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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 PLayder.

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 THe FILe TO seauenceil seauencez,
seauences, seauence4q.
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What's New

New Content

This section highlights the content that has been included or updated in this release of the
manual.

1. Updated the Lighting section - moved the Save Setup description to the end.

2. Added an end to end configuration example (xLights, FPP and Controllers) in the Setup section.
3. Updated the Layout section - the functionality has been re-written in Release 2015.14.

4. Models are bounded by three points or two points with green and blue dots to indicate the beginning
and end of the model.

5. Whilst aligning models on the Layout, a red and blue line appears to indicate horizontal and vertical
alignment.

6. Models can be deleted by using the Delete key or by Ctrl X on the Layout screen.

7. An Undo function (Ctrl Z) has been added to Undo the Layout changes or new model creations on
the Layout screen.

8. A new model type ‘Icicle’ has been added.

9. Added a section on obtaining a csv file of the details of all the models .

10. The Single Line model has been enhanced such that the model is drawn from the start position to
the end position, using green and blue dots as visual aid.

11. Updated the Piano effect - the effect has been re-written.

12. Replaced all screens due to the change in the layout tab

13. Updated the Getting Started section with the new Layout functionality.

14. Updated the Testing screens - the screens have an ‘Output to Lights’ attribute added.

15. Updated the Windows, Perspective section (no functionality changes).

16. A new Edit Menu has been added. All affected Menu screens have been replaced.

17. Updated the Layer Blending section (No functionality changes).

18. Functionality to Paste by Cell (in addition to the existing Paste by Time option) has been added.
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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 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
1.4 Updated to release xLights 2016.9 03-2016
15 Updated to release xLights 2016.13 03-2016
1.6 Updated to release xLights 2016.19 04-2016
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Chapter Two: Quick Start Guide




Getting Started

This section describes the steps required to install and use xLights for the first time to create a sequence.
The details of each step are covered in the respective sections covering that functionality. The examples use
a Windows operating system but the process would be similar for a MacOS though the installation screens
will look a bit different.

1. If you already have Audacity running on your computer, then it is likely that you would have also
installed the Queen Mary VAMP plugins which are used used by xLights. Otherwise, it is recommended
that you install those plugins as described in the Installation section. You can however proceed without
installing them and install them later.

2. Download and install xLights, selecting the defaults.

& Setup - xlights o= & Setup - xlights n i

Select Destination Location
Where should xLights be installed?

Ready to Install
Setup is now ready to begin installing xLights on your computer.

Click Install to continue with the installation, or dick Back if you want to review or

Setup will install xLights into the following folder. e

To continue, dick Mext. If you would like to select a different folder, dick Browse. Destination location: -
C:\Program Files\xLights
Browse...
[—/ Start Menu folder:
xlights

Additional tasks:
Do you want to create desktop icon?
Create a desktop shortcut

Atleast 91.5 MB of free disk space is required.

Mext = Cancel < Back ][ Install J[ Cancel

Installation options are further described in Chapter Three: Installation.

Defining the Show and Media directories

When the installation has completed, depending on your option selected, xLights will automatically launch or
you can double click on the xLights icon / program to launch it.

Directories

Show Directory: Change ‘ {Show Directory not set} 0
A

You should be presented with the
following screen:

e . . Media D s | Chi <
If this is the first time that you have "0 [ e =
installed xLights on the computer ,  igingNewors
then yOU need tO deflne the ShOW Save Setup Network Type ~ Port BaudRateor E131 Univ ~ Num Chann..  slights/Vixen/FPP Mapping  Enabled  Description

and media directories.

Click on the Change button to select

your show directory. The show
directory is the location where your bt
xLights xml files and your sequences
will be created.




You will be presented with a screen to
navigate to and select the directory folder.
You can also create a new folder and
then select it.

The next step is to select the location of
your media files (mp3, mp4 etc). You can
keep your media in a separate folder or
use the same folder for both. Most people
use the same folder.

To use the same folder for both, click on
the Lock icon .

xLights will then set the media
directory/folder to be the same as the show
directory.

To select a different media folder, click on
the Change button next to Media Directory
label and follow the same procedure. You
may have to click on the Lock icon to
enable the Change button.

Network definition

m BETA (Ver 2016.12) Mar 10, 2016
- S

File _Playlist_View _Audic _Import

Settings _Help

£, Select Show Directory

S

Organize =

fa a4

<« DATA (D) » xlights » 201GSequences  ~ |43 || Search 20

New folder

- Mame z Date madified Type
i Libraries

=) Documents Mo items match your search.

&' Music

=) Pictures

B8 videos
*& Homegroup E hts/Vixen/FPP Map
/% Computer

& ACER(C)

s DATA (D)

= LEXAR (F3)

-«

- i r

Folder: 2016Sequences

Select Folder | [ Cancel

File Tools Playlist View Audio Import Settings Help

BEO® | g Fi At @BO
? EILIE N S a2 =

Papagayo | Sequencer
A\20165equences ﬁ
A\20165equences | <7

Network Type  Port

Setup, | Convert | Layout | Schedule

Directories

Show Directory: | Change

Media Directory:

Lighting Networks

Baud Rate or EL31 Univ

|

Num Chann, Lights/Vixen/FPP Mapping  Enabled  D.

S|
@

Add Ust

'

Add EL3L

;

t

dd Null

|

Change

;

Delete

Delete All

!

The network definition section defines the Universes that you will use and the channels within each
universe. It is only used when outputting data to the controllers and can easily be changed at any time.

You do not have to define any network when you start , but you will need it defined before you can test any

effects on physical lights from within xLights.

If you do want to define the network details at this stage, select the Setup tab and define a default network.
The actual network does not have to be correct as you can change the details later without impact to other

components.

