candy Canes Group = HouseHorGroup |i‘ 1
et [¥] HouseHerGroup = HouseVert Group
HUuseVertGrUup Icicles Group
m Icicles Group L \f"‘t‘e"r‘f Gm”f‘" -

[¥] Lanterns Group
Preview Model Group Al

— P10 Matrix Group - AP

Archl

Arch2 Group Name:

Arch3 >

Archd [ 2.8 ] [ ElilGiouns ] Layout Mode: | Grid as per preview v
Archs

Arché Grid Size: 400 o
CandyCanel

CandyCane2 Add to Group: Models in Group:
CandyCane3

CandyCaned

Garane- A1 =

Models f
P i

Model Width 50

Model Height 90

Update Group 1 [ Close
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Click on Add Group to create a new group and replace the name of the group in the Group Name.
In xLights, Model Groups are sequenced against an internal grid representation.

The Layout Mode and Grid Size provides options on how the ‘internal grid’ is to be calculated when effects
run across a model group.

A list of all available defined models will be displayed in the left hand window. Use the arrows to add models
to the Group). Click on Update Group when complete.

To modify the models that form part of a group, click on the group name in the top right hand window.

File Playlist View Audio Import Settings Help

BELeEd3g|» nmwunie pus AR A $ @

I N
Setup
: s Model G ;
|T Model Groups: oael broups
en e
e AR Arches Group -
[¥] Arches Graup - Rt Carks B 3
[¥] Candy Canes Group [ | fidd Group HouseHorGroup |3 Image 7|
[¥] HouseHorGroup [=] HouseVert Group -
HeouseVert Group I | Icicles Group
7 Ici [ Lanterns Grou -
Selact Llﬂ Icicles Group - AN B
|| Lanterns Group
Preview M [¥] Model Group All .
[¥] P10 Matrix Group - np D
Archl
Arch2 Group Name:  Candy Canes Group
Arch3 -
Archd [ 2K l I £t Craups Layout Mode: | Grid as per preview
Arch5 =
Archf  — Grid Size: 400 =
CandyCanel
CandyCaned Add to Group: Maodels in Group:
CandyCane3
CandyCaned Archl - @ CandyCanel
Rarane-A1 i Arch2 '= CandyCaneE
Arch3 & CandyCane3
[ barels J Archd @ CandyCaned
| < Arch3
- ] Arch6

_ Garage-Al
Model Width 30 IciclesL
l_J Iciclesi
IciclesR
m}_ﬂg

Model Height 30
|—J Update Group | [ Close

The models that are currently in the group will be displayed in the ‘Models in Group’ window and the other
models will be displayed in the ‘Add to Group’ window. Use the arrows to add or remove models as required
and click on the Update Group when done.

To remove a Model Group, select the Model Group and click Remove Group. This will not change or
remove any of the underlying models, however any effects that have been placed at the group level on the

sequencer will be removed and the Model group will be removed from the Layout display if it has been
added to that display.
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P10 Matrix Group
B P10 Matrix

Mega Tree Group
@ AchesGroup
H HouseH orGroupii
HouseVert Grouy

Insert Layer Above

Insert Layer Below

—_— Delete Layer
Icicles Group
Pipes Group | Play Model
Spinner Group | Export Model

W\ Render and Export Model
Lanterns Group I Toggle Models I

Candy Canes Gré

i Copy Row
Rob Trees Group
—_— Paste Row
TuneTo Sign |
Singing FaceZ - |'i Edit Display Elements

s _
fRarane Trese Gronn

Tip: When on the sequencer tab, If yvou right click on a
Model group, the window will display a ‘Toggle Models’

option which will display all the models under the
Maodel group (or hide them if you select the option again).
You can also double click on the Model Group to obtain the same results.

Render All

ih' The ‘Render All’ icon is used to force a render of all effects - that have either been created
| -,‘) within xLights, imported via the Import Effects function or has been imported as a Data layer.

Rendering order
The Data Layer order renders bottom to top. Therefore what is on the top layer will be done last — much like
painting — the last brush strokes are on the top.

Model layers also render bottom to top. Therefore the bottom layer will be rendered first, then the layer
above it and do on until the top layer is rendered last.

However, the Models themselves render top to bottom based on how they are laid out in the Master View of
the sequence. So the top model is rendered first, then the next lower model until the last model is reached.

This is important to keep in mind when you have multiple models or model groups mapped to the same
channels such as whole house model group and regular models.
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Rendering Order

(based on Master View)

Models Render Order Model/Data Layers Render Order

SalEES

W N -

Tip: You can change the order of data layers by
moving them up or down, You can similardy change
the order of layers within a model . And you can also

change the order of models in the master view,

Tip: Always put your large groups at the top.
To view your rendering order you need to be in the
Master View and it renders top to bottom.
Use the display elements window to change the ordering.
Set the render order in the Master View and then
use all my other views for sequencing. All other views don't
affect rendering order they are for display purposes only.

Timeline and Waveform

The top section of the display window is the Timeline section and indicates the scale that the waveform and
sequencer is displaying.
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You can select an area on the timeline — depicted by the arrows - and you can then play that section once
independent of the section highlighted to be played on the waveform. At the end of playing that section, the
highlighted arrows disappear, leaving the waveform highlight to be played. Clicking anywhere in the timeline

or highlighting an area in the timeline initiates auto play, without losing the waveform selection.

The waveform displays a sonographic representation of the audio portion of the media that has been

associated with the sequence.

You can control the focus of the waveform.

xLights 2016.7

Zoom in on the waveform by double clicking on the waveform. Keep double clicking until you've got
a zoom setting you can use. Or click on the ‘+’ button.

: @ €

To zoom out, hold the shift key and double click on the waveform or click on the *-*- button.

Tirne: 06743

MNew Timing

Singing Face

P Il B

2
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When playing the sequence, a vertical line indicates

the start position and another vertical line extending = 400 600 % oo

right through the grid indicates where the audio K ' ' ' ' —N |
being played current is. The time counter displays

the time from the beginning of the sequence that the

current position is up to.

You can highlight a range on the waveform to play
only that section. If you move your cursor on the
waveform towards either edge of the highlighted
area, a ‘hand’ appears and you can use that to move
the edge.

o If the Pause button is selected, and then pressed again, the sequence will restart from the current
position that it stopped at.

e [f after a Pause, if the Play button is pressed, then the sequence will restart from the marked ‘start
position’.

e Clicking on the Stop button will reset the start position to the beginning of the sequence.
After Stop has been pressed the Rewind button will start from the beginning of the sequence and
the fast forward button will play from the last component of the sequence.

e Highlighting a portion of the waveform will cause only that section to be played. Pressing the
spacebar will replay that section.

e The ‘Replay’ button does not currently drive any functionality.

Clicking on an effect in the grid will not alter the waveform area that has been highlighted to be played. The
effect becomes the focus point, if you zoom in and out, but the play range does not change. If you do want
the start position to move to where your effect is, or to be based on the edit position in the grid, then double
click in the grid and that will then remove any highlighted position/area in the waveform and set the start
position in line with where you have double clicked.

Views

A view is used to be able to easily select a list of models and the sequence in which they are to be displayed
on the sequencer.

Views work across sequences, so once you have setup a view with the models that you require, if you open
any sequence, that view is available to use in that sequence.

Tip: If you define Model Groups in a view,

then when you use the view in the sequencer, you will be presented
with a list of the groups. Double Clicking each group will open up the list of
models within the group.
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Multiple views can be defined, with
each view defining a list of models

g ke S I
that are to be displayed and the View Add Views | \—' | .

X View: bo

— (Time: 0:00.00

sequence that they should be " MisteVisy :
. . Second View [ Delete View ]
displayed in. For example: )
O Imported Timing
e A ‘Static Model’ view may  Timings/ Medels:
contain all elements that Timing/Model =
@ €8 Imported Timing = Sl Faee
are non RGB. @ B He's the Aussie Sant k [ | |7 [_Singing Face2
) . Delete |
e An Import Model’ view @ £ He's the Aussie Sant... - } MTREE
may contain only elements @ P Singing Face Position: P10 Matrix
that you wish to sequence : g i:l:g:;g Face2 [ Moveup | Spinnerl
after importing other data & & p1g . SadielE
S Move Down | Spinner2
from other sequencers. —— :
. o [ Show All I Hide All ||
e A ‘Halloween Model’ view : : E
] FREEa % Stars Group
may contain only elements e PR

that you wish to sequence
for Halloween.

New models can be added to a view by selecting that view from the Views window within the Sequence
Elements window (or from the View window to the left of the Waveform) and clicking on Add Models.

Similarly models can be removed from a View by highlighting the model in the Model window within the
Sequence Elements window and clicking on Delete Model. The position that the model appears within the
view can be changed by highlighting the model and clicking on Move Up or Move Down.

Within each view, the models that are part of the view can be marked as visible or non visible via the
button to the left of the model.

Mote: The visibility is across all sequences and not specific

to the sequence that is open. So if you make a model non visible,
it will become non visible in all seguences,

The Master View is a special (system created) view. It contains all the models that have been defined for
the sequence that is open only i.e. it does not span sequences. It also determines the rendering order. Any
model added to any other view when a sequence is open automatically gets reflected in the Master View of
that sequence. Models can be deleted (i.e. removed) from any view at any time.

Note: If yvou attempt to delete a model from the
Master View, yvou will be prompted to confirm the deletion,

as deleting the model from the Master View will remove
all effects that you have created against that model for
the sequence that you have open.
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If you add a Timing Track to a view, it will be added to all views that you have defined.

Effect Presets

=TT MW o B A RE N NE WO Y
e — NECOESE s EREN Presets lare a wa}/ to save an effect

quencer and easily recall it later to speed up

sequencing.

et Presets
Apply Presst
o
Mew Preset

Update Preset

To save an effect (which can span
layers and models) as a preset,

Add Geoup+|

::: highlight the effects that you want to
— save, right click and select Effect
: Presets.
o a Under the Favorites tree, you can first
§ x create a group that describes the type

of effect that you are going to save
(Spirals, Bars, etc). Click on Add group and give the group a name (‘Spirals’). Then select the group and
click New Preset and give the Preset name (‘Red and White Spirals’) and press OK.

Caution: Do not use the default group that is already there.

Ensure that you create you own group or groups before
saving your effect preset against that group. It is good practice to
create groups that reflect the type of the effect,

To retrieve a preset that has been saved, go to a location on the grid where you wish the preset to be
placed, right click on the sequencing grid, select Effects Preset, scroll to and locate the preset you want and
doubile click on it to have it copied to your location, or select Apply Effect.

If you change something within an effect that you have selected, you can update it by clicking Update
Effects. You can move an effect preset from one group to another group, delete or rename a preset. You
can also import an effect (from someone else), by clicking on Import, selecting an xlights_rgbeffects.xml
file and importing the effect from there.
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Adding an Effect

Click on the effect from the effects toolbar and drag the effect to the grid and release it between two timing
marks on the row of the model you wish the effect to play on. You can then select and drag each end to
stretch the duration of the effect or reduce the duration of the effect. The effect that you are working with is
reflected in the (associated and open) windows to the left of the grid.

Tip: Select and open the Views, Window menu
and select windows o be opened.

Changing an Effect

From the Color window, you can change the Colors that apply to the effect, as well as the Sparkles,
Brightness and Contrast values.

Tip: if this window is not open, select and open the
Window from the Views, Window menu. You can save all your
window positions as a "Perspective” for easy recall.

From the Effect Settings window, you can change various options/attributes that are applied to the effect.

Selecting Colors

For any effect, you can change the initial colors selected for the effect by selecting a different color or colors
from the Color Window

= z =

HEE B B updee

B ogdodddd
Sparkles . 200 &
Brightness = | 100 |2
Contrast ] =)
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Tip: Double clicking on the any of the color icons opens up a
Palette window, where the standard colors can then be replaced
with a new standard color ar a custom color can be selected.
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Custom colors:

l Define Custom Colors =3 ]
[ ok || cancel |

Tip: One you tailor an effect then use the effect again to a
new timing mark, the effect will have all the same settings as the

previous effect did. However, if you were to highlight any other
effect with different colors selected then the colors will change to the
colors of the etfect that you have selected,

Single Channel Colors

Single Channel colors react only to the color that they are defined as.

If you define them as single color blue then it will only react to the blue channel. You can set any color and it
will route the blue portion of that color to that model.

If you send White (R=255, G=255 B=255), to a single color blue model then it will turn fully blue. If you send
blue it will turn fully blue. If you send red or green it won't turn on at all. If you send pink which is R=255,
G=0, B=128 you will get a half brightness blue.

You can therefore include those single color models inside a group and they will react to the colors dropped
on the group. Any of the "blue" components of the RGB values assigned to that model will cause it to fire at
the associated brightness of the component.

The strings will light up with the intensity of the color for each channel. So if you send Purple R=128, G=0,
B=128), that will light up all the Red and Blue strings but only about 50% intensity.
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Tip: If you just want a string to turn on full brightness
without worrying about it then use White.

Moving and Stretching effects

An effect or group of effects can be moved, by highlighting the effect, or range and moving it along the same
model row/rows on the grid forwards or backwards. Hold the Shift key to move multiple effects.

Tip: Effects can be stretched by using the Alt key
and dragging one edge of the effect highlighted
{most commaonly the bottom right comer) to provide a Chase effect.
You may need to use Toggle Nodes to view the nodes so
as to be able to strecth an effect.

Tip: A simple way to do a chase effect is to select a block
of cells and hit 'd' for a fade down or "u’ for a fade up.
If vou then need to adjust it, drag the end line.

Copy, Paste, Delete Effects

In order to copy and paste an effect, select the individual effect, right click and then select Copy.
Move the cursor to where you want the effect to be copied to, right click and select Paste. You can also
press Ctrl+C and Ctrl+V to copy and paste the effect.

In order to copy and paste a range of effects, use the cursor to highlight and select a range of cells. Then
copy, followed by paste.

Tip: The copy works on copying effects and not
copying grid locations. Therefore it will copy the first

affect from with the range highlighted, and accordingly will
paste that effect (and others after it that were selected)
at the grid location when Paste is selected.
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You can delete an effect, by selecting the effect in the grid and pressing delete on your keyboard.

Tip: In order to delete multiple effects, use the left mouse

key to highlight a range of cells and then press delete,
You can also right click on an effect and choose delste.

Copy Row
You can copy the effects of an entire row and paste it to another location (i.e.against a different model).
Highlight the model name and right click

View: _ }Ii

Tirne: 0:00.00

Model Group All

X R
0

Singing Faces Group

Singing Face - New

1

Top Rectangle Group
P10 Matrix Group

”

Mega Tree Group

rches Group

] M HouseHorGroup
HouseVert Group

Select Copy Row to copy the entire row of the effects.

1 P10 Matrix
MMega Tree Group

1 Arches Grou= =
Insert Layer Above

1 HouseHorG Insert Layer Below
e Delete Layer
Icicles Grou, Play Model
Pipes Group| Export Model
Spinner Gro Render and Export Model
SeEfonp Toggle Models
Lanterns Gr
Candy Cane Copy Row
Rob Trees G Eacte Row
TuneTo Sig Edit Display Elements

Then move to where you want to paste the effects (in the same sequence or another sequence), right click
against the model name and select Paste Row.

Undo Effect

Many, but not all effect actions can be ‘Undone’ by Right Clicking on the Grid and selecting the Undo action
i.e. Undo effect move or Undo delete.. etc

At this point, Ctrl+Z to Undo is not supported.
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The Undo actions can be daisy changed i.e. they can be repeated one after another.

Selecting Multiple Effects

In order to select a group of effects, use the left mouse key to select the range of effects. The colour of the
cells change, but also, the links in the selected cells will turn to magenta.

You can only select a group of cells, when the cursor looks like a pointing hand (i.e. glove). If two arrows are
shown, then you can’t select the cells. You may need to zoom in to be able to see and select the required
effects.

Create Random Effects

Select and highlight an area on the grid. Right click and select the option to Create Random effects.
Effects will be randomly selected (along with different colors and options) and effects created in the area
highlighted, each between consecutive timing marks. If there are no timing marks active, then a default time
value will be used for each effect.

Click on Play to play the effects.

You can also use the shortcut key ‘R’ to achieve the same result by highlighting one or more cells and
pressing R.
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Clovtcuts

There are a number of shortcut keys that can be used for functionality or adding effects on the grid. These
effects are stored in the xlights_keybindings.xml file and can be modified by the user.

Note that you must edit this file while xLights is NOT running. Changes will be lost when xLights closes as
this file is saved upon exit each time.

t TIMING ADD Adds a timing mark to the currently selected position
s TIMING SPLIT Splits the current timing mark in half

+ ZOOM IN Also available by Control+mouse wheel

- Z0O0OM OUT Also available by Control+mouse wheel

f

o EFFECT On EFFECT Fire

(0] EFFECT Off F EFFECT Fan

u EFFECT On -Fade Up g EFFECT Garlands

d EFFECT On - Fade Down p EFFECT Pinwheel

m EFFECT Morph r EFFECT Ripple

c EFFECT Curtain X EFFECT Text

| EFFECT Circles s EFFECT Spirals

b EFFECT Bars w EFFECT Color Wash
y EFFECT Butterfly n EFFECT Snowflakes

Tip:The On and Ramp Up/Down effects also enables

the intensity to be defined as a shortcut key, Look at examples
in the existing file which has a start intensity set to zero and
and end intensity set to 100%.
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Layers

Layering effects gives you the ability to create unlimited stunning effects that could not be created without
layers.