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 which is the most common type.

Click on the Add E131 button:

Select Multicast,

Starting Universe # = 1,

#of Universes = 10,

Last Channel = 512,

and press okay.

The Description attribute can be left blank
at this stage.

AaAn @O

xLights/Vixen/FPP Mapping  Ensbled  Description




B, ulights BETA (Ver 2016.13) Mar 15, 2016

This will create 20 universes, each of e s s wen awic imper setng: o — —
512 channels starting from Universe 1 = = SRS = 2B B8O Y
to Universe 20. The start and end e ol s fosne s
channels are automatically calculated ... e [ e | oumssame F‘

and displayed in the last column. M Biector [ Chonge ] DAo06equences |0

Lighting Networks

Cllck on Save Setu p to save the ‘ Swesewp | [f)| NewokType Pt BaudRateor E131 Univ Num Chann..  sLights/Vixen/FPP Mapping  Enabled  D..
—_|an MULTICAST 1 512 Channels 1 to 512 Vs
network created. | agauss | [#] an MULTICAST 2 512 Channels 513 to 1024 Yes
— E131 MULTICAST 3 512 Channels 1025 to 1536 Yes
‘5 Add ELIL ‘ E131 MULTICAST 4 512 Channels 1537 to 2048 Yes
£131 MULTICAST 5 512 Channels 2049 to 2560 Yes
[ Adanan | E MULTICAST 6 512 Channels 2561 to 3072 Yes
£131 MULTICAST 7 512 Channels 3073 to 3584 Yes
‘ Sheno ‘ E131 MULTICAST 8 512 Channels 3585 to 4096 Yes
[ E131 MULTICAST 9 512 Channels 4097 to 4608 Yes
£131 MULTICAST 10 512 Channels 4609 to 5120 Yes
[ oeean | 3 MULTICAST 1 512 Channels 5121 to 5632 Yes
oS e 31 MULTICAST 12 512 Channels 5633 to 6144 Yes
131 MULTICAST 13 512 Channels 6145 to 6656 Yes
3 MUITICAST 1 512 Channels 6557 to 7168 Yes
aw' 15 512 Channels 7169 o 7680 Yes
131 MULTICAST 16 512 Channels 7681 to 8102 Yes
€131 MULTICAST bt 512 Channels 8193 to 8704 Yes
131 MULTICAST 18 512 Channels 8705 to 9216 Yes
E131 MULTICAST 19 512 Channels 9217 to 5728 Yes
131 MULTICAST 2 512 Channels 9729 to 10240 Yes

Layout and Background Image definition

The next step is to add a Background Image for your House Preview Layout.

Click on the Layout tab. You will be presented with the list of Model definitions on the left (currently empty)
and the House preview (shows up as black as no picture has been loaded).

File Edit Tools Plafist View Audic Import Settings Help

0@ : : e @doQ

| =8 =l H

Setp | Convet | Layout | Schedule  Papagayo | Sequencer

View: My Display -

Medel Groups |

ESilmEs

3ackgiound image [ DiLights\20165¢

il
Width 1000
Height 450
Srightness 0

Overlap checks enabled

Modes | [ save

You can proceed without a picture of your house / yard and add this in later.

Or you can select an image from any location. Click on the Background Image prompt and browse to and
select your image.

The resolution of the image depends on the screen resolution and size of your display, but itis possible to
adjust this to fit your display.

Use an image approx 1000 * 550 as a starting guide.



Gle Edit Tools Playlist Niew Audio Impert Settings Help

FOe ; : R @809

| 3 =8 =) a
Setup | Convert | Layout | Schedule | Papagayo | Sequencer
View [y Display  +
Model Groups

ol Sulnks

Fill

"
Height 450
Brightness 7

] Overlap checks enabled

s

Change the Width and Height attributes until you are happy with the image coverage. You can also adjust
the Brightness value to ‘dim’ the light appearance.

Note that the image background, size and appearance does not drive any xLights functionality, but is more
for the user to have a visual representation of where his or her models are and what they look like on the
canvas.

Click on Save to set the image details.

Window Definition

Click on the sequencer tab. The following window will be displayed.

Fle Tools Playlist View Audic [mport Setiings Help

HBO& AAN @00 Y

i \ ElL] = My -]

Setup | Convert | Layout | Schedule  Papagayo | Sequencer

Hodel Preview % | Effects X Color % | Layer Blending X Layer Setings

Morph & Default

Jlml | 5'1 D D D D ; Normal
8 - .

£ m b 4 n )

None

View:

Time:

House Preview

Effect Assist

Effect Setings X

Update (5 | [l

There a number of windows on the left of the Sequencer Canvas (Model Preview, House Preview, Effect
Assist, Effect Settings) and on the top of the Canvas (Effects, Color, Layer Blending and Layer Settings).
This is currently the Default Perspective.

If you have a single monitor, you can close the windows that you may not use straight away or if you have
multiple displays , then you can drag and rearrange them.



The next image shows the

. £, xlights BETA (Ver 2016.13) Mar 15, 2016 =
common WlndOWS kept File Tools Playlist View Audio lmport Settings Help
open, moved to the left, |=me : ; A @BO Y
and the less common ones | | L =il a

have been Closed. YOU can M::‘Jsrm::nvert Layout | Schedule | Papagayo :tq‘:tn‘(er
however arrange the =
windows in any fashion.

Time:

Color X

W EE

Effect Sefings

Update (F5) ‘ ]

= = B = T & T ==l

The rearranged windows must be saved as the default perspective so that it is loaded in that fashion
whenever you open xLights. Click on View , Perspective and then Save Current.