First, let's go over the limits. Each model may have a up to 200 layers of effects. Each layer can be mixed 12
different ways with the layer below it for a combination of thousands possibilities within a single timing cell.

Usually 4-6 layers is plenty enough though for the most discriminating user depending on the model shape
and size. Why would you even want multiple layers on a model?

Layers on a model is like layers on a cake. Each layer adds a bit to the effect produced at the end. Much like
layering your popcorn with butter or salt. It's easy to think of each layer of being additive like a food recipe,
but you can also use layers to be subtractive as well using layer masks to reveal only a portion of a layer.
See the table below for the different layer blending options.

Think of a color wash in red, with a layer of snowflakes. Normally you would picture a red model with the
white snowflakes. You could change the layer masking so that the model was black and showed red on the
snowflakes. Some effects like Morph can be applied to only a portion of a model, so using layers you can
get multiple morphs on a Mega Tree that look like interleaving fingers for example.

Combining two spirals in opposing directions on a mega tree also can create stunning effects.

To add layers to a model right click the model in the sequencer tab and choose Add Layer above or below
(the current layer).

When setting the layer blending modes, the current layer is considered layer 1 and the layer below is
considered layer 2.
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Layer Blending

Layer Blending mode results

Modes
Normal Both layers will show, with layer 2 showing only where there is blank space from
layer 1 as in thin spirals for example.
Effect 1 Ignore effect 2 and only show effect 1. Good for being able to hide an effect if
you’re not sure you want to use it.
Effect 2 Ignore effect 1 and only show effect 2.
1 is Mask Effect 2 will show wherever effect one is not showing.
If E1=Fire, E2=Spirals, then the spirals would show on top of the fire, but the fire
would appear to be black.
2 is Mask Same as effect one, just reversed. Tip use Bars as the mask on layer 2 and you
will have effect #1 reveal as if was coming from behind a curtain.
1 is Unmask Make Fire E1, Butterfly E2 and set both for 1 is Unmask. You’ll see the awesome
power of this blending mode.
2 is Unmask Make Bars E1, Fire E2 and set both for 2 is Unmask. You'll see the awesome
power of this blending mode.
1 Reveals 2 Effect one will show on top of effect 2, except for areas in effect 1 that are black.
Effect 2 will show on the black areas of Effect 1.
2 Revealls 1 See 1 reveals 2. Same result, just transposed.

Shadow 1 on 2

The the layer 2 effect will show in the shape of layer 1. Try E1=Circles,
E2=Butterfly to see what this does.

Shadow 2 on 1

Effect 2 will overlay on effect #1, where there is no black in effect #2.

Layered Try Effect #1 as circles, E2=Bars with one of the colors as black
Average This what you would expect as layered. If E1 and E2 had yellow and blue circles,
they would turn a dull green where the circles overlap.
Bottom Top Effect 2 will appear on the top half of the model.
Effect 1 will appear on the bottom half of the model.
Left Right Effect 1 will appear on the left half of the model.

Effect 2 will appear on the right half of the model.

Tip: Put two effects on a model and step through each of the

layering modes to see what they will look like.
Experience is much better than reading about it.
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Layer Blending - Morph

Layer Blending =]

Blending:
[T Maorph

MNaormal = rJ 0

FadeIn 0.00

Fade Out 0.00
[ Persistent

ORI o R K o W o ]

This is not to be confused with the Morph Effect. This is a layering option that can be applied to any two
effects.

The morph option of layer blending will magically make effect 1 ‘morph’ into effect 2 during the length of the
timing cell that the effects are in. You will not see effect 2 at the beginning of the timing cell, and you will not
see effect 1 at the end of the timing cell. Somewhere near the middle you will see the effect 1 ‘morph’ into
effect 2.

Layer Blending - Mix Slider

Layer Blending [
Blending:
[~ Morph

frear ) =0 =

Fade In 0.00

Fade Out 0.00

L I

[ Persistent

This slider adjusts the level of each effect in the combined output of the effects.
You can use this to just put a hint (or more)of one effect on another.

Layer Blending - Persistent

Layer Blending ]|
Blending:
[T Morph

s o] —0— =

FadeIn 0.00

Fade Out 0.00

b o

[ Persistent

The Persistent option when enabled does not clear the display buffer before rendering each frame. The
result is the preview frame remains until overwritten by a subsequent frame. For example, drop the balls or
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fan effect on a model, select the blending to “Effect 17, then toggle Persistent on/off. You will see a huge
difference. Doing the same for a “Chase” effect also results in a very different look.

The term came from high persistence scopes where each trace just kept layering on top of previous traces.
Don Julien wrote that code in 2013.
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QW\@W\@ Faces
This section describes how Singing Face functionality i.e. the conversion of phrases from song lyrics or

sentences spoken out aloud can be converted to work on Coro faces or Images on a matrix or Mega tree
natively in xLights i.e. without using the Papagayo application.

Model definition

Coro Faces
In the model setup screen, for the singing face model, click on the Faces button.

Model
Model Mame | Singing Face Individual Start Chans
Display As [ECu:tom v‘ ' Start End
Type of String[Single Color White o i
2 |19 79
Model Width 50 : 3 |80 20
4 |81 &
Model Height 50 = I 5 ;32 82
6 |83 83
nfa |1 !

7|8 24
Start Channel 78 = From Output: 1 —| 8 |85 85

Starting Corner n/fa n/fa

n/a n/a

Part of my display [V
OK I [ Cancel ] [ Appearance \ [ Mames | ’ Faces

The first drop down box is used to select the type of face definition that is required. The default value is
‘None'.

Select ‘Single Node’ or ‘Node Ranges’ for Coro faces or ‘Matrix’ if you are going to use images for each face
position.

Single Node (Coro faces)

The following window is then displayed.
For each phoneme, select the channels that will be turned on.

Multiple selections can be selected, by holding down the CTRL key.
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Model =
| J S S ——
Model Mame Nev Custom Model [g4] | - lD [ Help s | =
-
Face Definition . End A/B|CID|E|FIG|H|T|J|K|L|M-=-
= 1
|Siogleades a; 2 1ol o el s [l
a
Nodes a3 i g 1 |
Face Outline | Outline a4 5 1 7 2 1z 12 3 3
Mouth - Al Top Lip,Bottom Lip a5 5 2 2 12 12 3 |
Mouth-E  Top LipMiddle Lip % il 5 15 ; : 5
Mouth - etc  |Oval Mouth a7 8 1 3 13 3 [3 3
Mouth - FV  Top Lip a3 9 1 3 3 [3 |3 3 l
Mouth - L Top Lip 10 1
Mouth - MBP  Tep Lip 11 1 '
Mouth-0 |0 Mouth 12 1
Mouth - rest | Top Lip 13 1 5 5 |5 |5 IS5 {5 [5 |5 IS 5 (5
Mouth-U O Mouth 14 1 8 7 6 6 6 6 6
Mouth - WQ  Middle Lip 15 1 3 & 4 4
Eyes - Open  |Eyes Open 16 1 8 7 1] 4 4
Eyes - Closed  Eyes Closed 17 1 § 7 6 4 4
L 18 1 8 7 16 4 4
(8] 19 11 8 7 6 & 6 6 |6
20 1 8 7
21 1 a 7 I3 I3 b 7
‘< ]
R
Soor |
|
d
Sparkles
Brightness oK Cancel
Contrast oy
Matrix

If a matrix is selected, then the following window will be displayed.

Node Ranges

e o RSO smuvIauar Jtat
-
Face Definition - [ﬁ ar
Matrix '] E
Mame: | Snowman v| [ Add J | Delete I E
Image Placement: | Centered v| 1
Eyes Open Eyes Closed
Mouth - Al | D:\Users\. Documents\My xLights Sequences\20155equences\Singi 1
Mouth - E D:\Users) Documents\My xLights Sequences\20155equences\Singi
| Mouth-etc | D:AUsers\ \Document=\My  ights Sequences\2015Sequences\Singi
Mouth - ¥ |D\Users\ . \Documents\My xLights Sequences\20155equences\Singi
Mouth-L ||
Mouth - MBP |
Mouth - O
Mouth - rest |
Mouth-U |
Mouth - WQ |

If ‘Node Ranges’ is selected, then the following window will be displayed. Type in the list of node numbers
(pixel numbers) for what should be turned for each movement. Example: ("1-12,24-30").

If Force custom colors is selected, then a color to be turned on can be specified for each line in the definition
by double clicking in the Color column to bring up the Color palette.
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s >
Face Definition  — M

Name: |SingleNode v] [ Add ] I Delete ]

Tl

[Node Ranges '] i

[¥] Force Custom Colors

Nodes SiCatan|
 Face Outline 1-12 ]
_ Mouth-Al |24-30
i Mouth - E i
_ Mouth - etc |
 Mouth-L
Mouth - MBP
_ Mouth-0
_ Mouth -rest |
 Mouth-U
i Momh—WQ il

 Eyes-Open 22 1
1

Eyes - Closed | 3-3

Click on Add and specify a name for the face definition (‘Snowman’)

Then select the image placement i.e. Centered or Scaled.

Then for each mouth position, double click in the eyes open column (you may need to double click more
than once) and navigate to and select the face image corresponding to that mouth position. You can specify
different images for the Eyes Closed position or by default, the same image is copied across.

Click Ok when done.

Caution: Images used for pictures and faces use an
absolute location reference i.e. you specify the exact location.

If you move the location of your images, it won't pick up the new location.
Similarly location won't change if you change your show directory.
You may wish to consider having all your images in a separate
location outside your show directory.

Timing Tracks

Next add a new Timing track. Timing tracks can be added via the Setting, Sequence Settings, Timing
menus.

Select a Timing Track of type ‘Empty’ and click on OK to add it. Double click on the name of the timing track
and change it to something meaningful, such as ‘Lyrics’

If you have more than one Voice, then repeat this process for the second Voice i.e.
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Add a new Timing track. Select one of type ‘Empty’ and click on OK to add it. Double click on the name of
the timing track and change it to something meaningful, such as ‘Lyrics 2’

On the sequencer tab, select Edit Display Elements and add the new timing track(s) (‘Lyrics’ / 'Lyrics2’ or
any other name of your choice) to the view that you are working with.

If the Singing face model is not part of the view, then add that to the view too.

Importing Phrases

Phrases / Lyrics for Voice 1

Select the Timing Track (‘Lyrics’) and for clarity deselect any others. There are two ways to add the
phrases/lyrics to the Timing Track.

Importing the entire set of Lyrics

Obtain the lyrics from the internet or elsewhere, copy them, then Right click and select ‘Import Lyrics’.

Type or paste the lyrics into the Window and press OK. The words of the lyrics will be evenly distributed
across the song.

Using timing marks

Play through the song at regular or reduced speed and use the ‘t’ key to add timing marks at the beginning
of each phrase.

Then, on the timing track, between two timing marks, double click and an ‘Edit label’ box will pop up. Type
in, or copy and paste the words that pertain to the phrase (or phrases) that belong between the two timing
marks. Press Ok to accept.
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b | |

“imnes 0:00.00

| Enter new Iabe

Model Group All Edit Label

Singing Face - New

Idon't care about Christmas
Qutline

Eyes Open

Cancel

Eyes Closed
0 Mouth
Top Lip
Owal Mouth
Middle Lip
Bottom Lip

Repeat for as many phrases as you require or you can do one phrase at a time.

Breakdown Phrases

You can break down all the phrases into words by right clicking on the timing track to the left of the
Papagayo icon and selecting the Breakdown Phrases option. This will breakdown all the phrases into words
or you can do this in sections i.e.

Highlight a phrase or group of phrases, right click and accept the Breakdown Phrase option.

Note: There could be a delay of several seconds the first time this is used in each session, while
the first phrase is broken down, due to the loading of the dictionaries.

\ear Fo:) 20,00 2200 24.00
sl |
| 5 |

Tirne: 0:00.00

IR BB EH L B-EHEHE
—fl—+—B——E——i

W | dontcari = h the Christimas &
u | Ereakdown Phrase

Model Group All
| Singing Face - New

A list of words will be generated for the phrase in a timing track, just below the phrase.
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Tew: | Lo B TRV 1) | = Fab vl AR
e |

me: 0:00.00

| clon’t care ahout Christmas
I+ -+ T+ e

Model Group All
Singing Face - Mew

Outline
Eyes Open
Eyes Closed
0 Mouth
Top Lip
Owal Mouth

Breakdown Words

You can break down all the words into phonemes by right clicking on the Timing Track to the left of the
Papagayo icon and selecting the Breakdown Words option. This will breakdown all the words into
phonemes or you can do this in sections ie:Highlight a group of words, right click and accept the Breakdown
Word or Breakdown Selected Words option. If the Breakdown Selected Words option does not appear,
ensure that your cursor is not pointing on a word, otherwise you may only see the Breakdown Word option.

A list of phonemes will be generated for the word or words phrase in a timing track, just below the word
timing track.

View: LA LRy I EIRet sem EERY ey i Lo L

‘e 0:00.00

— @ —+—W§——+— B\ ——+—— @3 ——+— B+ &a—+——H
O New Timing
:
dont care
F— B —HHA B A EHEHEHHHBH-HHHHHH
Maodel Group All

Singing Face - New

Outline
Eyes Open
Eyes Closed
0 Mouth
Top Lip
Oval Mouth
Middle Lip
Bottom Lip

Zoom in to see the words or phonemes more clearly. Drag the words to align them as required.

You also need to separately drag the phonemes to align them as required.
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If you wish to regenerate a word or words, highlight the words, right click and select Breakdown Word or
Breakdown Selected Words option.

Select and drag the Face effect to the sequence grid against the model (your Singing face model).

Tip: Ensure that the color selected on the color
window is correct based on your model definition
{(White is the most commeon setting).

Tip: If the Timing track name (‘Lyrics1’) does not appear
in the list of Timing Tracks, click on another effect and then
retumn to the Face effect to force the list to be refreshed.

Using the Effects Setting window, under Mouth Movements, select the applicable Timing Track (‘Lyrics’).
The face definition value will default to the one defined for the model.

You can also select ‘Show Outline’ which will activate the outline when the face effect is present and “Turn
On/Off Eyes’, if you wish. Setting the eyes to Auto will cause the eyes to blink every few seconds when the
rest phenome is on.

Jiew: foa 2800 300 3050 3100 1200 3200 400 _ 3500 |

~A-+—0—+ BB+ 0+ 0—+E-+B-+B+ 0+ B--B-+0+0-+B--B+ 0+ 0+ B+ 8-+ 0-+-0-+E-+B-+ A+ -8
E+—B———+——\——+—E——+————+—@\——+——B——+

& [ ————————————

— 01— +—Em—+— B —— o —+— B —
F—E——+EH-HB A HEHEHE - HEH L HHH

Model Group All

Singing Face - New

Qutline

Eyes Open

Eyes Closed

0 Mouth

[ Update(Fs) |

TopLip

Oval Mouth
Middle Lip
Bottom Lip

P10 Matrix Group © Timing Track | Lyrics

Face Definition [SingleNode |

Arches Group.

Bes | =

Show outline

The timings should automatically appear against each mouth movement.
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Model Group All
Singing Face - New

Outline
Eyes Open
Eyes Closed
0 Mouth
Top Lip
Oval Mouth
Middle Lip
Bottom Lip.

Repeat the process for the next phrase or group of phrases.

Phrases / Lyrics for Voice 2

Similarly, repeat for the next Voice by selecting another model (‘Singing Face 2’), and the next Timing Track
(‘Lyrics 2').

When you drop the Face effect on the sequence grid, select the second timing track (‘Lyrics 2’) as the

Timing Track on the Effects option and proceed as described for Voice.

Tip: If you wish to assign a group of phrases/words/ phonemes
from cne Voice/timing Track to another, then against

the model of the second voice ('Singing face 2", for the selected
group of phrases ('Chorus’), when you drop the Face effect, select the first
timing track (‘Lyrics’) and the effects from that timing track will be duplicated.

Checking for Unknown words in the dictionary

This step will help eliminate any words that xLights may not have in its library.

As you breakdown words in xLights occasionally you may see that there is no phonetic breakdown of the

word placed in the timing track. As shown below.
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As you can see there is no pink phonemes below the work ‘honkey’. This means that the word is not in any
of the xLights dictionaries which are standard_dictionary, extended_dictionary and user_dictionary.

These dictionaries contain information that assist xLights in converting each word into phonemes. Each
word in the dictionary is listed with its associated phonemes. As xLights proceeds with the breakdown
process there may occasionally be a word that it cannot find in these dictionary files. When this happens
there is a simple process to add that word to the user_dictionary.

When xLights is first installed this file is located in this folder.
C:\Program Files (x86)\xLights

This folder is the default folder that xLights is installed into. This can change if you decide to install xLights
somewhere else.

To keep this file from being overwritten in future installs you should move the user_dictionary file to the
folder where you store your sequences.

This user_dictionary is a simple text file which can be edited by using a text editor such as windows notepad
or any other text editor such as Notepad++ to open this file. The only file that you should make any additions
to because the other two files will be overwritten each time xLights is installed. When you first open the
user_dictionary file it will contain the information shown below.
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Before continuing create a text file containing all the words that did not have an associated xLights phoneme
breakdown created for. | usually name this file is ‘missing words.txt’” and put it in the same folder as my
sequences. There is no special formatting just a list of words, one per line, is required. One thing to note
here is that if you have any hyphenated words such as ‘screa-um’ you should break the word into two words
such as ‘screa’ and ‘um” for this list.

Then in your favorite browser open to the following webpage.
http://www.speech.cs.cmu.edu/tools/lextool.html as shown here:

= T Lemeien Tael

L N www speech.cs crnLedy ¥ =

2 LOGIOS Lexicon Tool

Tihiis sod geaesiates & prosundantion dicnonsry from s ot of (Englich) words. I vou jusr wam 10 wee o 8 word i proasossed. 10e hegs

by sty erneds a8 o datpiit (e 64 & Seciinngly ssoierolt proaundation ), please topot of asd we wall heolt aate ar. Yo cai vend depams 8 ali o7 edu

word file | Chocas Fids | messng words 1
Bsed le: Hand-cqafted
TR thar
svemnde wb-optimal | Chooas File | Ho e cosen
fok. incomenty
prouunsurhon

COMPILE
An example
B yovm it filie bk Yo onsipeat file wll book sosacthing ke thiv
something ke dus lefi-hend  npha-haed cobanin
column
Halla WD O L

HELAD{3) M a4 L Ou

wr L wolh LD
e ] COMPOUAD WORD.  KSA M P M D W BR D
byphan-ated HAFHEN- ATED B &Y F 84N EV T IH D

Then click the “"Choose File' button and browse to find the file you created or enter this name into the file
box.
Then click the 'Compile' button.
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Once the processing has completed another webpage will appear similar to this:

- <] wwnw.speech.os.omued/ o % Pt | =

LexTool Result

! Yoo dhictionamy appears 1o bave been succenfully convtructed! Yot cas retricve Your ety trough tha Lgk

Nate: Thas il page contaans hidden text that provudes o direct bk to- the output dctionary. Thiy can be wved for sstomatic precesung of this page

Click the work 'link’

Another web page similar to this will appear.

- c o speschcs cnuedy,

Index of /tools/product/1411311357_03081
Nanie Last modified  Size Descripiion

49 Baren Directory

:ﬂ;‘f_‘}ﬂﬁl 21-Bep-2014 1055 IE
(W) ottEmonlen  21-5ep-2014 1058 232
[P 048 e 3 e 20141048 13

Apreie2 222 (Ehwntn) Servie of wwnipeechca cmiadn Port 30

Here click the file with the .dict extension such as 0548.dict, then a web page will appear with the words and
their phoneme breakdown as shown below.
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Before following the rest of this process, close the current sequence and exit xLights.

If your user_dictionary is not open, open it now. Highlight and copy this list and paste it into your open
user_dictionary and save the newly modified file. There is a small bug in xLights at the time this document
was written which you need to compensate for. After pasting in the newly added words do a search and
replace with a * * (space) for any ‘tab’ characters in the user_dictionary.

This process will work for one to how ever many words that you have. But if you just want to quickly check
one word past the following link into your browser.

http://www.speech.cs.cmu.edu/cgi-bin/cmudict

This is the online CMU Pronouncing Dictionary. Here you will look up each word that Papagayo did not find
in its dictionaries. Let’s take the first word 'ooky'. There is a box below the title ‘Look up the pronunciation for
a word or a sentence in CMUdict (v. 0.7a)’ where you will enter this word. Then click the 'Pronounce it!’
button. If a red dot appears with the phrase ‘not in dictionary; consider using the LOGIOS tool discussed
above, which is able to generate missing pronunciations by rule.” Then you need to click the ‘LOGIOS’ link
which takes you to the previously discussed web page.

Now that you have updated the user
dictionary you should reopen xLights and
load the previously saved sequence and
find the newly added dictionary words B
and do a right click ‘Breakdown Word'’ for
the missing phonemes.

The following now shows the results
after adding the word ‘honkey’ to the
user_dictionary file.
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Built In Effects

The following effects are ‘ready made’ effects that can be used to generate an effect straight away.

Twinkle

WA

Off On Bars Butterfly Circles
Color Wash Curtain DMX Faces Fan
Fire Fireworks Garlands Glediator
Life Lightning Marquee Meteors Morph
Piano Pictures Pinwheel Plasma Ripple
m m S
Shimmer Shockwave Single Strand Snowflakes Snow Storm
' u ® T ;
r
J -1
r I
Spirals Spirograph Strobe Tendrils
Tree Wave
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Off Effect
Effect Icon: Sequencer representation: _||—‘I
Description

The off effect simply turns every pixel off on the model it is placed on.

Prerequisite information
Colors, Timing speed are ignored.

Option/Settings Description

None

Tip: You can use fade infout with off,
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On Effect

Effect Icon: Sequencer representation: _||

Description
The ON effect turns every pixel on for a given model.

Prerequisite information
Only one color may be used with the ON effect.
If multiple colors are chosen, only the first color selected will be used.

Option/Settings Description
Start intensity Starting intensity value
End Intensity Ending intensity value

Tip: A start intensity of 0% and ending of 100% will
result in a ramp up, opposed to an ON with hard edges.

Tip: Click on the "Shimmer" to get a shimmer effect.
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Bars

Effect Icon:

Description

Sequencer representation: _l\:||

The Bars effect creates straight edged multiple color bars that move across a model.
The edges may be hard, highlighted or 3D (soft).

Prerequisite information

Palette Rep

Number of times the color palette repeats on a model.

Direction UP/DOWN

Bars move UP or DOWN a model.

Direction Expand

Bars start at the center and move outward towards the top and bottom.

Direction Compress

Bars start at the top and bottom edges of a model and move to the center.

Direction Left/Right

Bars start at the left/right edges of the model and move to the other side.

Direction H-Expand

Bars start at the horizontal middle of the model and expand towards the left and
right edges.

Direction H-Compress

Bars start at the left/right edges of the model and move in towards the horizontal
center of the model.

Direction Alternate

Bars are not animated like the other direction options. The colors for each bar
change to the next color selected in the palette.

Highlight

A single row of white is set at the leading edge of each color.

3D

The trailing edge of each color fades to black.

Tip: Layering a On effect with a start intensity of
0% and ending of 100% will result in a ramp up,

as opposed to an On effect with hard edges.
Be sure to set the blending option of the On effect to “layer 1 is mask".
Make sure the cycle count is set to 1, and you have a
color selected (doesn't matter which color since it's a mask).
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Butterfly

b
( ]
Effect Icon: S

Sequencer representation:

Description

The Butterfly effect creates seemingly random patterns of color swirling around, based on an initial set of
parameters.

Prerequisite information

None
G s ]
Colors Rainbow or Palette can be selected. If Palette is selected, then the colors from the
Color selection window are used.
Style Up to 5 different styles can be selected for the effect.
Bkgrd Chunks Controls whether and how sections of black color are to be used between the
colors.
Bkgrd Skip Used in conjunction with the background chunks to skip the black background.
Speed Controls the speed with which the effects change..
Direction Controls whether the effect moves outwards or reverses direction.

Tip: Butterfly style #2 generates radial patterns that look

great on round models such as snowflakes, stars, globes, etc.

In the context of fast Fourier transform algorithms, a butterfly is a portion of the computation that combines the results of smaller
discrete Fourier transforms (DFTs) into a larger DFT, or vice versa (breaking a larger DFT up into sub-transforms). The name
"butterfly" comes from the shape of the data-flow diagram in the radix-2 case. The earliest occurrence in print of the term is thought
to be in a 1969 MIT technical report. The same structure can also be found in the Viterbi algorithm, used for finding the most likely

sequence of hidden states.
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Circles
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Effect Icon: Sequencer representation: _

Description
The Circles effect creates solid sphere like objects that move seemingly in random fashion on a model.
Used most effectively on models such as a mega tree or a matrix.

Prerequisite information

One or multiple colors can be used for the effect. If multiple colors are selected, than the spheres will be
made up of the selected different colors.

Option/Settings Description

Number of Circles Number of circles that displays on a model.

Size The size of each circle of the effect.

Speed The speed at which the circles move on the effect.

Bounce The effect creates a noticeable bounce up and down of the circles.
Radial The circles stretch outwards and back radially.

Plasma The circle edges blend into each other.

Radial 3D The circles stretch outwards and back radially.

Bubbles Each circle displays an outline rather than being solid in color.
Linear Fade Causes each circle to blur and have its edges fade to black.

Tip: Place the effect to initially span at least a few seconds.

After placing the effect on the model, adjust the number of circles
and the speed down until the circles can be seen maving around and
then adjust upwards as required.
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Tip: Place the Circles effect on a star and

select the Radial option to obtain a nice looking effect.
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ColorWash

Effect Icon: Sequencer representation: _.I

Description
The ColorWash effect creates a wash effect of the selected color or colors across the model.

Prerequisite information
One or multiple colors can be used for the effect. If multiple colors are selected, than the ColorWash will use
the selected colors repeating the colors depending on the ‘count’ setting.

Option/Settings Description

Count Number of times the colors selected will be repeated for the duration of the effect.
Vertical Fade Controls whether the wash effect should fade vertically.

Horizontal Fade Controls whether the wash effect should fade horizontally.

Entire Model By default this effect will cover the entire model. When unchecked, you can then

set the X,Y coordinates for a partial color wash for an area of the model.

Shimmer Applies a shimmer effect to the ColorWash effect if selected.

Circular Palette When selected this smoothes the color transitions when the effect repeats per the
count setting. If not selected there will be a hard transition between the last color
selected and the first color selected.

X, Y Coordinates Defines area of the model for the effect to be applied to when the Entire Model,
checkbox is deselected.
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Effect Icon: Sequencer representation:

Description

The Curtain effect creates a color transition of one or more colors across the face of a model depicting a
curtain opening or closing based on the options selected.

Used most effectively on models such as a mega tree, a matrix, whole house or grouped arches. Can also
be used on singular items such as each arch.

Option/Setting Description

S

Curtain edge Denotes how the curtain edge will come together (i.e. close) or open — depending on the
‘Effect’ setting value.

Examples:

Center — Two curtains will move from the outside to the inside (center) of the model or from the
inside (center) to the outside of the model.

Bottom — The curtain sweep will be from the top, closing or opening out towards the bottom.

Effect Denotes whether the curtain should open, close, open then close or close then open. Used in
conjunction with the curtain edge direction.

Swag Width Defines the curve of the curtain effect. A value of zero will depict a straight curtain edge. A
value of 10 will depict a curved curtain edge with a sweeping drop.

Swag Speed Defines the speed at which the curtains will close or open.

Tip: You can use the curtain effect layered with any other
effect as a mask to reveal the other effect.
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Effect Icon: X Sequencer representation: _

Description

The DMX effect is used to output a value between 0-255 to the model.
Channel 1 in the DMX effect corresponds to the first channel of the model and up to 15 channels can be
controlled. You can also specify an end DMX value to Ramp up or down to.

Option/Settings Description

Channels Tab

Select the tab to control Channels 1 -9 or 10 - 15

Channels Ramp
Tab

Select the tab to set the End value (or Ramp up to) value for Channel 1-9 or 10-15

DMX Value

Select the DMX value (from 0 to 255) for the Channels that has been selected. When the
Channel tab is selected, this is the start value and when the Ch Ramp tab is selected, this is
the end value to Ramp up or Down to.

Use n Channels

Select how many channels are being used from the drop down window.

Use Ramps

When selected, the Effects would ramp between the start and end values during the duration
of the effect.

xLights 2016.7

10 seconds long. It will move the head for 10 seconds betwesn the ramp values,

Tip: For Pan/Tilt head control movemeant, select the
Lse Ramps attribute and set it to a timing mark of say
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Effect Icon: Sequencer representation: _IEI

The Faces effect is used by xLights to generate singing and talking face effects. It is used and placed on the
sequencer as part of the Papagayo import functionality, if the target in xLights is a Coro face.

It is also used within xLights functionality to generate Singing Faces. The use of this effect is described in
the section describing Singing Faces.
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Effect Icon:

Sequencer representation: n
Description

The Fan effect creates spiralling blade like objects that move around the model either clockwise or
counterclockwise. Used most effectively on models such as a mega tree or a matrix.

Prerequisite information
One or many colors can be used for the effect. If multiple colors are selected, then the blades of the fan will

be made up of the selected colors.

Position: Center X,Y

Defines the x and y coordinates of the center (i.e. focus) point of the fan effect.

Position: Radius 1

Defines the lower radius of the fan.

Position: Angle

Defines the angle of each arm of the fan.

Position: Radius 2

Defines the upper radius of the fan.

Position: Revs

Defines the number of 360 degree rotations per timing mark the effect is in.

Blades: # Blades

Defines how many blades the fan effect will use per color selected.

Blades: Width

% of area that the width of each blade will take on the effect.

Blades: Angle

Angle of each blade from center.

Blades: # Elements

How many segments each blade is divided into - default is 1.

Options:Duration

Controls the swell i.e. the amount of time that the fan swells out.

Options: Acceleration

Controls how quickly the fan swells out and then back in.

Options: Reverse

Reverses the direction of the rotation of the fan effect.

Options: Blend Edges

Each edge blends to black. Turning it off converts the fan effect to a full circle at thee end of
each swell.

xLights 2016.7
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Tip: Playing with the radius values i.e. making radius 2 less
than radius 1 can provide some interesting effects.

Tip: You can create four Fan effects that each take up about
one quadrant of your model (matrix/house) and have themn all
doing different thing with their arms blending at the edges.
The four positions would be x25:y25, x25:y75, x75:y75, x75:y25.
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Effect Icon: Sequencer representation: _l\:]|

Description
The Fire effect creates an effect that appears as licks of flames.
Used most effectively on models such as a mega tree or a matrix.

Prerequisite information

None
e e
Height Defines the ‘length’ or height of the flames.
Hue Shift Defines the color of the flame.
Growth Cycles Defines the total length that the flames should grow to.
Location Defines the initial location and therefore the direction of the flames. eg a setting
of ‘Bottom’ would drive the flames from the bottom to the top.
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Fireworks

Effect Icon:

Sequencer representation: _l\:||
Description

The Fireworks effect creates a fireworks type of effect of exploding lights in a burst.
Used most effectively on models such as a mega tree or a matrix.

Prerequisite information

One or multiple colors can be used for the effect. If multiple colors are selected, then the lights in the
explosion will be made up of the selected colors.

Number of Explosions Defines the number of explosions to be created.

Particles in Explosion Controls the number of particles in the explosion.

Velocity of Particles Controls the speed of the particles exploding.

Particle Fade Defines the speed at which the particles should fade in the explosion after the
initial burst.

Tip: Add multiple layers of fireworks with different colors
on each layer to get more explosions with multiple colors at the
same time. Set different velocities and number of explosions on each layer.
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Galaxy

Effect Icon:

Sequencer representation: _
Description

The Galaxy effect creates a spiral like effect that expands around the model either clockwise or
counterclockwise. Used most effectively on models such as a mega tree or a matrix.

Prerequisite information
One or multiple colors can be used for the effect. If multiple colors are selected, than the spiral will be made
up of the selected colors.

Options/Settings Description

Start: Center X,Y Defines the x and y coordinates of the center (i.e. focus) point of the galaxy effect.
Start: Radius Defines the lower radius of the galaxy.

Start: Width Controls the width of the lower end of the spirals.

Start: Angle Controls the angle of the spirals.

End: Radius Defines the upper radius of the galaxy.

End: Width Controls the upper width of the spirals.

End: Rev’s Determines the number of full revolutions each arm makes in the given timeframe.

Options: Head Duration |Controls the swell i.e. the amount of time that the head of the spiral uses.

Options: Acceleration Sets the speed of a non-linear movement for the head color and body.
Options: Reverse Reverses the direction of the rotation of the galaxy effect.
Options: Blend Edges Each edge blends to black. Turning it off converts the galaxy effect to a full circle at

the end of the rotation.

Options: Inward If the spirals overlap, it determines if the spirals will appear to be moving inward or
outward. If there is no overlap, this setting will have no effect.
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Effect Icon: e

Description

Sequencer representation: _l\‘i||

The Garland effect creates an effect that simulates a circle of rings that drop on each other (depending on

the direction of the effect).

Prerequisite information

One or multiple colors can be used for the effect. If multiple colors are selected, than the spheres will be
made up of the selected different colors.

Garland Type

Controls 4 different type of garland effects.

Spacing

Controls the spacing of each cycle of the garland.

Cycles

Controls the number of complete cycles of the effect in the given timeframe.

Stack Direction

The direction in which the garland effects move or drop. Up to 8 variations are
possible i.e. Downwards, Upwards etc.

xLights 2016.7
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Glediator

Effect Icon: Sequencer representation: _l\:||

Description
The Glediator effect enables the import and use of an effect that has been created using the Glediator
software into xLights

Prerequisite information
Glediator is a 3rd party application that can generate an unlimited number of effects. Once an effect has
been created, it must be saved as a .GLED file.

Procedure
Place the Glediator effect in on timing cells that you wish to have the effect on a model.
Click on the filename prompt and browse and select the gladiator file.

Tip: You must configure Glediator to the XY dimensions
of your model you wish to add effects to.

You may also use Jinx! to create effects. It will create a “.out’ file which can be used with this effect. There is
no need to rename the saved output file to .gled to use with the Glediator effect. The Glediator effect now
supports .GLED and .OUT files.
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Effect Icon: SHMASEE

Sequencer representation: _ll:||
Description

The Life effect simulates the Game of Life cellular automation model.