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

Model Definition
In this section, we will define a Model, a Model Group and add the model to the Model Group.
Model and Model Group definitions are persistent, are to be defined once and can then be used in all your

sequences.

As an example, | am creating an Arch model and will call it ‘Arch 1’. The arch is about 2.5 metres long and
as such is made up of 25 RGB pixels.

Click on the Layout tab, then click on the Arches icon. The selected icon will have a blue square around it.

Then CI|Ck anywhere on the Canvas Setup | Convert | Layout !Schedule; Papag?yo; Sequencerﬂ_

An image of an arch will be displayed ~ View[myspy -]
and an Arch model called ‘Arches-1’ [ Model Groups |
(the default name that is assigned to — P———
the model may be slightly different) |, : e
will be created with a default set of R P
attribute values. = Arches

# Arches 1

Modes Per Arch 25
Lights Per Mode 1
Arc Degrees 180
Starting Location Left
Start Channel 1
Strand/Node Names --Click To Edit--

Faces --Click To Edit--
Dimming Curves --Click To Edit--
In My Display |

8



The start channel is 1. (You can change this later). Change the Model name to ‘Arch 1’ or anything of your
choice. Update the Nodes Per Arch value to 25. The end channel (75) will be calculated by xLights.
If you are adding a second model, ensure that the start and end channels do not overlap with other models.

Tick the ‘In My Display’ so that it appears on the House preview window.
Use the blue dots round the image to shrink it, rotate it if required and move it to the desired location.

The green dot indicates the start of the model and the blue dot (right bottom) indicates the end of the model.
When it is aligned horizontally , a red line is displayed between the green and blue dots.

| Setup ! Comrert% Layout iScheduIe I Papagayol Sequencer |

View: | My Display i
Meodel Groups

Element Mame Start Chan

1 [ i

=1 Arches
# Arches 1
Modes Per Arch
Lights Per Mode 1
Arc Degrees 180
Starting Location Left
=} Indiv Start Chans &)
Start Channel 1
Strand/MNode Names --Click To Edit--

Faces --Click To Edit--
Dimming Curves --Click To Edit--
In My Display &

[ String Properties
# Appearance

' Sizeflocation

The Arch 1 image has now been moved to the bottom left location against the fence and has been reduced
in size.

Click on the Save button (just below the Models button) to save the work that you have done so far. This
includes the Model definition and its position on the Layout.

Model Group Definition

The next step is to define a Model Group. You can work without using model groups . You can also do this
at any time later , but it is good practise and most useful later to have each model part of a group.

Click on the Models Group button. The list of Model groups will be displayed (currently empty). Click on the
Add button.



[ setup | c:.m.rert[ Layout | Schedule | Papagayo | Sequencer |

View: | My Display T

4

(EX|
L]

[£]

I Model Groups I

Element Mame

I

MName

Arches

# Arches

Modes Per Arch

Lights Per Node

Arc Degrees

Starting Location
s ans

Start Channel

Strand/MNode Names

Faces

Dimming Curves

In My Display

String Properties

Appearance

Size/Location

Start Chan

Arch1

1
25
i

End Ch: *

--Click Te Edit--
--Click Te Edit--
--Click To Edit--

il

[ Overlap checks enabled

| Models |

| Save

7] All Models

Preview layout saved

Enter a Model Group Name. | have called it ‘All Models‘ . Every time | add a model, | will add it to this
Model Group. A model can be part of more than one model group.

Select the Attribute to the left of the Model Name. This will ensure that when the ‘Selected Groups’ Layout
View is used , all models that are part of this group will be included.

Setup | Converl | Layout | Schedule

o

e
Arch1 1

Backars
Fill
Width
leight

S E.
s

ound Image

Brightness 70

[ Overlap checks enabled

Models [ seve |

BT

Papayays

TUE [l :

Seques

VT Al Models.

Next add the models that are
part of the Model group to the

Group,

by selecting

the

model and using the arrows
to add to the model group
window.

Click on Ok when complete.

File Edit Tools Playlist

BOe

View Audio Jmport Settings  Help

Model Groups

Setup

View: [
E All Models .
Defaut Layout Mode: [Grid 35 per preview -
El
Mas Grie Size: 400
Arch1
Add o Group: Models in Group:
B Arch1
Fill —
Wid €
Heig —
Brigh .

Edit

)|
.

) [emove ] [0

[] Overlap checks enabled

Save

B Aa® 880

10

D:\Users\d228081\Documents My xLights Sequences\ 20165



Click on Save to save the Model
group updates (and all changes to the
layout, models or model groups since
the last time this save button was
clicked on).

This completes a definition of a single
model ‘Arch 1’ that is an ‘Arches’
type of model, is part of a Model
Group ‘All Models’, that is to be
displayed on the Layout display. The
model image has been resized and
placed against the fence in the layout.
The next step is to create a new
sequence.

Creating a New Sequence

File

Click on the New Sequence
icon and from the following

Edit Tools

Sequence Settings

Fle Edit Tooks Ployist View Audio Import Settings Help

B0 a8 0809
1

Setup | Convert | Layout | Schedule | P

=)

View: My Display.

Model Groups

Playlist View Audio Import Settings~ Help

8,

@To

~ .

screen, select Musical
Sequence.