From Wikipedia:

“The universe of the Game of Life is an infinite two-dimensional orthogonal grid of square cells, each of
which is in one of two possible states, alive or dead. Every cell interacts with its eight neighbours, which
are the cells that are horizontally, vertically, or diagonally adjacent.”

Prerequisite information
One or multiple colors can be used for the effect.

Cells to Start Controls the number of cells that the effects starts with.
Type Selects the type of pattern. Four values can be selected.
Speed Controls the speed at which the pattern and cells live and die.
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Lightning
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Effect Icon: ' Sequencer representation:

Description
The Lightning effect generates a vertical lightning bolt type of effect.

Prerequisite information
One or multiple colors can be used for the effect. White is always selected for the outer edge of the lightning

bolt.

Option/Settings Description

Number of Segments Defines the number of zigzag segments to be used in
the effect.

Width of Bolt Controls the width of the zig zag. A value of 1 will form
a straight vertical line.

Forked Lightning (Y,N) Controls whether the effect generates a forked effect.

Top Location (x;y) Defines the coordinates of the top end of the lightning
bolt.

X Movement Controls the movement of the lightning effect
horizontally across the effect. Can be made to be
stationary or move in either direction.
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Marquee

Effect Icon:

Description

Sequencer representation: _i-l

The Marquee effect displays scrolling lines or bands of pixels around the edge of an model or from one end

of a line to the other.

Prerequisite information
One or multiple colors can be used for the effect. If multiple colors are selected, then the bands of the effect
will be sequentially selected from the colors chosen.

Band Size Controls the proportion ( % wise) of the circumference of the marquee effect that the pixels
will light up.

Skip Size Controls the proportion (% wise) of the circumference of the marquee that will be skipped by
the pixel color ie will be dark.

Thickness Controls the thickness of the marquee effect ie how many pixels wide.

Stagger Defines the orientation of the pixel band thickness (visible if the thickness is > 1).

Speed Controls the speed at which the marquee effect moves around.

Reverse If selected, reverses the direction of the effect to counterclockwise.

Scale (x:y) Used to control the scale (i.e. boundary) of the marquee effect.

Defined as a % from -100% to + 100% if ‘Offset in Pixels is not ticked
Defined as number of Pixels from -100 to + 100 if ‘Offset in Pixels is ticked

Offset in Pixels

Used to specify exact number of pixels rather than % for offset - see Scale (x:y)

X-axis, Y-axis
Center

Used to control the center position of the marquee effect within the model

Wrap X

Used to warp the effect horizontally around the model.

xLights 2016.7

Page 100 of 172




é

Meteors

Effect Icon:

Description

Sequencer representation: _l\:||

The Meteor effect generates a number of meteor like streaks of color.

Prerequisite information

None.

Option/Settings Description

Colors Defines whether the Rainbow collection of colors is to be used for the effect or whether
colors are to be selected from the Palette. If Palette is selected, then the colors used will be
the ones selected via the Color window for the effect.

Effect Selects the direction of the meteors. Eight options are possible including Up, Down, Implode,
Explode etc.

Count Controls the number of particles used for the effect.

Trail Length Controls the length of the tail of the meteor.

Swirl intensity Controls whether the meteor moves smoothly or swirls/oscillates.

Speed Controls the speed of the meteor effect.

Tip: Hidden under the effect drop down box
is a meteor type called Icicles,
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Effect Icon: Sequencer representation: I:I

Description
The morph effect creates a movement across a model of one or many strands of lights with a head, body
and tail. Morph looks best on megatrees, arches and matrix models.

Prerequisite information
The first 2 colors chosen will be the head color, middle 2 colors chosen will be the body colors and the last 2
colors chosen will be the tail colors.

A morph can start anywhere and end anywhere on a model. The starting and ending locations are specified
by the X,Y coordinates on the Start/End tabs.

Start : X1a Defines the first lateral position starting point (0 is bottom).

Start : Y1a Defines the first vertical position starting point (0 is left).

Start : X1b Defines the second lateral position starting point.

Start: Y1b Defines the second vertical position starting point (100 is right).

Start : Head Length Defines how long the head will be and is depicted by the head effect on the grid.

Start : Link Points Enabling this option will cause the XY B points to be linked to the XY A points.

Morph These options allow the user to quickly choose a commonly used morph type and

Quickset Options direction. These are customizable after they are selected.

End : X2a Ending position 1 on the horizontal axis (100 is top).

End:Y2a Ending position 1 on the vertical axis.

End : X2a Ending position 2 on the horizontal axis.

End : Y2b Ending position 3 on the vertical axis.

End : Head Length Defines the relative size of the head when the morph reaches the end points.

End : Link Points Enabling this option will cause the X,Y b points to be linked to the X,Y a points.

Head Duration Defines how long the head will show during the morph before it changes to the body
colors.

Acceleration Defines a non-linear speed for the movement of the morph.
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Repeat Count This is used when selecting a single morph and you want it to repeat x number of times.

Repeat Skip Sets the number of legs on the model that the morph will skip when the repeat option is
enabled.

Stagger This is used in conjunction with the single line morph and repeat. It can be set to positive

or negative values for left or right sweeping type morphs. Small values look best (1-4).

Show Head at Start When used with the stagger option, the head of each morph will show prior to the morph
moving based on the stagger interval.

Tip: Open and use the Effect Assist window.
The window will display a grid corresponding to the x.y start

and end coordinates. If you then grab a slider for the morgh
effect and move it, the Effect Assist window shows exactly
where the coordinate is being moved to, making it easier
to determine what is being done to the effect.
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Effect Icon: Sequencer representation: _l\;lI||

Description

The Piano effect displays a piano keyboard effects where the keys modulate based on the beat and
frequency of the sequence audio. the effect also supports representation on user defined shapes besides
that of a keyboard layout.

Prerequisite information
A Polyphonic Transcription notes file for the sequence audio - you can use Audacity to create this file.

Procedure
1. Use audacity and for the sequence audio analyse and generate Polyphonic Transcription notes.
2. Export this label file and and save the file in your show song directory or any other suitable location.
Rename the file to ‘notes.txt’
3. Select the Piano effect and drop it as required on the sequencer grid against the desired model
Click on the Shapes button
5. Navigate to the xLights Installation directory, then within that navigate to the piano subdirectory.

s

= - -

I v Compater + OS(C) » ProgramFiles v xLights » piano v 4 | | Search piono

- Include in library » Sharewith - Burr Mew folder = =

e * Name 2 Datz mocified Type Size

ktop | Pianc-83KeyShapeMap 18/05/2015 %53 AM  Text Document 3 KB

wnloads || Piano-ExampleFaceMinShapel/ap Text Document 1KB

ent Places | Piano-ExampleFaceMinShapes PNGimage 1KB
R Piano-ExampleKeyEdgeShapes PNGimage 1KB

ries R Piano-ExampleKeyTopShapes PNGimage 1KB

tuments _| | Piano-readme > Text Document 2B

sic i || PianoTestNotes 18/05/20159:53 AM  Text Document 2 KB

6. Select the Piano-ExampleKeyTopShapes.png file

7. Click on the Cue-Shape Map button

8. From the same directory, select the Piano-88KeyShapeMap.txt file

9. Click on the Cues button

10. Navigate to your songs directory or the location where the polyphonic notes file has been saved and
select the ‘notes.txt’ file.

11. Select a style for the keys, the # of keys, the # of rows and the placement of the keys

Style Select the style of the effect.

# of Keys Number of keys to be used for the effect.
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# Rows Number of rows to be used for the effect.
Placement Describes how the keys are to be placed on the model i.e. Top left, Top center.
Cues The name and location of the polyphonic transmission label file.

Cue-Shape Map | The name and location of the Piano Effect Cue Shape Map file.

Shapes The name and location of the key shapes file.

Tip: Select a Style of Egqualizer (bars), or Player Piano (scroll).
Select a Placement of Bottom Middle.
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Effect Icon: - Sequencer representation: _IEI

Description

The Pictures effect is used to import a supported image type (gif, bmp, jpg etc) and render that image as an
effect while also allowing the image to be manipulated and edited within xLights.

Prerequisite information
The image that is to be imported.

Procedure

Place the Picture effect in on timing cells that you wish to have the effect on a model.
Click on the effect on the grid and amend the parameters as required. First click on the Browse button and
navigate to the location of your image, select the image and click open or double click to select the image.

Movement

Controls how the image will move across the model layout. In addition to directional options
such as left, right etc, there are a number of special options, such as peekaboo, scaled, flag
wave, wiggle.

Movement Speed

Controls how fast the image moves across within the effect timeframe.

Frame Rate Adj

When using the pictures effect to play an AVI converted to images with ffmpeg, this setting is
used to set the playback speed if needed to speed up or slow down the playback.

Start Position:
(x,y)

Sets the position of the image as it does not need to be centered on the model.

Start Position:
(wrap x)

Used to bound the picture image within the model. Defines and controls the coordinates of
the ‘bottom left’ start corner.

End Position:
(x,y)

Used to bound the picture image within the model. Defines and controls the coordinates of
the ‘top right’ end corner.
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Tip: If the image is not scaled to your model (eg matrix),
the ‘scaled’ movement value will autoscale the image.
However, it is better to scale the image externally to suit your model,
s0 that another movement value can then be used.

Tip: The playback rate is influenced by the length
of the effect, So if you change the time length of your
effect and have an imaget hat iz non stationary, the rate of
movement will adjust according to the new time length,

Caution: If you move the image that you have used
for the pictura effect to a different location or delete it,
when you next run the sequencer, if the image is not found,
an error message will not be displayed, but the
picture effect will render a blank image.

Pixel Editor (Matrix Drawing Tool)

You can use the Matrix drawing tools to amend a picture or draw your own pictures or animations. Click on
the Picture effect within the sequence grid that contains your effect and then open the Effect Assist window if
it is not already open. You will be presented with a window similar to the following i.e. the picture of your
effect is copied to a grid.

Irnage Size: 40 x 48
Model Size 64 264
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The Matrix Drawing Tool has 8 windows, each with a color and a radio button under the color to show you
which color is selected. You can change the color assigned to each window, change the saturation, hue,
brightness, change the RGB setting etc.

Select the pencil tool and after selecting a color, use the left mouse button to draw and fill in the selected
color or use the right mouse button to erase what has been drawn. The eraser can be used to remove
colors on the grid.

New Image
Click on New Image to create a new image.

The first time you use this function, you will be prompted for a directory to store the image files in. As an
example, create an ‘image’ subdirectory within your show directory.

You will be presented with an empty grid and you can then draw/paint your effect within the grid.

Click on Save image and name the image. The model window will display the model just drawn. (The model
won’t be updated until the file is saved).

Load Image
Load Image is used to load a previously saved image or any other supported image. If the picture loaded is
not as per the model scale, you won’t be able to edit it.

Save As
Save As can be used to save an effect to a new name.

Copy / Paste

Highlight the area that you wish to copy, press Ctrl C to copy to the clipboard buffer, move to the area that
you wish and press Ctrl V to paste it.

Playing a video file as an effect

You can play an mp4,avi,mov or (any of over 100 formats) movie on a model such as a matrix or a whole
house using the picture effect. To get a list of the formats supported type £fmpeg -formats at the
command line for an output list.

To play a video as an effect, create a temporary directory, and copy the video file there. Then use the
ffmpeg utility to break it up into frames.
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ffmpeg is run from the DOS command line and is included with each release of xLights.

Example:

ffmpeg -i yourmovie.mp4 -s 30x50 f£-%d.png

Notes:

The mp4 file name should be enclosed in quotes if it has a space in the name
or an unusual character e.g.

ffmpeg -i “your movie.mp4” -s 30x50 f-%d.png

This will create a number of files 'f1-' onwards i.e. frames f-1.png, f-2.png .etc.

The -s 30x50 is the size output of the png files to be used for playback on your model where the format is -s
WxH pixels.

‘f’ refers to the output filename prefix. You could instead have specified outfile-%d.

Place the the picture effect on your model and browse and point to the first file i.e. "f-1.png". The picture
effect will then play the individual files quickly in succession giving the appearance of the video file playing
on your model.

Note: Only 'something-1' will work i.e. the application looks for the '-1' and then only picks the others.

If you have an entire movie saved, you can export just portions of the video file as follows:

ffmpeg -i yourfile.avi -s 30x50 -ss 00:00:00 -t 00:03:00 moviel-%d.png

This will make a 3 minute capture starting at the beginning. The time is noted in hour
s:min:sec.

Tip: A guick way is to navigate to the directory
with the video file using Windows Explorer. Then make sure
nao files are selected and hold down SHIFT and

right-click and you should get an option for "Open command window here".
Mow you have a DOS prompt already in the right directory
without having to figure out how to type all the commands to get there,
You won't get the right options if something is highlighted.
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Effect Icon:

Description

Sequencer representation: _|E||

The Pinwheel effect generates a rotating pinwheel arrangement or radial rays type of effect.

Prerequisite information

None
#Arms Defines the number of radial arms to be used for the pinwheel.
Size Defines the outer circumference of the effect.
Twist Controls whether the arms should be straight or twist clockwise or counterclockwise
(within the rotation).
Thick Controls the color thickness of each arm.
Speed Controls the speed of the rotation.
Rotation Defines the direction of rotation i.e. Clockwise or counterclockwise.
3D Defines whether the pinwheel should have a 3D or inverted 3D effect.
X-axis Center Controls the position of the fulcrum of the pinwheel along the horizontal axis.
Y-axis Center Controls the position of the fulcrum of the pinwheel along the vertical axis.
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Plasma

Effect Icon: Sequencer representation:

Description
The Plasma effect generates cycles of changing color to give an illusion of a liquid organic movement effect.

Prerequisite information

None
Option/Settings Description
Color Choice Normal or 4 other preset values. if Normal is selected, then one or more colors from
the palette can be used to define the colors of the effect.
Add Twist to Defines how much the components of the movement i.e the ripple, twists.
Effect
Line Density Controls the thickness of each line of the ripples within the effect.
Speed Controls the rate of change of the ripple movement within the effect.
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Effect Icon:

Description

Sequencer representation: _l\:||

The Ripple effect generates a ripple like spreading movement of color similar to when an object is dropped

into water.

Prerequisite information
One or multiple colors can be used for the effect.

Object to Draw

Defines the shape of the object that will ripple. The Circle is the default and the most
commonly selected value. A Square and Triangle shape can also be selected.

Movement Defines the direction of the ripple i.e. Explode (Outwards) and Implode (Inwards).

Thickness Controls the thickness of each line of the ripple.

Cycle Count Defines the number of cycles that the shape should explode/implode within the given time
frame of the effect.

3D Indicates whether the ripple effect should render as is a 3D or 2D effect.
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Shimmer

Effect Icon: Sequencer representation: _l\:||

Description
The Shimmer effect provides an effect whereby the lights rapidly turn on and off.

Prerequisite information
One or multiple colors can be used for the effect.

Option/Settings Description

Duty Factor Defines what percentage of the total cycle the lights will shimmer on. For the rest of the
time in the cycle, they will be off.

Cycle Count Defines the number of cycles (shimmer on, followed by an off period) that will be repeated
in the timeframe of the effect.

Use All colors If ticked, then the shimmer effect generates a pulse effect rather than a shimmer effect with
the selected colors pulsing off and on in sequence.
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Shockwave

Effect Icon: Sequencer representation: L‘

Description
The Shockwave effect describes a circular object that starts small and expands to a larger circle. The effect
can be configured to do the opposite i.e. start as a large circle and shrink to a smaller one.

Prerequisite information
One or multiple colors can be used for the effect. If multiple colors are used, then as the effect expands or
contracts, the circle color will cycle through the selected colors.

Option/Settings Description

Center X, Y Controls the center of the effect. Moving either value changes the horizontal or vertical axis
position.
Radius 1, 2 Controls the size of the circle effect by changing the starting or ending radius values. If the

Radius 2 value is set to be > than the Radius 1 value, then the effect will contract inwards
rather than expand outwards.

Width 1,2 Controls the amount of the colored component of the effect and the rest of the black
background component.

Acceleration Controls the speed at which the effect expands and contracts.

Blend Edges If selected, the circle colors will have a fuzzy look. If not selected the edges of the circle will
have a sharp look.
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Single Strand
™y,

T
Effect Icon: I 1 Sequencer representation:

Description
The single strand effect is an effect that is used to implement chases and other such staggered effects on models
that are single dimensional in nature such as house outlines, arches as well as AC models

Prerequisite information
One or multiple colors can be used for the effect.

Chase: colors Defines whether the Rainbow collection of colors is to be used for the effect or whether
colors are to be selected from the Palette. If Palette is selected, then the colors used will
be the ones selected via the Color window for the effect.

Chase: Chase Size Defines the size of the chase effect as a percentage of the total length of the model that
will be on during the chase.

Chase: Cycles Defines the number of cycles of the chase that will execute during the timeframe.

Chase: Chase Types Defines the direction and type of the chase Left-Right, Right-Left, Bounce from Left etc.
Chase: 3D Fade Indicates whether a 3D effect should be applied to the chase.

Chase: Group All Arches When set, will synchronize the chase effect across multiple elements in an Arches model.
Skips: Band Size Defines the relative size (from one to twenty) of the strand that will be on. Used in

conjunction with the Skip Size.

Skips: Skip Size Defines the relative size (from zero to twenty) of the strand that will be off. Used in
conjunction with the Band Size.

Examples:

A Band Size of 1 and Skip Size of zero will have the entire effect on.

A Band Size of 1 and Skip Size of 1 will have half the effect on and half off.

A Band Size of 2 and Skip Size of 1 will have half the effect on for two units and off for
one unit.

Skips: Starting Position Used to define the starting position of the first part of the strand that will be on. Advancing
this value advances the component of the strand that will first turn on.

Skips: Number of Advances This defines the relative value of the number of units that the effect will skip before turning
on. A value of zero will force the effect to be stationary in one position.

Skips: Direction Defines the direction of the skip i.e. Left, right, From Middle or To Middle.
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Snowflakes

Effect Icon:

Description

Sequencer representation: _| |

The Snowflake effect paints a picture of falling particles i.e. a similar to snowflakes falling on snow.

Prerequisite information
This effect works best with a single color selected. Multiple colors can be selected and depending on the
type of the snowflake either one color or multiple colors will be used.

Max Flakes Defines the relative % of flakes that should be used for the effect from a small number to a
large number.

Type Up To five different forms of flakes can be generated.

Speed Controls the speed at which the flakes descend.

Falling Defines the trajectory of the snowflakes and also whether the whether the snowflakes
accumulate at the bottom of the effect or disappear.
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Snow Storm

Effect Icon: &

Sequencer representation: _l\j|
Description

The Snowstorm effect paints a picture of particles blowing i.e. a similar to an ice or dust storm..

Prerequisite information
One or multiple colors can be used for the effect.

Max Flakes Defines the relative % of particles that should be used for the effect from a
small number to a large number.

Trail length Defines and controls the length of the trail that the particles leave before
fading out.
Speed Controls the speed at which the flakes descend.
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Spirals

Effect Icon: /

Description

Sequencer representation: _IBI

The Spiral effect provides different representations of two and three dimensional spirals and helix.

Prerequisite information

One or multiple colors can be used for the effect. However, this effect looks best with at least two colors

selected.

Palette Rep Defines the number of times (between one and five) that the selected
colors are repeated during the duration of the effect.

Spiral Wraps Controls the vertical orientation of the spiral. A value of zero is used for
vertical lines and the spirals can be adjusted to lean towards either
direction.

Thickness Controls the thickness of the strands of the spiral.

Movement Controls both the speed and direction that the spirals will move.

Blend If set, then all the colors selected are blended together in each strand of
the spiral. If not set, then each strand uses a different color.

3D If set, will provide a 3D type of effects.

Grow The width of each spiral will grow slightly per cycle as it spins.

Shrink The width of each spiral will shrink slightly per cycle as it spins.
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Sequencer representation: _
Description

The Spirograph provides an effect described or formed by rolling a circle inside or outside of another circle.
The point is placed at any point on the rolling circle.

Spirograph

Effect Icon:

Prerequisite information
Only one color can be used for the effect.

Speed Defines the speed at which the spirograph will move.

R - Radius outer circle This defines the radius of the outer or fixed circle that is used to
calculate the spirograph movement.

r - Radius of inner circle This defines the radius of the inner or moving circle that is used to
calculate the spirograph movement.

d - Distance Defines the offset distance of the point of the spirograph that is used to
calculate the spirograph movement.

d - Animation Defines the level of animation or movement of the spiral away from the
axis. A higher value will cause the spiral to expand outwards.

Length Defines the length of the expansion of the animation.

Note: r should be <=R
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Strobe
Effect Icon: Sequencer representation: | D |
Description

The Strobe effect provides an effect where light particles turn off and on rapidly, but at fixed intervals.

Prerequisite information
One or multiple colors can be used for the effect.

Option/Settings Description

Number of Strobes Controls the number of particles that form part of the strobe effect.

Strobe Duration Controls the duration of the particles being on; as a result affects how
quickly or slowly the particles turn off and on.

Strobe Type Unused at this stage.
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Tendril

Effect Icon:

Description

Sequencer representation: |_|—:|

The Tendril effect provides an effect which looks like a twisting threadlike structure.You can think of tendrils
as the pattern you would see if you took a piece of string, held it just above a flat surface and moved it
around. As you do so the string would move leaving a trail which did not exactly match the movements but
was a result of it. The parameters of the tendril effect let you control the movement of the string and how the

string behaves.

Prerequisite information
Only one color can be used for the effect.

Movement

This describes how the end of the string is being moved. Available
movements include:

Random - The string on each frame is randomly moved
somewhere else on the model. This creates dramatic but
random movements.

Square - The string is moved around the edge of the model
from corner to corner anti-clockwise.

Circle - The string is moved around the centre of the model in a
circle clockwise.

Horizontal Zig Zag - the string is dragged left to right and back
again across the model slowly moving up and down the model.
With the right settings this can almost look like a spiral tree.
Vertical Zig Zag - the string is dragged up and down and back
again across the model slowly moving left and right across the
model.

Music Line - The string is moved left and right across the model
with the vertical movement determined by the intensity of the
associated music in that frame.

Music Circle - The string is moved in a circle clockwise with the
distance the string is from the center of the circle determined by
the intensity of the associated music in that frame.

Tune Movement

The tune movement slider adjusts the current movement. This works
differently for each movement.

Random - Tunes how far each random movement is. Smaller
means smaller movements.

Square - Tunes how many steps the string takes moving from
one corner to the next. Larger numbers make the movement
slower

Circle - Tunes how many degrees the string takes moving
around the circle. Larger numbers make the movement faster.
Horizontal Zig Zag - Tunes the number of zig zags on each
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traversal of the model. Large numbers reduce the number of
traversals.

e Vertical Zig Zag - Tunes the number of zig zags on each
traversal of the model. Large numbers reduce the number of
traversals.

e Music Line - Tunes the speed the line travels left and right
across the model. Large numbers speed up the line.

e Music Circle - Tunes the speed the line travels around the
circle. Large numbers speed up the line.

e Speed - This allows you to lower the frame rate. 10 is full
speed. Anything lower will make the movement slower and

jerkier.

Thickness This is how thick the string is. By default it is just 1 pixel wide.

Friction Friction is how much the surface resists the string moving. When set low
friction is high and the string won’t move much. When set high the string
will wildly flap about.

Dampening Controls how quickly the string will try to resume being in line with the
tail point. When set low it will come back quickly. When set high it can
take a long time to align.

Tension This behaves much like dampening. Set low and the tail of the string will
tend to stay still and only the moving end will move much.

Trails The effect can draw multiple lines (not just the one). On low resolution
displays or when thickness is set high it won’t be seen. On higher
resolution displays, if you set this to higher numbers, you will see the
tendril fray into multiple related lines like a partially unravelled rope.

Length This is how long the string is. By default it is 60 segments long.

Speed This allows you to lower the frame rate. 10 is full speed. Anything lower

may make the movement slower and jerkier
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Effect Icon:

Sequencer representation: _| |
Description

The Text effect enables upto 4 lines of text, all individually controlled to be displayed. The content of the text
can be static, but can also include countdown timers.

Prerequisite information
One color can be selected for each line of text. Each line can have a different color.

Click on the tab (i.e. Line1.. Line4) to select the Line of text to be defined.

For each line of text, the following settings can be defined:

Text Contains the text that is to be displayed for the line.

Font Defines the font that is to be used for the text. Click on the attribute to open up a
window where the type of font, style, size, color and other related attributes can be
defined.

Movement Defines the direction of the movement of the line of text. One of several options are
possible such as Left, Right, Down, None, etc.

C If the box next to the Movement setting i.e. ‘C’ is ticked, then the text will reach the

center and stop.

Speed Controls the speed at which the line of text moves.

Effect Controls the layout of the line of text. The default is ‘Normal’, however other options
to rotate the text at different angles are possible.
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Count down

Defines whether the line of text is to be used as a Countdown Timer. The default
value is ‘None’ indicating that it is not a Countdown Timer effect.

For a count down effect, the following options are possible and count down will be
based from the time the effect is rendered or finally saved and not from when it is
executed in the sequence. The concept of the count down timer stems from New
Year's eve count down displays. If one knows exactly when the countdown will
start, then setting this to an appropriate date/time is a non-issue.

The date/time must conform the the RFC822 standard format.
Properly formatted examples are:

Fri, 25 Dec 2015 00:00:00 +0100

Fri, 25 Dec 2015 00:00:00 EST

Fri, 25 Dec 2015 00:00:00 MST

Fri, 25 Dec 2015 00:00:00 -0800

These must be specified in the Text field without any quotes.

Option Format

seconds 100
Will execute a 100 second countdown

In the following examples ‘+0100’ refers to your time
+GMT hours. Change accordingly. Or you can use
GMT, EST etc.

todate'dhms’ Fri, 25 Dec 2015 00:00:00 +0100
Will display 33d 3h 38m 14

to date ‘h:m:s’ Fri, 25 Dec 2015 00:00:00 +0100
Will display 3h 38m 14 - the time is calculated to the
next day in hours, mins, secs

to date ‘m’ or ‘s’ Fri, 25 Dec 2015 00:00:00 +0100
Will display 217m - the time is calculated to the next
day in minutes

to date ‘s’ Fri, 25 Dec 2015 00:00:00 +0100
Will display 13011 - the time is calculated to the
next day in seconds

Ito date !%tofmt /Fri, 25 Dec 2015 00:00:00 +0100/ %D
Will display 133

Position

This setting is used to adjust the initial position of the text. Either the vertical (Y) or the
horizontal (X) position of the text is adjusted, depending on the value of the ‘Movement’
setting. For a value of ‘None’ or a horizontal movement such as Left / Right, adjusting the
setting will move the initial position of the text vertically.
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Tree

Effect Icon:

Sequencer representation: _l\:||
Description

The Tree effect creates a series of zigzag branches against a colored background.
This effect is best used against a tree type of model such as a mega tree.

Prerequisite information
The first color selected will be used as the background color for the model (i.e. the mega tree).
Subsequent color(s) will be used for each branch.

Number Branches Defines how many individual branches are created for the effect.
Speed Controls the speed at which the lights of the branch move across the
effect.
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Twinkle

Effect Icon: : Sequencer representation:

Description
The Twinkle effect provides an effect of individual particles turning off and on slowly or rapidly, similar to the
shimmer effect but with a different and more random implementation.

Prerequisite information
One or multiple colors can be used for the effect.

Number Lights Defines and changes the number and pattern of the lights twinkling from
a scattered pattern, to lights closely aligned, to an intense pattern.

Twinkle Steps Controls the speed and accordingly the smoothness with which the
colors of the lights change.

Strobe If selected, will generate a strobe like effect to the twinkle.
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Wave
Effect Icon: ‘ ‘ ‘ Sequencer representation: _Im
Description

The Wave effect generates a waveform effect across the model. Different types of waveforms are possible
as described below.

Prerequisite information
One or multiple colors can be used for the effect.

Wave Type Defines the type of waveform to be generated by the effect:

Sine

Decaying Sine

Square

Triangle

Fractal/lvy

Fill Colors Defines the color of color selection to be used for the waveform.

If ‘None’ is selected, only the first color selected is used.

If ‘Palette’ is selected, then the colors selected from the color palette are
used.

If ‘Rainbow’ is selected, then the colors selected from are from the
rainbow palette.

Mirror Wave If this setting is selected, a mirror image of the waveform is also
generated.

Number of Waves Controls the formation of the speed at which the waves are formed.

Thickness of Wave Controls the thickness of the waveform.

If multiple colors have been selected, as the thickness increases, then
the different colors form part of the waveform.
For a thin wave, the first color selected is used.

Scale Height of Wave Defines the height of the waveform.

Speed Controls the speed at which the wave moves across in the specified
direction.

Wave Direction Defines whether the wave moves from Left to Right or Right to Left.
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Chapter Five: Menus
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File
The File menu enables you to create a new xLights sequence,

open an existing xLights sequence, Save, Save As or Close a
sequence that is currently open, select a show directory, backup

xLights sequences to another directory and quit the xLights

application. These actions can also be done using shortcut keys and via icons on the top bar of the canvas.

If you click on the File menu, at the bottom, last 4 show

[File] Playlist View Audio Import Settings Help

New Sequence ain | directories that have been used will be displayed.
= OpenSequence CTRL-0
Save Sequence CTRL-5 . . .
e If you select any of the items listed, your show directory
il will be changed to the selected directory.
l Select Show Folder 9
ﬁ,’ Backup F10
T qQuit Al-F4
D:\Users\, ‘\Documents\My xLights Sequences\20155equences
D:\Users\, \Documents\My xLights Sequences\DanslokesToDo
D:\Users\ \Documents\My xLights Sequences\GilsStuff\WakingUpInVegas
D:\Users\ \Documents\My xLights Sequences\20155equencesiArchivey3

New Sequence

To create a new sequence, either use the New Sequence icon, select New Sequence from the File menu or
press Ctrl N. The following screen is displayed:

Sequencesenings 0 IR . W B

Wizard | Info / Media | Meta Data I Timings | Data La}rers|

- -
| Masical _‘-:"',,_,ﬂm |

Sequer)(:_e__ ™1 T 4

A

Dimation

) | i

Don't Create Sequence ] [ Daone |

Mote: if you do change your mind about creating a seguence,
click on the Don't Create Sequence button.
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Musical Sequence

If creating a music sequence, click on Musical Sequence.

A ‘Choose Audio File’ window will open, defaulting to your media directory. Change the file type from MP3 if

using another type of media, then select your media file.

Select the frames per second
(fps) for your sequence. The
most common one used is 20fps
(50ms).

Press Skip>> on the next

screen.

If creating an xLights sequence,
at this stage you can select
‘Done’ and import timing marks
later (either via the Timings
menu or by Right Clicking on
the Sequencer menu ).
Alternatively, you can click on
the Timings tab now — this will
lead to the Timings menu.

On the Timing menu, you can
select one or more of a number
of timing bar options, which will
generate timing marks
automatically (similar to those
that can be done via Audacity).

— S— — = i H _I = L S\ [—
(s SRR
L Wizard | Info / Media | Meta Data | Timings | Data La.yersl

il

D

| 40fps (25ms)

10fps (100ms)

This option defines the smallest division in the sequence.
Higher FP S options result in larger file sizes. If you're not sure choose 20fps.

[ Cancel

J |

Close

)

Sequencesenings T, W W —
Wizard |Im‘o[ Media | Meta Data | Timings | Data Laye:sl
Other Optional Tasks:
| Edit Metadata | 5
| Import Timings |
| | Done>>
Don't Create Sequence ] [ Done n

If you click on the Edit Metadata tab, this will lead to the Sequence Settings dialog box.

At this stage a new empty sequence has been created. You can...

e Select Save to save the sequence in your show directory — you will be prompted for a sequence

name.

e Click on the Sequencer tab and continue with
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i

Adding models for this sequence to the sequencer view,
Creating/adding timing marks

Dropping effects on the sequencer grid

Playing the sequence

O O O O

Tip: Ensure that you save the sequence prior to
exiting to save the work that has been done so far.

Animation Sequence

If creating an animation sequence, click on Animation Sequence. No media/audio file is required or
requested for. The subsequent process is the same as in the Musical Sequence.

Open Sequence

To open an existing sequence, either use the Open Sequence icon, select Open Sequence from the File
menu or press Ctrl O.

You will be presented with the ‘Choose Sequence file to open’ window, with the directory defaulting to your
show directory. You can select an xLights (xml) sequence or an xLights fseq file to open.

Save Sequence

To save an open sequence, either use the Save Sequence icon, select Save Sequence from the File menu
or press Cirl S.

If the sequence has not been saved previously, you will be presented with the Save As dialogue window to
enter the name for the sequence.

If the Render on Save setting (under the Settings menu) is set (i.e. ticked) then all the effects on all the
models will be rendered first before the sequence is saved in the fseq file. This is the default.

Progress status messages are displayed on the last line of the window. When the sequence has completed
saving, a message will be displayed on the last line indicating the name of the fseq file and how long the
save process took.

Save As Sequence

To save an open sequence with a different name, either use the Save As Sequence icon or select Save As
Sequence from the File menu.

You will be presented with the Save As dialogue window to enter the name for the sequence.

If the Render on Save setting (under the Settings menu) is set (i.e. ticked) then all the effects on all the
models will be rendered first before the sequence is saved in the fseq file. This is the default.

Progress status messages are displayed on the last line of the window. When the sequence has completed

saving, a message will be displayed on the last line indicating the name of the fseq file and how long the
save process took.
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Close Sequence

To close the currently open sequence, select Close Sequence from the File menu.
If the sequence data has not been saved since the last change, you will be presented with warning.

e ——
e

*** The seguence you are closing has unsaved changes. **

Please choose whether you would like to Save or Discard the changes
or hit Cancel to return to the sequence.

Save Changes ] ’ Discard Changes ] [ Cancel ]

Click on Save Changes if you want to save your changes. If you click Cancel then you will be returned to the
sequence. If you select and click Discard Changes, then the sequence will be closed without any sequence
changes being saved.

Select Show Folder

In order to change your show Directory, select Select Show Folder from the File menu, press F9 or click on
the Change button against the Show Directory on the Setup tab.You will be prompted to navigate to and
select a new directory folder to select.