{Wizard [ Info / Media | Meta Data | Timings | Data Layers

“Muasical -
Sequence

Don't Create Sequence | | Dane

Off
Select the media file for the ® L1 & 4®‘ “ @90«
audio. The most common file = e e - . e =3
used is a Constant Bit Rate .| & Choose Auofie
(CBR) mp3 file. (05« Wy » isssqences it <[ 4p][ = s
Orgenize v Newfolder £+ @
£ Documerts 4 Name 5 Date modified
= B Ve Backup.2 M

ffect Sett

Images 2016.14
—.‘ Sleigh Ride
) Homegroup e
‘HEH'\ type: MP3 Format Sound

[l Vi
"" Computer  Length: 00:03:02
& osic
a DATA (D)
9 DVD RW Drive (E) E895%
(s Local Disk (Q)

-4 11l b

File name: | Sleigh Ride

FPP Audio files

Open | Cancel |

- -

lodel Preview

11



Select the frames per second
(FPS) - 50ms is the most

File Edit Tools

EO&

Playlist View Audio

Import  Settings Help

-~ -

Sequence Settings

commonly used one.

Wizard [Info / Media | Meta Data | Timings | Data Layers|

e =)
40fps (25ms)

20fpsR(50ms))

10fps) (100ms)

smallest divisi
sultin larger fi

ure choose 20fps

Don't Create Sequence | | Done

Hodel Preview

B xLights BETA (Ver 2016.12) Mar 10, 2016

A oD O K

Click on Timings to create |[== e
Timing marks. If you forgetto = | SIL =n =

do it at this stage and move on

House Previ| Sequence Settings -

to the next screen, you can
always create timing marks

Import Data (Optional):

I [ wierst [inte / Meia | meta Dmt T.mmgsl Data Layers

‘ EEglﬁ J{3Eme

later by accessing the Timing I

menu via the Settings menu.

[ Skip >>

ALy

T

Conductor

| Don't Creste Sequence | [

Done

£ alights BETA [Ver 2016.13) Mar 15, 2016

Click on New to create a new

Fie Tools Playlist View

BHO®

AudioJmport_Settings Help

Timing Marks Grid.

aan@do0y

Sequence Settings

T =

Setup

| Wizard | Info / Meia | Meta Data | Timings | Data Layers
Opel B

Timing Grids

Select]

Preview

etsize | [ Image | [9)Fil Background  Brightness:

Archl

=

Overlap checks enabled

T

T
Model Width $2

U
Model Height 100
0]

Model Rotation 0

U

12

[ Don't reate Sequence Dane




If the QM Vamp plugins have

not been installed then yOLI ﬁ. xLights BETA (Ver 2016.12) Mar 10, 2016

Eile  Playlist View Audic Import Settings Help

will be presented with the | _ @
following options only. In which |~ % o e e — 7
=] = By o i O S LA
case select 50 ms and 5 . i =
B Setup | Test | Convert | lavout | Schedule | P s er
continue. You can add New Or [y ec el Sequence Settings &
add|t|0na| Tlmlng Mark Intervals ; |Wizard IInfoJ’ Media | Meta Data| Timings |Data Layers
at any time later. |
y MNew Timing &
Select Mew Timing Interval: =
e
Color [ oK 100m: fancel |
[ Ermpty
Effect Settin]
[ Don't Create Sequence ] I Done
E =
T il
If the QM Vamp plugins have File Edit Tools Playlist View Audio Impertt Settings Help
not been (correctly) installed, HE e [y @
then you will be presented with - B i [ scquence serting: " P K2 ).
a number Of dlfferent optlonS' _AS:;,EIE |W|Zard IInfcur Media | Meta Datal Timings |Data Layersl
MNew Timin &J
You can also add new or 2 =
g . . . elect New Timing Interval:
additional Timing Mark grids at =
any time later.
100ms
= Em
g Earpatr::rd Beat Tracker: Bars
Bar and Beat Tracker: Beat Count
Bar and Beat Tracker: Beat Spectral Difference
D Bar and BeatTracker: Beazsp t
Key Detector: Key
Key Detector: Key Mode
Key Detector: Tonic Pitch
MNote Onset Detector Note Onsets
’ MNote Onset Detector Smoothed Detection Function
Effect Set Polyphonic Transcription ence.
Segmenter fe not sure choose 20ips.
Tempo and Beat Tracker: Beats
Tempo and Beat Tracker: Tempo Don't Create Sequence ] [ Done
Tonal Change: Tonal Change Detection Function
Off " Tonal Change: Tonal Change Positions
|
SeIeCt the Beats Tlmlng File Edit Tools Playlist View Audio Import Settings Help
Interval. B - v
EO® " = A |
(You can select any one - but lm—l— Sequence Settings ~— » » | =
H : Set d  EETCT—
this is one of the common 8 3 [\iuq info/ Media | Meta Data| Timings | Data Layers
timing marks used).
New Timing @
e .
Then Click Ok. Select New Timing Interval:
I?E‘»ar and Beat Tracker: Beats | vl
—
I QK I Cancel
Color

Effect Sett This option defines the smallest division in the sequence.
Higher FP5 options result in larger file sizes. Ifyou're not sure choose 20fps.

Don't Create Sequence | Done |

FF =110

13



Leave the default values on this
screen and click OKk.

& slights BETA (Ver 2016.13) Mer 15, 2016

File Tools Playlist View Audio Jmport Seitings Help

D i - 0O
EL& A8 %i8d0Q
Sequence Settings w“ . » [ x
Setup || [T = =
| Wizard | Info / Media | Meta Data | Timings | Data Layers|
Ope
W B = = Set Size ] Fill Background  Brightness: 0
=t Barand Beat Tracker
Estimate bar and beat locations
Preview
Plugin Settings
E.. .
20 = 160
Archl Beats per Bar: J
4
01 - 1
Apha: J
09
500 () 200 |
Tempo Hint (BPM): )
1200
[ Overop checks enall{  Cansrain Tempo:
Models
save

Model Width 9.2

You can click on ‘New’ again to
add an additional timing mark if
you wish or click on Done to
move on to the next step .