Ensure that you have the correct xLights xml files (xlights_keybindings.xml, xlights_networks.xml and
xlights_rgbeffects.xml) in your new directory.

BackUp

Backing up your critical files and sequences should be done regularly — as good practice.
What should be backuped? Anything you require to run your show, but in particular your xml sequences,
your media files and your user specific xLights configuration files.

The xLights configuration files are located in your show directory and are: xlights_keybindings.xml,
xlights_networks.xml and xlights_rgbeffects.xml

Tip: Pressing F10 anytime, anywhere will backup your
XML files for your and store them in a zip file with

the date and time the backup was created. You can press F10
as many times as you like and should do this at
lzast once per sequencing session.
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Alternatively, from the File menu, select Backup.

You will be presented will a message indicating
where a backup will be created. Click Yes to
proceed.

Every time this step is executed, a copy will be
created of all the “xml’ files from your show
directory into the Backup subdirectory of your
show directory. A new subfolder is created each
time a backup is executed.

File | Playlist VMiew Audio [mport Settings Help

Mew Sequence Ctrl-n
Open Sequence CTRL-o
Save Sequence CTRL-S

Close Sequence

Select Show Folder F9
Backup F10
Quit Alt-F4

Tip: It is a good practice to also separately backup any files
that you may have used as inputs to your sequences such

as LSP, LOR, Papagayo files that you imported, media files that
may have amended with audacity, gif or jpegs etc. You may also
wish to backup any fseq files, though this can be recreated
by saving the sequence again.

Backing up the show directory (and media directory if it is different) to an alternate location is the simplest

way to ensure that you have the files required.

Quit

To quit xLights, select Quit from the File
menu or press ALT F4.

If you have a sequence open and the
sequence data has not been saved since
the last change, you will be presented
with warning.

If you click No, then you will be returned
to the sequence. If you select and click
Yes, then the sequence will be closed
without any sequence changes being
saved.
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Playlists are created to be used within the xLights scheduler if you plan on using xLights to run your show
rather than the Falcon Player on a Raspberry Pi.

Add

To create a new playlist, click on the Add button and provide name for the Playlist in the pop up window. A
split screen will be displayed.

On the left, the Available Files from the Show Directory are displayed. On the right, the Playlist and the
items within are displayed.

Filtering on the options against the Files line, enables xLights sequences, video and audio files to be
selected from the Show Directory. Use the arrows provided to add / remove files (one or all files) from the
Available File list to the Playlist. Within the Playlist section, use the Green arrows to change the sequence
of the item.

Test  Convert | Layout = Schedule | Setup Papagayo | Sequencer | Xmas 2013 Playfist 1

Available Files Playlist
Fibes: [7Audig] Videa [V ulights Movie Made || &) Set delay Play Remn Play All
Show Directory Filerame Delay (5}

He's the Aussie Santa fieq

B sChristras Time Again_testvideo
LittleDrummesBoy_matredace freg
P10Testiseq

Slegh Ride.fieg

Sleigh Rideaseq
SpinmerSarnples feg

%

In order to introduce a pause (i.e. delay) between items in the playlist, click on the item and then click the
Set delay button.

Test  Corwert | Layout Schedule Setup  Papagayo Sequencer | Xmas 2013 Playlist 1

Available Files Playlist
Files: [ Audio [ Video [¥lalights MovieMode [¢h] (] [ setdeisy | [ Paykem Playal |
Show Directory Filename Delay (5)
He's the Aussie Santafseq (1]
It sChristmas Time Again_testvideo.fseq 0
Set Delay

Amount of delay sfter the selected itern has finished playing

Eriter the number of seconds [0-3600) 1]

oK | cancel

Specify the number of seconds for the delay.
Click on Save Playlists to save the Playlist.
The playlist will be displayed as a tab next to the Sequencer tab.

Rename
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To rename a Playlist, click on the Playlist tab that you wish to change, then click on the Playlist tab, then
select Rename. You will be prompted for a new name.

tpagaye | Sequencer | Xmas 2013 Playlist 1

Playlist
[ Movie Mode | Setdeloy | | Playkem | [ Payan |
Filename Delay (s)

1
He'sthe A Rename Playlist @
It sChrist
LittleDru Enter @ new name
Plfesy mas 2013 Playlist 1]
Sleigh Ri
Sleigh Ri
Spinners l QK ] [ Cancel

Delete
To delete a Playlist, click on the Playlist tab that you wish to delete, then click on the Playlist tab
Gile Playlist  Miew Audic Import Settings Help

, then select Delete. You will be prompted to confirm
the deletion. Click OK to delete or Cancel to return.

Refresh

This option is used to refresh the screen with a list of Available files. To be used if you have just added any
new Audio, Video or xLights sequence files to your show directory. Select Playlist and then Refresh.

Custom Script

If this option is elected for a playlist, the BASIC language scripts used to run the playlist is displayed. You
can then edit/ add custom scripts to perform actions such as send out RDS data, play a video etc.

Movie Mode || [k Set delay Play e Flay Al Remove Srpt

Fiename Delay (5} 108 REM=
108 PEM * Coesed: 872425 123243
107 REM * Randser: off
103 REM * Repeat: off
104 REM * First Bon Orvces 6n
105 REM * Last ke Once on
105 REM *
110 LET LisMaonedi= “rnss 2013 Pl 1°
120 SETPLAYLIST ListPlame’§
130 ONPLAYBACKEND 180
13 PRINT “At", FORMATDATETIMES PO 5)
132 PRINT “Flang " ITERIMAMES 1|
133 PLAYITEM 1
134 WATT
180 ONFLAYEACKEND 300

F10festiseq
Steigh Fidefreq
Sleigh Rideaneg
Spinneriamgle feq

coooWuY

180 LET Neatltama2

200 REM "

208 REM * Play itrn Nestltem
N2REM*

You can also set Playback options for the Playlist as follows:
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___Elaytist View Audio Impr_:v_rt Settings Help

| Repeat
[T] Play first item once at beginning (if repeating)

= Al Play last itern once at end (if repeating)
[ Random Order
Shm«!l [] Lights off after each song

| ok |[ cancel

P10Test.fsea
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View
The view menu enables you to zoom in or out on the sequencer view, define and use Perspectives and
nominate which windows you want to have open.

Zoom in
Selecting this option while on the sequencer tab will zoom in details on the sequencer grid.

Zoom out
Selecting this option while on the sequencer tab will zoom out the details on the sequencer grid

Perspectives
Perspectives saves the location and size of the "windows" you use.

Particularly for dual monitor setups, it lets you move and size the Preview and Color windows away, giving
you a bigger program area. Going to View / Perspectives / Save Current will store your settings to the
currently selected perspective.

You can have multiple perspective saved and easily recall them by selecting the perspective desired from
the Perspectives window.

View | Audic Import Settings Help

i | 10 e D ¢

Zoom Out

Ean | e

f iG] B PR
't: Perspectives » Save Current

| Windows r Edit/Load
Windows

There are a number of windows that enable simultaneous View | Audic lmport Settings Help

display of different views in xLights. When xLights first loads, a i ZoomIn ™ R R f:’
default set of windows are displayed. Which windows are Zoom Out BB NS ]
. . . i [
open can be controlled via the Windows menu by selecting | Perspectives )
View, Windows and then clicking on the required window to & wWindows .j Display Elements
open it. The window is dropped by default on the left side of * f Model Preview
the screen, however each window can be moved and docked : House Preview
to alternate locations on the same screen or moved to an e View Effect Settings
alternate display screen if connected to your PC/ MAC. e Colors
Timing
Effect Dropper
odels: ]
Effect Assist
‘iming/Model |
mported Timing l Perspectives
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Display Elements

The Display Sequence Elements window enables views,

Sequence Elements

Timings as well as models to be defined and updated. ®

Functionality for these functions is described in the
Views, Timings and Models section of this document.

Model Preview

The Model Preview window displays the effects on a
model as the sequence is playing.

With the window open, right click on the model name
when on the sequencer tab and select Play model.

House Preview

The House Preview window displays the effects of your
entire display where the ‘Part of my Display’ attribute of
model has been ticked.

xLights 2016.7

View | AddViews |
Master View
Second View | Delete View |

Timings / Models:

Time: 0:37.29

B Imported Tirming

Singing Face Skl iEmmm—

Insert Layer Above

Insert Layer Below

Play Model
Export Model

Toggle Modes
Promote Mode Effects

Edit Display Elements

douse Preview
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@ P MTREE e —
@ B P10 Matrix |m|

| Showal | [ Hidean |
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Effect Settings

The Effect Settings window displays the current or last effect
that is being worked with. If an effect on the grid is selected or
a new effect dragged to the grid, then this window gets updated
with the ‘current’ effect. Use the window to modify the attributes
of the effect as required. The results of the change are
displayed in the model window when selected and in the House
Preview window when the sequence is played.

Colors

The Colors window enables the user to change displays the
current or last effect that is being worked with. If an effect on
the grid is selected or a new effect dragged to the grid, then
this window gets updated with the ‘current’ effect. Use the
window to modify the attributes of the effect as required. The
results of the change are displayed in the model window when
selected and in the House Preview window when the sequence
is played.

By clicking on one of the colors, the color box will appear
allowing you to choose or create any color you desire. To
create a custom color, click on the Define Custom Colors >>
button.

Sparkles
Brightness

Contrast
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Effect Setﬁngs

.
[Butterfly -
syle [J 1 3
‘ m |
Color X
2 1 o o 8 ﬁ
e Ed = e =]
Sparkles U W A
Brightness |j 100 E!I
Contrast U 0 o
Color |_E_E_|.
Basic colors

A

[ |

EERENET
HEEN ]
EEENTTT
EEEENN
- n

THETN NN
EEEENT
THEENET]

Custom colors:

[ o O 14 15
W TW 8 M

[ Define Custom Colors =3

| ok || Cancal |




Laver Blending

Layer Blending |

. . . . Blending:
The first option of Morph is used with two or more layers. If [F] Morph 3
selected, effect #1 will morph/blend/fade into Effect #2 midway ] 0 4
through the timing interval in which the effects are placed. — = 4
The drop down list has 12 different blending.
Fade Qut 0.00 =]
[ Persistent o
|Effects X
Effect Dropger (] 1 B =
The Effect Dropper window displays all the supported effects
and enables you to select a required effect and drag it to the I Ll
sequence grid. = B = &
The same functionality can also be obtained using the effects = L 3 m L
from the effects window: ~ B B 0 =
[ = /] D)
B [ e W

DRI ()1 (e I 5 6 I < Y e " R N R 2 ) B Y 2 T

Effect Assist Efect Assist_ 3

The Effect Assist Window is an additional window that helps
you determine how an effects is being drawn via a panel view.
For example, if you open this window against a morph effect,
the windows will display a grid corresponding to the x,y
coordinates. If you then grab a slider for the morph effect and
move it, the Effect Assist window shows exactly where the
coordinate is being moved to, making it easier to determine
what is being done to the effect.

You can also grab a corner of the image in the Effect Assist
window and move it and have the slider values update in real
time.

Perspectives
The Perspectives Window enables you to save your current windows is an additional window that helps you

determine how an effects is being drawn via a panel view.
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Pudio
Speeds

This function enables you to to play the audio during sequencing at normal speeds or at slower speeds.

' gucﬁo— Import  Settings  Help
| @  Play Full Speed

Play 3/4 Speed .
Play 1/2 Speed
Play 1/4 Speed L

Fa

i S el ™

Click in the waveform and then select one of the speed options. Click Play. The audio will then be played at
the selected speed and the vertical visual indicator will move along at the speed being played. To return to
normal speed, select Play Full Speed.
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Import

File Playlist View Audio Import Settings Help

Import Effects

This option enables you to import sequences from other sequencers. However, in many cases it generates
a large number of effects. In most cases, importing of RGB effects as Data Layers will suffice. There could
be some cases (A/C channel data or LOR singing face sequences) where it is desirable to import using the
Import Effects function.

The following example describes how to use this function to import an Arch effect from an LSP .msq

sequence.
1. First ensure that you have created or opened an existing sequence that has the models added to

the sequencer that you wish to import to.

2. Then click on ‘Import Effects’ from the Import tab and select the LSP sequence (the same process
can be used for other supported sequence types from the drop down list). After a short while (while
the sequence data is being parsed) the following screen will be displayed.

i T T
Y e T o
| 1= | Ade bsdd Fesbinsart
Mep iy SsandiCCR
Mneel Hbeamd e [ hanret slae

|

1

|

]

] | tanes s Esnpang wacse Mappung

3. Click on the drop down arrow and you will be presented with a list of models that you have defined
on the sequencer. Select a model and Click on the ‘Add Model for Import’ and press Enter. The
following screen will be displayed.
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Mi Charnels T — 1

SN —

=
| Map by Scrandf CCF.
Model Strand Node Channel Color
Arzal |
Arzal Stznd L
Arzal Stznd 1 Hode 1
Arcal Srend 1 Hxde ¢
Arzal Stznd 1 Hade 2
Arzal Stand 1 Hoded
Arcal Stend L Hade X
Arcal Stznd L Nade€
Ar-al Stznd 1 Haded
= Srendl Hade £
| Arzal Stend 1 Hades
Arcal Stand 1 Hade 10
Arcal Stand 1 Hode 11
Hrzal Stand L Hlode 12
Arzal Srend L Hxde13
Arcal Srznd 1 Rode 14
‘ Arzal Stznd L Hade 15
i Arzal Stznd 1 Hode 16
l [ o |[ comcd [ Losabiopping Smveblapping |

Tip: Multiple models can be selected i.e. you can select
another Model (‘Arch 2') and Click on the “Add Maodel for Import’ again.

4. Tick the ‘Map by Strand/CCR’ option to select an entire strand (or multiple strands ) to import at a
time. (Otherwise by not ticking the box, you can/must select individual nodes to import). The
individual nodes will disappear and only the first two rows (i.e. model name and Strand name )will
be displayed.

5. Double click in the Channel column against the row that says ‘ Arch 1 Strand 1’. You may need to
double click more than once. A drop down list of LSP (or other sequencer) channels/controller
/strands is display. Select the required channel/controller/strand.

iNEemhde rnmwume  AusAsB A48 6807
| e i = —m - s 13-+4.8 “

Map by Strand/CCR

Strand MNode Channel Color

Strand 1 \ x

LCandy Cane 1

Candy Cane 2

Candy Cane 3

Candy Cane d

Fence Arch 1

Femce drch 2

Fence Arch 3

Femce drch 4

Feroe Airch 5

Fench Arch &

Getage Gutter-Al

H Gutter Left Top-A8
H Gutter Raght Top-C1
H Hoe Left-B5

H Hoe Mid Rghs-C4

H Right-C5

H Vestical Left Bottom-A2

6. Select the required model and press enter. You can repeat this for multiple models
7. Click on ‘Save Mapping’ to Save the mapping. The mapping can then be re-used by Clicking on the
‘Load Mapping’ button the next time.
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8. Click on ‘OK’ when ready.

9. A status message will be displayed at the bottom indicating that the sequence has been imported.
10. Click on the ‘Render All’ button.

11. Click on Play.

12. Save the sequence as per usual.

Importing a LOR Sequence

Importing a LOR sequence follows the same steps as described above. However, depending on the LOR
hardware setup, channel definitions in LOR and correspondingly in xLights need to align.

See discussion in the section Coming Over from LOR.

Importing an xLights Sequence
This process can be used to
e Import effects from a xLights sequence from another user
e Import effects from another of your (e.g. older) xLights sequence into an existing xLights sequence

Step 1
If the xml sequence has been received from another user, it is preferable to have both the shared sequence

xml file and the xlights_rgbeffects.xml file from the donor.

Create a new directory and copy the sequence file and the xlights_rgbeffects file to that directory.

Change the show and media directories to point to the new directory.

If you have the xlights_network.xml file (which contains the network setup details) copy that to the new
directory too, otherwise setup a block of universes large enough to cover the sequence channels (e.g.
20,0000 NULL ).

Copy the music file to the new folder. (If the music has been edited and you own the original music it is ok
for you to have a copy of the edited file).

Open the sequence, click on Render All or Save and then play it. You should be able to see how the lights
flow in the layout window.

Study the sequence and determine which models you wish to copy to your own models.

Tip: Print out the model names from the shared
sequence as you will need to know those when you import.

Look for the correct quantity of elements in the donor sequence that will match your elements. For example
If you have 4 windows but the donor sequence has 8, pick the 4 windows that you want to copy.

Make a note of the names of each donor model you want to copy to a model of your own layout. Watch the
sequence several times.

Step 2
Copy just the xml file of the donor sequence to your own show directory.

Make sure you have the appropriate music file in your own media show directory. Close the sequence you
were watching, go to the setup tab and change the show and media directories back to your own directories.
If importing into a new sequence, then

e Create a new musical sequence, select timings and add your display elements or select a view.

e Save the sequence.

xLights 2016.7 Page 144 of 172


https://docs.google.com/document/d/1VGSHjgAKwfsOoEiHNpb5N2hXU5FTWsnFiyj8yp9qzWU/edit#heading=h.9g05i8styzn3

Else

e Open the sequence you want to import into.

Select Import, Import Effects and select a type of ‘xml’.

Select the donor sequence xml.

Click on the dropdown arrow in the box at the top of the window and follow the same process described in
the example above.