(This example clicks on Done).

Adding Models to a View

If you not already on the
Sequencer tab, then click on the
Sequencer tab. The timing mark

E

0

Model Height 100
)

Model Rotation 0

U

ile  Edit

Sequence Settings

Tools

Playlist

View Audic Import Settings Help

e -

| wizard | info # Media | Meta Data| Timings | Data Layers|

Timing Grids
Beats ==
l
Import
E
Effect Seta This option defines the smallest division in the sequence.
Higher FPS options result in larger file sizes. If you're not sure choose 20fps.
Don't Create Sequence | | | Done
& alights BETA (Ver 2016.13) Mar 15, 201
File Tools Playlist View Audio Import Seftings Help
E: D g i & A A : 4 8]
ERerdg > wmwe Anbs s ASE[RE]S 00047
AUNER IRCEmEOSOEHRRS ML Y REDD SN/ B REnc M
Setup | Convert | Layout | Schedule | Papagayo | Sequencer
House Preview X \iews: 12400 12600 12800 1200 13200 14

grids that you have created will be
displayed on the left side of the
sequencer canvas.

Ensure that the ‘Beats’ timing grid
is selected. Use the zoom buttons
to zoom out or in.

The next step is to add the
required models to a View so that
the models are then available to
place effects against. Each
sequence has a ‘Master View’ that
is automatically created. The
Master View defines a list of
models that are specific to that
sequence only. For this example,
we will use the Master View.
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Tip: It is worthwhile creating another View that contains all your models (or a common set of
models) which can then be used in all your sequences so that they do not have to be added

each time.

Right click on the Timing grid names
(in the area highlighted on the
screen).

Select the Edit Display Elements
option from the pop up window.

Select the Master View from the top
window. From the lower window
select the Beats timing and Click on
Add.
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Select the ‘All Models’ and ‘Arch 1’
models.

Click on Add.

Click on Close when done.

Back on the Sequencer tab, select
Master View as the view to be used if
this is not defaulted in.

The ‘Beats’ timing mark and the ‘Al
Models’ model group (which were
defined as part of the Master View in
the previous two steps) are then
displayed.

Model groups are identified by a
small group icon after the name.

If you double Click on the name, it
will expand and show you the models
that have been defined as part of the
Model group - in this case the ‘Arch
1" model.

Double Click again to collapse the
Model Group.
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Adding Effects Against a Model

Select an effect (in this case the Plasma effect) and drag it onto the grid in line with the ‘Arch 1° model.
This is effectively placing the effect against the model. You could also place it against the Model Group -

(one line higher), in which case it applies to all models under the Group.
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You can grab the edge (in purple ) and drag it to the right to stretch.

Note that the effect shows in the Model window and in the House Preview window.

You can change attributes via the Effects Setup Window. For example, change from ‘Rainbow’ to ‘Palette’.

This window can be dragged out to a another location and expanded. The windows will resize.

You can change the color of the effect, by selecting a different set of colors from the Color window.

Use the highlighted keys to start, stop pause, rewind and play again.
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As the sequence plays, you can see the effects on the House Preview screen.
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Select the Bars effect and drop it on the sequencer grid against the ‘Arch 1’ model. Play the sequence and
observe the effect in the Model Preview window and House Preview windows.
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Saving the sequence

Click on the Save icon to save the sequence.

Since this is the first time that the sequence is
being saved, the Save As dialogue box opens
for a file name to be provided.
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Tip: Any model created or changed must be saved first, before it becomes available to be seen
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.
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Backup and Exit

Click on the File Menu. The drop down list has options to backup files, Close the sequence and Quit xLights.

Click on the Backup option (or press F10).
The backup process will copy all xml files
from your show directory only.

A message is displayed indicating the name
and location of the backup files.

Press OK to accept.

Then, from the file menu again, click on
Close Sequence.

Then click on Quit.

If the following message is displayed,
xLights has detected that there has been a
change to the Model or View definitions that
has yet to be saved. Click on Yes to save.
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If you have a set of lights connected to your controller, you can test them directly via xLights. Open the
previously saved sequence if it is not already open.
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Ensure that the channels and universes configured on your controller match your xLights definition. As an
example define 512 channels on Universe 1 and connect a string of lights to that output .

Then select the Test option from the Tools menu.

You will be presented with a screen
that shows the controller and all the
channels configured via the Setup
Tab. You can select the channels
you want to test or in this case
select the controller which then
selects all channels. To display
Model groups or Models instead,
click on the small arrow at the top
left (highlighted).

Select the Output to Lights attribute.

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.

Click on backGround Only and
move the sliders up

Or Click on RGB lights and select
RGBW.

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

Downloading xLights

Windows
Macintosh
Linux

Installing

Windows
Macintosh
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Downloading xLights

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

Installing

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 sequence 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 e i —
save to any location on your Windows PC. e B e Ecioogs Wilkimrrd
2. Double click on the downloaded executable. i e i o o 4 1

3. The xLights setup Window will be displayed. o v i o e s o

4, Click on Next. s e ey

5. 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 e o

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

2. Drag the newly created folder containing the xLights
application and associated files to the location of your choice.

i i' g

The xLights application software folder is created in the same xLights- ‘xLights-
directory as the downloaded file. MAC-....20.tar MAC-2016.20

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)
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Chapter Four: Tabs

Setup

Directories
Show Directory
Media Directory
Lighting Networks
Add USB
Add E1.31
Add NULL
Change, delete or Delete All
Save Setup
FFP Setup
End to End Examples

Convert

Layout

Models

Model Groups
Moving Objects Around

Aligning Objects

Schedule

Running the Schedule

Papagayo
Coro faces option
Images option
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Sequencer

Windows
Timing Tracks

Models

Play Model
Export Model/Render and Export Model
Import Model

Render All
Rendering order
Timeline and Waveform

Views

Effect Presets
Adding an Effect
Changing an Effect

Selecting Colors
Single Channel Colors

Moving and Stretching Effects

Copy, Paste, Delete Effects

Copy Row
Undo Effect

Selecting Multiple Effects
Create Random Effect
Pixel Editor (Matrix Drawing Tool)

New Image
Load Image
Save As
Copy/Paste
Playing a Movie as an effect
Windows
Macintosh

Shortcuts

Layers
Layer Blending - Morph
Layer Blending - Mix Slider
Layer Blending - Persistent
Render Style
Blur
Singing Faces
Model definition
Coro Faces
Single Node (Coro Faces)
Matrix
Node Ranges
Timing Tracks
Importing Phrases
Breakdown Phrases
Breakdown Words
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Setup

Cu:rrwert 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 Setup | Convert | Layout | Schedule | Papa
xLights sequences, pictures, and user configuration files |

. Directories
required to run the sequences are kept. When a sequence
(-xml) is saveg and a binary f.|Ie (.fseq) ren<.1erled, both files S arelone P Di\Users\c
are created in the show directory. This is the same
location where xLights configuration files can be found and M D Cani Di\Users\c

the default location where the program will first prompt for,
or look for files pertaining to several functions of xLights.

Media Directory

The xLights Media Directory is where the required audio (.mp3 or mp4) 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 when creating a new musical
sequence.

The user can however, browse to and select a media file from another location. After which, the media
location and name is as specified, and is saved in the sequence xml file.

If whilst opening the sequence, the media file cannot be located as specified in the sequence xml, xLights
will look for a file of the same name and type in the media directory.

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.

' &

= =

(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 is 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.
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 sequences from
the Show Directory of the previous year.

26



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.

In some cases if you copy your show directory to another location or drive xLights may still be able
to successfully locate image files despite the absolute reference.

If you have a show folder c:\show and you move it to e:\xxx\yyy\show it will seamlessly work as long
as all the files your sequence needs are in the show folder or one of its subdirectories. Anything
located elsewhere will not be seamlessly moved but if they are still there they will be used.

This is useful if you are moving your setup to a usb or drop box.

If however you move it to c:\\show_old and try to set that as the show directory, then the files wont

be referenced.

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. Or you can chose to not define any network information at the beginning
until you wish to test from within xLights.

Add USB

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.

Show Directory: Change Di\User

D:\Uses

Lighting Networks

e Network Type
E131

Add USB F131
E131

Add E131 e
F131

Add Null 20

E131
E131
E131
E131
E131
E131
E131
E131
E131
E131
E131

Change
Delete

Delete All

rEEel
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Network Type (protocol)

DMX controllers (or LOR or D-Light controllers in DMX mode)
attached to an Entec DMK USB Pro, Lynx DMX dongle,
DIVC RPM, DMXking.com, or DIV Blinky dongle.

Last Channel shauld be 512 or less, unless you are using
a DIY Blinky dongle (in which case it can be up to 3036).

Connection Details

Baud Rate
Last Channel (3/rgh)

Description

USE Setup pa— @”

f\Vixen/FPI
1 to 94
195 to 554
1555 to 847
1848 to 130
1304 to 18
1816 to 22
12328 to 24
12451 to 28
}2816 to 32
332810 3¢
13840 to 42
14352 to 4F
4864 to 52
15376 to 58
(5888 to 60

TROTTICRST 7 50 Chanmels 6001 o 64

MULTICAST 82 512 Channels 6451 to 65


https://docs.google.com/document/d/1VGSHjgAKwfsOoEiHNpb5N2hXU5FTWsnFiyj8yp9qzWU/edit#heading=h.nroshhwjriig

Add E1.31

Clicking on the Add E1.31 button will display  BILIM e151 setup ) =iffan SR EE
the fO"OW|ng screen: i:tup : Sets up an E1.21 connection owver ethernet. =4 Hemias F01 Blowh
irector
Supported devices include those made
by jflsys, SanDevices, Advatek Lights, .
. . Show D ents\ My xLights Sequer
Select the Method (Multicast or Unicast) Seition e e e
depending on which option you will use to M=/ _ o hen Temaeaa
drive your lighting networks. If unsure, leave . L S150c 2t the i irse numbers
as Multicast. If Unicast is selected, then the (s e b 5oud Rate or E131 Univ
. awve @ Multicast :
IP address of the controller that will support Method S 1
. . | Adnj = 2
the universe(s) you are defining here must be b Add — =
ress WMULTICAS
entered. Enter the Starting Universe #, # of | Ada 5
. Starting Universe 1 = 72
Universes and the Last channel for each [ Add S
. . # of Uni 1 =
universe. Leave the One Output unticked. [ ol o : z
L . . One O ]
The Description attribute is useful for — = = 75
. . N Last Ch | 512 =
annotating what the particular channel range : | = -
is used for in your display. | oed) pescription 78
79
| QK | | Cancel 20
o T 81
E131 MULTICAST 21

Note: If the ‘One Output’ 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 and in some cases cause delays and lags on the output.

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

\

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 xLights will
create the universes for you. You can then modify the details after that. Alternatively, define each Univers
by specifying the Universe # in the Starting Universe # field, set the # of Universes to 1 and set the Las
Channel to the number of channels in that section of the Universe. Press OK.

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.