Tip: In order to Improve performance of the imported
effects and reduce the memory footprint, in the seguencer tab,
right click against each of the imported model names and

select ‘Promote Mode Effects’. This will search through the node level
'On' and ‘Color Wash' effects and if the same effect is on all the nodes
at the exact same times, it will be removed from the
nodes and placed on the Model.

= 4000 50.00 1:00.00 lﬂ 1-10.00
| |

Tirne: 1:14 919

O Mew Timing

Insert Layer Above

fene Insert Layer Below

7 Arch3
T Play Madel
T Export Madel
E Archb Toggle Nodes

Promote Mode Effects

Edit Display Elements
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Seftings
Sequence settings

Info/Media

The Info/Media tab displays information about the sequence including the xLights release that was used to
create the sequence, the number of models saved, the Sequence Type (i.e. Media or animated), if media
has been specified then the name and location of the media file. The sequence duration, the sequence
timing and whether the media tags should be overwritten.

The sequence type, media file name or location, the sequence duration and whether media tags can be
overwritten can be changed from this tab after the sequence has been created.

Tip: To reduce the length of a sequence to match a

trimmed/reduced mp3 duration, even with effects done in it,
change the value of the sequence duration, delete tha fsaq file
and save the xml. The sequence will end at the duration specifiad.

Sequence Settings R N )

[ Info / Media | Meta Data I Timings | Data Layers|

Filename: D\Userstd228081\Documents\My xlights Sequences\20155equences\P10Testxml

AML Version: 4113 #Models: 4

Sequence Type:

Medi |f):\U sers\dZEQUSl\iJocu ment;\i\-"ly xLights Sequen ces\ZUiS Sequences\Sleigh Ride.m p3.
edia:

Sequence Duration:  182.230 [T] Overwrite Media Tags

Sequence Timing: |50 ms

Metadata

The Metadata tab enables the media metadata to be entered or updated. The attributes supported are the
author, email, website, song, artist, album, music url and a comment.

This information does not drive any functionality in xLights.

xLights will parse and retrieve the information from the media file. It won't update any information entered on
the media/info screen unless the Overwrite Media Tags setting on the Media/Info screen is ticked.

After updating any data Click on Done to Update.
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Sesence seving: P

Info / Media | Meta Data | Timings | Data Layers|

Author

Ernail:
Website:
Song:  AllTWant For Christmas Is You
Artist:  Mariah Carey
Alburm:
Music URL:

Comment:

Timings

The Timings tab enables you to create or import one or more sets of timing marks on timing tracks for the
audio of your sequence.

This screen is part of the flow when creating a new sequence or can be accessed via this tab at any time
after creating a sequence to add additional timing tracks.

Sequence Setings Y s
 Wizard | Info / Media | Meta Data | Timings | Data Layers|
Timing Grids | ‘

. |

|

| (]
]

| ]
1]

| |
1]

| ]
1]

| [ Don't Create Sequence ] ’ Done (]

New
Clicking on New will present you with a list of options. You can either select a fixed value such as 50 or 100
ms or select from one of the options in the list.

Mote: This component uses the VAMP
plugins to generate the timing marks.
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Sequence Settings

| Wizard | Info / Media | Meta Data| Timings | Data Laye:s|

o

-
Map Channels

S

Select New Timing Interval:

50ms

100ms
Empty

™ Bar and Beat Tracker: Bars

Bar and Beat Tracker: Beat Count

Bar and Beat Tracker: Beat Spectral Difference
Bar and Beat Tracker: Beats

Key Detector: Key

Key Detector: Key Mode

Key Detector: Tonic Pitch

Mote Onset Detector: Mote Onsets

Mote Onset Detector: Srmocothed Detection Function
Polyphonic Transcription

Segmenter

Tempe and Beat Tracker: Beats

Tempo and Beat Tracker: Tempo

Tonal Chanae: Tenal Chanae Detection Function

EqUENCE ] ’ Done

512

Selecting one of the options then presents a window where you can either select the defaults or change the
timing name or any of the plug-in settings. Click Ok and the audio track will be analysed and a timing track
will be created. You can then click New again to select another timing track (‘Beats’) to be created

¥

Sequence Settings U . - - |i|
| Wizard | Info / Media | Meta Data | Timings | Data Layers|
! _ ]
Timing Mame: Eiars]
Bar and Beat Tracker
Estimate bar and beat locations
Plugin Settings
Beats per Bar: 2 - U =5
4.0
ok || cance |
e ————
’ Don't Create Sequence l l Done

Click Ok and the audio track will be analysed and a timing track will be created. You can then click New
again to select another timing track (‘Beats’) to be created.

Click Done when complete.

xLights 2016.7

Page 148 of 172



é

Sequence Settings I I e i
| Wizard | Info / Media | Meta Data | Timings | Data Layers|
Timing Grids ‘ ‘
Bars E I
Beats E
| i
| -
’ Don't Create Sequence l [ Done ]
Import & Choose Timing file{s) &b —c
. A= b = Documents ! Sequences ~| Search d ights Sequ 5
The Import button enables you to import |® IR O s B S -
timing marks created externally for example | @7 e ®
. . B> Name Date modified Type Sz =
using Audacity or where you have created a E — ]f
timing track manually or wish to import one = . Al Want For Christmas Is You Inputs File folder o
. g™ \i Amazing Grace Inputs Id
from another sequencer in a supported C Ty = p—
format - = . Blue Christmas Inputs 26/05/2015 %12 AM  File folder
You will be presented with a window to
navigate to and select a file containing the
timing marks to import to the timing grid. ¥

This can be a text file (.txt), a LOR Ims file or
a LOR LAS file.

File pame:

LOR (*ms)
1 O3R ™ Lack

Select the required file, click OK to import the timing grid marks. If you select a LOR LMS or LAS file and it
has timing marks in it, you will be prompted to select the timing grid from within a window:

MO @E: P U

W p i BARE N

| =

,...—.ip Cheosz Tming Grid ta use fortiming import:
louse P
Unnamedl
S
or
iparkles
Inghtness|

Dene
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You can repeat this process to import another timing grid from the same file or from another file. Click Done
when complete.

Data Layers
When should you use the data layer to import effects ?

Typically if you have sequences from other sequencers such as LSP, LOR, Vixen, HLS that you wish to use
within xLights. The imported sequence is mapped very efficiently as a data image rather than individual
effects. After importing the sequencer you can:

e Save it (an .fseq file is created) and run it within xLights or via the Falcon Player
e Add xLights effects to new models via the sequencer
e Selectively override some of the effects from the imported models within xLights.

You cannot however ‘edit’ any of the imported effects directly. In order to do that see the Import Effects
function. The data layer embeds the CONVERT tab into the sequence. The process is used to convert an
incoming file from another sequencer into an *.iseq file. Therefore, Vix, Lms, Seq, and Hls data into an ISEQ
file.

This conversion is done in two places.

e When you a import a data layer
e When you press the ‘Render’ All button

Note: The purpose of ‘Render All' is to render all the effects and data layers to the sequence object without
saving to disk. The already imported ISEQ file data is used. If the source (‘LMS’, ‘SEQ’, ‘HLS’ etc) file is
changed, then you need to go to the Data Layer tab, click on that layer and select the Re-Import function.

Import

Before using this function, @ New  Togierce seting: IR
sequence should have been [~ |
created or an existing sequence e
Opened. +- Muteracker

Info / Media | Meta Data | Timings || Dats Layers|

From the Main Menu tab, select
Sequence Settings and then Data
Layers.

| l _Clo%e
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Click on Import, navigate to where

T E‘p 0co§

H . 3 3 13 3 H rl-'-- oo e i et =
your input file (‘LMS’, ‘LSP’ etc) is, ;‘!@%ﬂ(m
change the file type as required and | == =
select the file to be imported. Click | e [} s
ok. © W
.
1 i
C e
B Capane
[ .14
ca BATAD
ated b |
J.. — — -
on tasas m
B men B

On completion of the import, the

Data layer details and the number of

channels imported to the data later | = "o
will be displayed. The file has been b v s
| urge: DhhUsersie

imported/converted and stored in an

.iseq file. | Channel Offset: 0

\Documents\My xLights Sequences\Feliz Navidad Inputs\Feliz Mavidac

Data: <waiting for file convension>
MNumber of Channels: <waiting for file conversion>

|','| S .

! Re-Impornt

-

Delete

MULTICAST 75

The normal (and default) option is for the xLights ‘layer’ to be on the top and the imported sequence data
represented below it. When rendered, the data is rendered from the lowest layer upwards, so the xLights
effects will be rendered last. (Refer to discussion under Move Up/Move Down).

sequence Setting: WA W W i

| Info / Media | Meta Data | Timings | Data Layers

| ayers to Render
- Nutcracker
= Feliz Navidad_3.5eq

Sowrce: D:\Users\d228081\Documents\My xLights Sequences'\Feliz Navidad Imputs\Feliz Navidac
Data: D:\Users\d228081\Documents My xlights Sequences\20155equencesiFeliz Navidad_3.iseq

Number of Channels: 16334

- Channel Offset: 0
. T Sl
i
Delete Move Up Move Down i
il

Re-Import

|

On the Main Menu, click on the ‘Render All' button, after which the sequence can be played. Click on the

‘Save’ or ‘Save All’ buttons to save the sequence.

xLights 2016.7
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Tip: You must click Render All or Save the file
after the Import function is complete,
the data is not automatically rendered.

Tip: To view the details of the data that has been impaorted,
double-click on the model's row title to reveal the strands and then
the nodes. The imported effects are at the node laval,

Delete
Use this function if you wish to delete a data layer that has been created via the import function. Select on
the layer and delete.

Move Up/Move Down

While the most common use of this function is to import effects from a previous sequencer once per
sequence, you can import multiple layers to be rendered at the same time.

An example of this is where you may have two purchased LOR (or other) sequences for a mega tree singing
faces.

Or you may have xLights effects on a whole house model which you then want to be ‘overridden’ by the
imported data layer.

Using the Up/Down buttons allow you to determine which layer will take precedence over the others. The
highest layer will render last i.e. on top of the others and so forth.

Re-Import

Use this function, if you wish to re-import and overwrite an imported data layer. Normally required if the
source i.e. LSP, LOR sequence has been amended in any way and you wish to overwrite the previous
import without affecting any other effects that may have been added to the sequence within xLights.

Select the data layer and click on the re-import function, after which, functionality is the same as the Import

function.

Sequence Settings Render On Save

v | Render On Save The default setting is to render all the effects of all the models and
TooHcin Sie y  groups when saving the xml. If this setting is unticked (i.e. to turn off),
e , then it will only save the XML when you click Save / Save As, resulting

rf pacing in a very fast save operation. Then you can render using the Render All

Grid Icon Backgrounds * | button when you really need to create an fseq file or need to make sure
Grid Mode Values ¥ | what you are previewing is fully up to date.
Render Mode r
Effect Assist Window k

Reset Toolbars
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Tool Icon Size

This function enables you to change the size of the tool icons that are used to represent the effects on the

effects ribbon. Four options are available:

Settings | Help

Sequence Settings
! ¥ Render On Save
I_ Teool lcon Size
Grid Spacing
Grid Icon Backgrounds
= Grid Mode Values
d Render Mode
1 Effect Assist Window

Rezet Toolbars

Grid Spacing

Bl R

i R s . B G I

Small ALT-1
Medium ALT-2
Large ALT-3

Extra Large ALT-4

D arlrme.

This function enables you to change the size (i.e. width of each band) of the sequencer grid. Four options

are available:

2ETONGS | HElp
Sequence Settings

v Render On Save
Toollcon Size
Grid Spacing
Grid Icon Backgrounds
Grid Mode Values
Render Mode
Effect Assist Window
Reset Toolbars

Grid Icon Backgrounds

When an effect such as the Morph effect is placed
between timing marks (as an example over several
seconds long), a representation of the color
changes over time for that effect.

If you select Off, then the effect on the sequencer
grid will only show the generic effect icon and not
the colors. Not all effects have this difference.

v

A s AR
PHIH&IEII%

Small CTRL-1
Medium CTRL-2
& Large CTERL-=2
Extra Large CTRL-4

Sequence Settings
Render On Save
ToolIcon Size

Grid Spacing

Grid Icon Backgrounds
Grid Mode Values
Render Mode

Effect Assist Window
Reset Toolbars
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Grid NOde Values Sequence Settings & R ;h
This function provides the ability to turn off the effect displaying ¥ ?E”T:’O”;m ' N
colors at the node level. e S::in':e + Kimos 2813 Ployist 1
Grid Icon Backgrounds » | 1—"?-_00—1
Grid Mode Values v+ O
Turing it off improves rendering performance and is recommended Render Mode
where effects are only being dropped at the model level. The value ;”Ed:“z:‘“"i”dc'w
eset Toolbars

can be turned back on as required. Ll

Render Mode Sequence Settings ‘& T % Eﬁ ﬁ

v RenderOns = N 0
If the Render Mode is set to Erase (which S it v 1Y AL A RN

. — Tool Icon Size L4
s the default value), then the fseq file is
! ult value), q et mas 2013 Playlist 1

erased before every render. If set to Grid Spacing ¢
Canvas Mode, then the data in the fseq is Grid Icon Backgrounds » 13?03 I 1—5|»'3'3
not cleared before a render, rendering is Grid Node Values b
done over the old data. (| B s———
v Render Mode Pi v Erase Mode
Effect Assist Window r i Canvas Mode

Reset Toolbars

Note: If set to Canvas mode, deleting an effect will still

show when played until it is overridden with a new effect.
Imagine a 6 foot painting in which you paint over a 4 foot section.
The 2 foat original section is still visible, This is the how canvas mode works.

[ Settings | Help Effect Assist Window

Sequence Settings é e Q
AR Y.

v Render On Save

Always On will display the window in all

r
nm..'.a.. cases, Always Off won’t display the window

Tool Icon Size »
Giidl Spacing v L and Toggle Mode will display the window if the
it B b . 200 an effect supports it, else won't display the
i N | . window if the effect does not have this
; ;  capability.
Render Mode L Y T AT T RS
Effect Assist Window r | v Always On
Reset Toolbars Always Off
- - Toggle Mode
(=} —
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Reset Toolbars

The Reset Toolbar option, when selected will reset the Toolbars to the

default locations the next time xLights is started.

xLights 2016.7
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Help

The help tab contains two options within it. l Help ]

tab the user currently is on.

Pressing F1 displays a Help or information window depending on I | Content F1
. About

Selecting the About option display a window containing xLights
release information, websites, copyright and acknowledgements.

xLights 2016.7 Page 156 of 172



Chapter Six: Advanced Features

N
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Cowﬁgurivx@ Matrit Panels as Models

In this example, the setup consists of 8 P10 panels (4H x 2 W) driven via a Beagle Black Bone (BBB) with
an octoscroller running the Falcon Player (referred to as the FPBBB).

Define a model ‘P10Matrix’ (or any name of your choice) as a horizontal matrix.
Set # of strings = 64 (corresponds to number of rows), # of RGB nodes per string as 64 (corresponds to the
columns) and # of strands per string = 1. Starting corner = Top Left.

The start channel has been set to 11800 (this will vary for your channel configuration) and From Output is
set to 1. xLights will automatically calculate all the start and end channels on the right.

T —————————— = = :
ol —
el Mt Tl Saet Chaent Clustorn Wodet’ (3 0 rar
Degpley 21 Hiond Matre 3 it Eeud
Type of ey | RGE Plodiey = 1_ e Ll
T PR T
At ¥ of Segn 4 Y L
4 I 1587
* of ROD Modey por Tong &4 5 e LT
& 10 F
¥ of Srandy paw vy |
et b TS [ETE
Start Chamnel 11500 s From Output 1 8 1ad 11
% 1% 135
Statng Comer @ Top Left Top Faght m InsE FErsl
11 1o® 191
Homom Left Bartheem Baghet 12 amnd 14503
(4 AT PR
Bt ol ! +
Sy TR 1487
Whgstart Bratnarn J 0 1% jem 18879
Aoyt TR 48T
17 15361
o Comcel 4 e i Focm TR et
19 1 JLTT =

Tip: The starting corner must be set to Top Left,
irespective of how you configure or connect your panels on the BEB.

On the xLights Setup tab, what you define is not relevant as that information is not carried over to the
FPBBB. You must however ensure that the channel ranges are covered. Therefore you can define them as
E1.31 or define a block of channels of type NULL.

Note: If wishing to use the Falcon Player in Bridge mode, then the channels pertaining to your matrix must
be defined (as below) and match your model i.e. they cannot be left blank.
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Metwork Type  Post Baud Rate or E1.31 Univ Mum Chann... wlights/Vieen/FPP Mapping Enabli
EB]xn MULTICAST 30 512 Channels 11800 to 12311 Yes
E13 MULTICAST £l 512 Channels 12312 to 12823 Ves
El131 MULTICAST 32 512 Channels 12824 1o 13335 Yes
E131 MULTICAST 13 512 Channels 13336 to 13847 Yes
E131 MULTICAST M 512 Channels 13845 to 14359 Yes
Ei31 MULTICAST 35 512 Channels 14360 to 14871 Yes
E131 MULTICAST 36 312 Channels 14872 to 15383 Yes
E13 MULTICAST 37 512 Channels 15384 to 15895 Yes
E13 MULTICAST - 512 Channels 15896 to 16407 Yes
E13 MULTICAST il 52 Channels 16408 to 16919 Yes
Ein MULTICAST 40 512 Channels 16020 to 17431 Yes
E131 MULTICAST 41 512 Channels 17432 to 17943 Yes
E131 MULTICAST 42 512 Channels 17544 to 18455 Yes
E131 MULTICAST 43 512 Channels 18456 to 18967 Yes
E131 MULTICAST 44 512 Channels 16968 to 19479 Yes
E131 MULTICAST 45 312 Channels 19480 to 19991 Yes
E1x MULTICAST 46 512 Channels 19992 to 20503 Yes
E13 MULTICAST 47 512 Channels 20504 to 21015 Yes
E1n MULTICAST 48 512 Channels 21016 to 21527 Yes

BBB definition

On the LEDScape/Octoscroller LED Panel page,

Enable LED panel must be ticked.