The following picture shows a configuration where:

Universe 1 has 94 channels from Channel number 1 to 94

Universe 2 then has 460 channels from Channel number 95 to 554
Universe 71 has 293 channels from Channel number 557 to 847
Universe 5 then has 456 channels from Channel number 848 to 1303 etc.
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Metwork Type Port Baud Rate or E1.31 Univ MNum Chann... sLights/Vixen/FPP Mapping Enabled Description

E131 MULTICAST 1 94 Channels 1 to 84 Yes DMX-Cane Icicle, RobTree Singing Face
E131 MULTICAST 2 460 Channels 95 to 554 Ne OQutline-A1,A2 A3 Ad A5

E131 MULTICAST i 293 Channels 555 to 847 Yes Unused

E131 MULTICAST 5 456 Channels 848 to 1303 Yes Outline-B1,B2,B3,B4,B5

E131 MULTICAST 72 512 Channels 1304 to 1815 Yes

E131 MULTICAST 73 512 Channels 1816 to 2327 Yes

E131 MULTICAST 4 123 Channels 2328 to 2450 Yes

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

This image describes a setup where a

File Playlist View Audio Import Settings Help

BOE» 2 : aen @80 LOR network has been listed first. Even

% 1 o) ;«‘ .

aila | LEEUE- e == though only the first 32 channels of the

Discores LOR network are used, universe 1 has

Show Directory: Change ‘ C:\Users\Ed\Desktop\Christmas 2015\Nutcracker [ g . .

Media Directory: Change C:\Users\Ed\Deskmg\(hns(mas2015\NumackerM been deflned as 510 Channels In Case

g R more items are to be added to the LOR
samsein ] o s e e Cmmeies v network without impacting the other

" E131 MULTICAST 2 510 Channels 511 to 1020 Yes

e B =y channels above.

b E131 MULTICAST 5 510 Channels 2041 to 2550  Yes
Add Null annels 25 0 fes

il | = blitic:= ; 5 e e . .

l Change E131 MULTICAST 8 510 Channels3571t0 4080 Yes If universe 1 IS Set to 32 Channels, then
. E131 MULTICAST 9 510 Channels 4081 t0 4590  Yes . .

e e MULTCAT x Universe 2 will start from 33 onwards -

510 Channels 510110 5610  Yes

Delete All

that is also a valid configuration.

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.

\\ Note: If the Falcon Player on the Raspberry Pi or BeagleBone Black controller is to be used in
\ ‘Bridge Mode’ (for 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.

Save Setup

One you have your lighting network setup, clicking on Save Setup will save your configuration. If you forget
to save, don’t worry, you'll be prompted upon exiting xLights asking if you want to save your network setup.
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FPP Setup

The following image describes how the same channel ranges and universes are defined on the Falcon
Player (FFP).

The sequence is the Start Channel, the Universe number and the Number of Channels.

% Falcon Player - FPP ‘

Version: v1.7-32-g5e0b916 Host FPP

Status/ Control Content Setup Input/ OQuiput Setup

Press F1 for belp
Channel Outputs

E1.31 Falcon Pixelnet/DMX LED Panels Other

E1.31
Enable E1.31 Qutput:
E1.31 Interface: [etho =
Universe Count: s set
Save Clone Delote
Line Universe FPP Start Universe Universe Universe
#  Active Channel = Size Type Unicast Aodress
1 - 1 1 a4 Multicast v
2 o o5 2 450 Multicast b
3 # 555 71 293 Multicast
4 - 848 s 456 Multicast i
5 - 1304 72 512 Multicast -
L] ™ 1816 73 £12 Multicast -
7 # 2328 74 123 Multicast i
8 i 2451 11 365 Multicast v
9 2 2816 75 512 Multicast v
10 = 2328 76 512 Multicast -
11 & 3840 77 512 Multicast .
12 @ 4352 78 512 Multicast hd
13 ®@ 4864 79 512 Multicast .
14 @ 5376 80 512 Multicast v
15 & 5888 81 112 Multicast ¥
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End to End Setup examples

The following setup example shows an FPP on a Pl driving a Pixlite16 with Universes (23-27) , a J1sys P2
using Universe (21) , the FPP configuration to support it and the xLights setup definition.

The Pixlite16 configuration has been duplicated on an F16V2 (as a test only) and has been included for
reference.

xLights definition

Show Directory: Di\Users\d228081\ Documents\My xLights Sequences\20165equences ﬁ
o

Media Directory: Change D:\Users\d2268081\Documents\My xLights Sequences\20165equences | =7