Status Comtrol - - [

Start channel is 11800 — (This must .
match the model definition in xLights) e

. Ei1.31 B&BE LED P | Oth
The panel layout is 2 x 4. The channel s o

count is calculated. The vertical arrows [ - LEDscape/Octoscroller LED Panels |
correspond to the Up/Down physical Enable LED Panel Output: # Start Channel: 11500
: . | : nd < Thannel © E

setting of the arrows behind the panel. P1 e g e e lrannel Counts 1355
for each output is the panel that the SANA. . (mis mill savs changes 10 888 b 4 LED Pansls T
output from the Octoscroller is connected LED Panel Layout:

|02 @020
to. (p-3+| |pa=] ||

(02 " @020

ip-a v |p.|_ ] |

(010011 0|

[Pe3 | [pa =
On the E1.31 page, the Enable E1.31 CERL CEEL )
should not be ticked and no E1.31 e ot rumber
channel definition is required as E1.31 is SRR BrpnGl it oo phiydichl Sutpt

- Arraw O indicates panel orlentation, click arrow to retate.

not used to drive the panels — the output
is memory mapped.

Mote: If wishing to use the Falcon Player Bridge maode,
then E1.31 needs to be defined. Please refer to the Falcon Player site for details.
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Coming ovex from LOR

Running LOR Controller in DMX Mode

LOR to DMX Channel conversion

The following table describes the conversion of a LOR Unit id to a DMX address. As an example, if you have
a controller with a Unit id of 03, then when converted to run under DMX, the channel ranges will be 33 to 48.

LOR UnitID | DMX Address | LOR Unit ID | DMX Address
01 1 11 257
02 17 12 273
03 33 13 289
04 49 14 305
05 65 15 321
06 81 16 337
07 97 17 353
08 113 18 369
09 129 19 385
0A 145 1A 401
0B 161 1B 417
0C 177 1C 433
0D 193 1D 449
OE 209 1E 465
OF 225 1F 481
10 241 20 497
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Running LOR in DMX mode

The following diagram shows an example of how LoR controllers can be connected in DMX mode. Refer to
the table above of Unit ids to DMX channel conversions.

LOR in DMX Topography

This layout diagram shows an DMX
example of how LOR Contraller
controllers can be connected
in a DMX network

Note: The cable colours in this example are
based on the 568A standard.
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Used with permission from FastEddy (ACL)

You must use the LOR hardware utility to set the DMX start address on a LOR controller if the controller
doesn’t have on board channel selection.
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The next diagram shows an example of how LOR controller addresses are set in a DMX universe.
The controllers do not need to be physically connected in order of the controllers start address. The
controllers can be put in any order.

DMX Channel Setup Example

DMX Controller
3 Channels

DMX start Address: 35
Last Channel: 37

DMX
2" Dongle/Bridge

1 Universe
512 Channels LOR Controller
g 16 Channels

DMX Start address: 225
Last Channel: 241
LOR Channel ID: 0F

T i
g FYTH N

LOR Controller LOR CCR

DMX Controller 16 Channels 157 Channels
27 channels DMX start Address: 49 DMX Startaddress: 65
DMX Start Address: § Lastchannel: 64 Last Channel: 221
Last Channel: 34 LOR Channel ID: 04 LOR Channel ID: 05

Used with permission from FastEddy (ACL)

Convert a LOR LMS file to play using non LOR hardware
This section is based on a video created by Steve Giron

The item to be converted is a purchased 12 leg CCR tree sequence. The input file should be in LMS format.

Within xLights, go to the Convert tab and from there Select Convert, navigate to where the LMS file is and
select it. Select the ‘Show Verbose Channel Map’ attribute. ‘Click on Start Conversion.

Error messages are expected for the first run in the status window on the right side.

Scroll to top of error messages and look at messages that says “LOR Network”.
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2-LORVTSO DREANS OF FIREFLIES 12 CCR-no-star.lms
g LOR sequence

Channels fownd co far 1000

Track 1 tength = 14953 centiseconds

B vl . o

IG: channel 'CCRO4-PH-Red ' is unmapped
i channel CCRO4-P21-Green' is unmapped
ramnel CCRO4-PIT-Blue' i unmapped
G: channel "CCRM-P22-Red ' is unmapped
s channel CCROA-PS-Green' 5 unmapped
lG: channel CCRO4-P22-Blue' is unmapped

v rhannal TTCRBW-BI-Read © iz sinmmanned

The messages tell us that two networks are required:
One with zero channels — (this was a star where channels were deleted from), one with 1800 channels.
Go to the Setup tab and define these.

Setup tab

(Existing layout)

Metwork Type Port Baud Rate or EL31 Linn Mum Charm. b ights/ Vizen/FPP Mapping

EL31 b 510 Channels1 to 5L0

E13 b1 Channel: 511 t2 102

E131 3 510 Channels 1021 1o 1530

B3l 4 510 Channelz 1531 to 2040

£l 5 B C harmrels 2041 to 1550

EH f 51 Channel 51 le 3080

El31 T 518 Channels-3051 te 3570

E11
EH3H

oy

Charnels 3571 e 3600

4 b Channels 360] o 3634

Add two entries:
Network type of LOR, any baud rate, however the last channel must map correctly.

Then move them to the top using the green UP arrows.

Meswork Type Tort Baud Pate'or EL31 Linn it Chann, <L ights/ Vixen/FRP Mapping
. _:I‘:‘._ LR cong 152 i Channets 1 to @

LK LR i) LT Lhannels 1 te 1500
E13t 103101205 1 510 Channels 1300 te 2310
2131 10.50.1.206 2 510 Channels 23E1 1o 2830

| 31 10401206 1 3
El31 100,126
£131 10.90.1. 534

1 Channels &7 to d330

I=
LA
=

Channel 3321 1o 3540

Channels 3341 to 4350

[
Ln
r.

£141 10.10.1.400 o] hi Lhannels 4351 o 2550
E131 103101206 7 G100 Charrels 4861 Le 5370
=3l 10E0L 206 & 20 Channeis 5371 to 5400
£11] 10101400 3 = Channels 340 to 344
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Ensure that ‘Map Empty LMS Channels’ is not selected (else you may get errors as the CCR macros do not
have effects in them). Reconvert and it should convert with no errors.

Open the xseq file that was created and play it to view the effects on the layout window. You may
need to click on the ‘Render All’ button.

If you are not playing the sequence though LOR hardware, go back to the setup and delete the two
LOR entries that you added for the conversion, leaving your previous configuration as it was.

If you are using LOR hardware, then these entries will need to be correctly defined.
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Converting a LOR sequence and importing into xLights.
This section is based on a video created by Clyde Lindsey

First ensure that within LOR, all the channels for the controller have been defined and are in
sequence. Tools, Channel configuration will display an image similar to the following.

Tisck: [Track 1

L] Color  Devica Typa Hahael; Lirat Cingusd Sagunncy
[ [Pumpdin Dutine B [ioh 3 RemaCont »]  [Fegus
| [Erez0pmn I [0 Fama Cornct =] [Fegis
2] [Eyes Corant I (Lot Rama Corned =] [Feguis
. X [Top Mouls I [0 Rama Cortrch =] [Focis
X [Midde Mouth I [LohoRama oot v]  [Fregis
X [wide Mouh I [ Rama Contrcd =] [P
X [0 Mouth I [t Rama Cortrob v]  [Recuis
X [Nanow Maih I (Lot D Raena Cortrch =] [Foguls
X [Fumpkin I [k D Rama Contrcd =] [Feguis
| [Fumphin 1 I (oo Pama Cortrcd =] [Fegis
| X [Fumpen 1 B [CohiIRamaContred =] [Fegis
X [Purpkin ¢ B (o3 Rama Cortiob =] [Fecuis
] [Pkt B [0 Fama Cortrd =] [Fris
X| [Pusgking I [GohidPama Cortrch =] [Feguis
X [Fuphin? I [k Pams Corircl x| [
X! [Furphind B Ui Ramatotod 7] [Fegus

L=

E
Ledledlad Led Led Led Lef Lol o] Led o] Led Lo f Lo

I'_I'_l'_l'_l_uILILl'_L*_I*_I*_i;I;l'_I'_I'_
]
(E8 878 =R 0 § 0§ {8 ERRE { EN{ES U E | P EX {10 {£R

If there are any channels missing use the ‘Add Channels’ function to add the missing (unused)
channel.

1. Note that in the image, the Unit id is 03 and the Channels (Circuit) values run from 1 to 16.
However, referring to the LOR Unit |d to DMX channel mapping table Unit id 03 corresponds
to Channel number 33.
If Units prior to Unit 3 have not been defined, then you need to define them so as to ‘utilise’ the
missing channels.

Use the ‘Insert Device’ function to ‘Insert Device Above’ the current device (Unit 03) as a LOR 16
channel device — Unitid 01. Repeat this step and add another device - Unit id 02.

LPCTDLHNT _HECWESN _JULEIET | MOMETFSEN_MEOWNT -0 LEE  PRETERORAES LY LOBOORLINE™ |

Time Soale 1 | i i 1 n| i { Z. [
J mm ' '
Pumgin Outine
Eyes Dpen
_ Epes Conmtant.
Top Mouth
il Hame: [l
“Wwide Mouth = Inchude base urat D in charrs name:
0 Meuth Device: [LOR/CTE [16 Charrel] =]
,wm W Add 2 a group
. 7 Th ~ LORJ/TTE Settings
xLights 2016.7 Do -  wRagEMBE 6f 1720 i =]




-

Therefore Channels 1-32 (Unit 1 and 2) have been defined — even if not required in LOR, and
channels 33 — 48 belonging to Unit 03 are the ones that we are interested in.

On the xLights setup screen, the corresponding channels must be defined.

You can define it as a USB, with a network type of LOR, and set up the COM port (obtained from the
LOR device manager) and you will need to try different baud rates.
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i LOR contrallers attached to any LOR :lunyt..

Max of B channels at 3600 baud. .
Max of 48 channels at 57600 baud. pongimlL
Max of 36 channels at 115200 baud.
Run your controllers in DAY mode for higher throughput. ncingLATIY

M E1.31 e

Delete [ACoMI0
[WAComY
Deelete All |ACOR2
[\Acoma
[MACOMIE
| WACOMIS
[MACOM1E
[wACOMIT
[AcomMis
[ACOM1S
[ACoME0

However, there is sometimes a lag associated with the sequence when you use this option.

It is preferable to use a DMX (to E131) bridge if possible and then define the channels as E131.

Lighting Metworics
| Svesetup | |db| MetworkType  Pont Bsud Rate or E1.31 Univ  Num Chann..  slights/Vieen/FPP Mapping  Enabled
E131 MULTICAST 1 (] Chanmels 180 64 Vs

For the three devices were defined in LOR, only 48 channels need to be defined, but to preserve a
buffer for future use, an extra 16 channels corresponding to an additional LOR device, (i.e. a total of
64 channels) will be defined in Universe 1 as E1.31.
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Model Name  Small Treel Individual Start Chans
Display As [ Tree 360 | | | st | En
Type of String [Single Color Custom "] [ i1 l LS =

Actual # of Strings 1
# of RGE Modes per String 1 =

# of Strands per String .1

Start Channel 33 ik From Output: 1 =
Starting Corner () Top Left () Top Right
@ Bottom Left () Bottom Right

Part of my display [V]

Meodel Brightness G 0 :
Adjustment
First Strand for Export 1 :
Ok ] [ Cancel ] [ Appearance l [ MNames ] | Faces

Then you can copy the model, update the name (Small Tree 2) and change the starting channel to 34 and
repeat this for all 16 channels, increasing the start channel by 1 each time until the last one is 48.

Tip: If within the LOR Unit 03 definition, there are unused
channels, you do not have to create a model for that channel
or channel range. For example, let's say within Unit 03,
channels 10-14 are not used. In which case, you would create
8 Trees (1 -9), and then anather 2 trees (for 15-16). This is different to

the setup tab where you must cover the entire range of channels from 1 onwards.

The next step is to use the Layout tab to align the models (the Trees) as required. Save the model definition.

Import sequence data
Create a new music sequence, add timing tracks and add the models you have defined to the sequencer
tab.

Using the Import, Import Effects menu, change the ‘Import file’ file to LOR Music Sequence - LMS, navigate
to where the LOR LMS file is and select the file to Import.
On the Channel mapping screen, add all the xLights models — these will appear on the left hand side.

Do not select the Map by Strand/CCR option in this case.

Double Click in the Channel column — in line with the model name. You will be presented with a list of LOR
models (as identified by the labels in LOR). Select the channel and repeat for all the models.
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Save the mapping first, so that you can re-use it later.

Click Ok to start the process. After you which, click on the Render All icon and play the sequence.

Tip: If you were importing data from a Singing face where
your model has multiple channels, then you need to double
click in the Channel column, but against the node row instead.

Tip: The Convert tab has an option to ‘convert a LOR saquence

file with a "“Show verbose Channel map’ setting that will provide
details of the LOR to xLights channel mappings . You can simulate
a conversion and review the mapping details first.

Instead of using the Import tab to import the data as an editable effect, you can also import the data as a
Data Layer. The process is much more efficient, however you cannot directly edit the data after your have
imported it. That option has also been described in this chapter.
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Common Scenarios

Scenario 1

A user is still using LOR for 8 controllers this year. How should he set them up ? Should he run it in DMX if
the controller support DMX?

The general rule is that you can do 96 channels of LOR with xLights if the LOR controllers are in LOR mode.
In this case, put the LOR controllers in DMX mode and then xLights can do it all. The user can can import all
the LOR sequences, schedule them play them, edit them, etc.

Scenario 2
A user has an E682 and an E6804 running pixels and 2 CMB16 and 1 CMB24 controllers. How should they
be configured and connected ? Is a cross over cable required?

Plug in the USB, same com port that would be used, if running it from LOR. No crossover cable is required if
running from a LOR network. On the setup screen, add LOR channels via USB device. Put in at least 48
channels. Set the com port as required. After the LOR USB row, add in universes of 510 for the E68x
controllers.

Scenario 3
A user is using comm4 and the USB to ethernet dongle. How should they be configured?

Network Type — LOR, Port — COM4, Baud rate — 57600, Num channels (160 as example).

Note: Baud Rate of 250000 is for DMX only.

Scenario 4
A user is setup is a mixture of LOR and DMX Channels i.e. intermixed LOR -DMX-LOR-DMX.

LOR Controller 1, LOR Controller 2, LOR Controller 3, DMX Universe 1 ch. 1-126,
LOR Controller 4, LOR Controller 5, DMX Universe 1 ch. 127-183.

How should this be configured?

Option 1

Use Universe 1 for all the LOR and DMX channels.

Since the DMX is already set (channels 1-183), add an LOR entry with Universe 1 starting at 184 until the
last channel for controller #5 (16 x 5 = 90), for a total of 274 total channels. You can 'reserve' additional
channels should you need them later upto 510/512.

Option 2

Keep it simple with DMX - Universe 1, LOR - Universe 2 and then start with Universe 3 with the RGB
controllers.
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Tip: All the channels in LOR must be mapped exactly
including blank ones in between. Setup your AC LOR channels
first in XL4 and then start with your first prop in the
same order as your LOR sequences. Otherwise the convert
process will indicate that channels are unmapped.

Tip: LMS to xLights XML via Import Effects is done via
model mapping so channel numbers don't matter,
However, if using the LMS to xLights via Data Layer import option,
channel numbers nead to match models between
LMS and xLights configurations.

Tip:When imperting timing grids, xLights searches
the LMS file for a section called <timingGrids> which needs

to contain a subsection called <timingGrid> which must
contain an attribute called "type=freeform®. So, in case you can't

import a LOR timing grid, you can open your LMS file in
any editor that can view XML in a nice format like, Notepad++,
and search for some of those terms to see why your

timing grids aren't found inside the file,
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Online Support Groups

xLights has an excellent online support community.
The main dedicated forum is the xLights forum located at http://nutcracker123.com/forum

Another support group called Official xLights Support Group can be found on Facebook.
https://www.facebook.com/groups/628061113896314/

Other online artefacts include:

e The xLights Wiki
http://www.nutcracker123.com/wk/index.php?title=Main_Page

e xLights Tutorials
http://www.nutcracker123.com/wk/index.php?title=Tutorials

e xLights FAQs
http://www.nutcracker123.com/wk/index.php?title=FAQs

xLights 2016.7 Page 172 of 172


http://nutcracker123.com/forum
https://www.facebook.com/groups/628061113896314/
http://www.nutcracker123.com/wk/index.php?title=Main_Page
http://www.nutcracker123.com/wk/index.php?title=Tutorials
http://www.nutcracker123.com/wk/index.php?title=FAQs