Lighting Networks
Network Type  Port Baud Rate orEL31 Univ.~ Num Chann..  lights/Vixen/FPP Mapping  Enabled  Description
E131 MULTICAST 1 o4 Channels1to 94 Yes DMX-Cane Icicle, RobTree Singing Face
@ 3 MULTICAST 2 460 Channels 95 to 554 No Outline-ALA2 A3 A4 A5
131 MULTICAST i 293 Channels 535 to 847 Yes Unused
Ha MULTICAST 5 456 Channels 848 to 1303 Yes Outline-B1,82,83,84,85
H3a MULTICAST n 512 Channels 1304 to 1815 Yes
2k MULTICAST 7 512 Channels 1816 to 2327 Yes
El3l MULTICAST 4 123 Channels 2328 to 2430 Yes
3k MULTICAST i | 365 Channels 2451 to 2815 Yes Outline-C1,C2,C3,C4
2k MULTICAST 7 512 Channels 2816 to 3327 Yes
Hi MULTICAST 7 512 Channels 3328 to 2839 Yes
31 MULTICAST n 512 Channels 3340 to 4351 Yes
Ha MULTICAST 7 512 Channels 4352 to 4363 Yes
31 MULTICAST 7 512 Channels 4364 to 5375 Yes
Hi MULTICAST 20 512 Channels 5376 to 5837 Yes
E31 MULTICAST 81 113 Channels 5888 to 6000 Yes
| MULTICAST pil 430 Channels GO0 to 6450 Yes Arches |
[SEil MULTICAST 82 512 Channels 451 to 6962 Yes
H3a1 MULTICAST a m Channels 6963 to 7239 Yes
[ECT TAOCTICAST T iy Channele (2000 79 Vet Pipes |
[5Eil MULTICAST 0 512 Channels 7450 to 7961 Yes
H3a MULTICAST 5] ] Channels 7962 to 7999 Yes
E131 MULTICAST 13 390 Channels 8000 to 8389 Yes Star,Lantern
3 MULTICAST %6 512 Channels 8290 to 8901 Yes
2k MULTICAST a % Channels 8902 to 8999 Yes
E31 MULTICAST a9 60 Channels 3000 to 9059 Yes TuneTo
H31 MULTICAST 2 60 Channels 9060 to 9119 Yes
3k MULTICAST b n Channels 9120 to 9196 Yes
sl MULTICAST 5 4l Thannels 9200 o U630 Yes Mlegalree
E131 MULTICAST 24 450 Channels 9650 to 10099 Yes MegaTree
L3l MULTICAST 2 430 Channels 10100 to 10349 Yes MegaTres
E31 MULTICAST 2% 450 Channels 10550 to 10999 Yes MegaTree
[SE)N MULTICAST 2 450 Channels 11000 to 11449 VYes MegaTree
5k MULTICAST 2 iy Channels 11450 to 11701 Yes
E31 MULTICAST B8 % Channels 11702 to 11799 Yes
E131 MULTICAST 30 512 Channels 11800 to 12311 Yes P10
EL3L MULTICAST Ei| 512 Channels 12312 to 12823 Yes P10
3t MULTICAST 32 512 Channels 12824 to 13335 Yes uli]

Pixlite16 definition (snapshot)
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Main Page
System Info

Statistics

Effect Config
Strobe Config
IP Config

XML Config

Reboot Master

This page allows the configuration of your attached strings.

CAUTION: These new settings should agree with the physical strings
you have connected. The settings will not take effect until the unit's next
reboot.

String Paramaters:

String  Speed Start Pixel

Act Type Kbps Stube Slot  Count
#01 & | WS2811 v [3000 |21 1 [150
#03 4 1 1
#04 9 1 1
#05 ¥ (WS2811 v | 3000 |5 1 152
#06 6 1 1
#07 7 1 1
#08 8 1 1
Save Config
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Convert

5etup. Convert -LE'_fﬂ-LIf Schedule -.Papagayn 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:

Selected output formats are:

Falcon PiPlayer, *.fseq -
LOR Animation Sequences (*.las) Falcon Pi Pla er* fo

Vixen Sequences (*.vix)

Falcon Pi Player Sequences (* fseq)

xLights Sequence, *xseq

. S Lynx Conductor, *.seq
ethimtonTiecit I L) Vi Vien 21 *vix sequence file
Lynx Conductor Sequences (*.seq) Vir Vi 2'1*' : tine fi
HLS hlsldata Sequences(*.hlsldata) If, VIXEN £.1 ©WIF FOUTINE Tie

'LOR Sequence *.Jas or *.lms
Glediator Record File *.gled
Lechk, LOR clipboard *.Ick
HLS *.hlsnc

XLights File Converter

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 imperts, LOR networks should be first followed by DMX starting at universe 1.

Sequence files to convert:

Choose Files

Conversion Messages:

Output Format: Falcon Pi Player, *.fseq -
All channels off at end: []

LOR Import Options

Map Empty LMS Channels: B
Map LMS Channels with no network  [7]
Show Verbose Channel Map: B
Time Resolution

1. 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.

2. Select the output Format to convert to. Supported output |Falcen FiFlayer,
formats are: Falcon Pi Player, *f=
3. Specify whether all channels should be turned off at the end of xlights Sequence, ".xseq
L Lyrnx Conductor, *.seq
the sequence. (Tick if unsure) e o ’
) ] o Vi Vizen 2.1 *.vix sequence file
4. Select the Show Verbose Channel Map. This option will display Vir, Viken 2.1 *wvir routine file
messages pertaining to the input sequencer channel mapping for some  'LOR Sequence *.las or *.Ims
inputs and is useful to identify missing or misaligned channel Glediator Record File *.gled
. . Leb, LOR clipboard *.lck
information. 5
HLS *.hlznc
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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 imports, LOR networks should be first followed by DMX starting at universe 1.

Sequence files to convert:

Choose Files

SEQ-SCTBLUEXMAS.Ims -

Qutput Format: Falcon Pi Player, *fseq >

All channels off at end: []

LOR Import Options

Map Empty LMS Channels:
Map LMS Channels with no network  [¥]

Show Verbose Channel Map:

Time Resclution

Start Conversion

Conversion Messages:

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

Total channels = 32

INFO: xLights Channel: 16 = LOR Name: CT2 -

WARNING: CT2 - Ahh is empty

INFO: xLights Channel: 16 = LOR Mame: CT3 -
INFO: xLights Channel: 17 = LOR Name: CT3 -
INFO: xLights Channel: 18 = LOR Name: CT3 -
INFO: xLights Channel: 19 = LOR Mame: CT3 -
INFQ: xLights Channel: 20 = LOR Name: CT3 -
INFO: xLights Channel: 21 = LOR Name: CT3 -
INFO: xLights Channel: 22 = LOR Name: CT3 -
- Ahh

INFO: xLights Channel: 23 = LOR Name: CT3
WARNING: CT3 - Ahh is empty

INFO: xLights Channel: 24 = LOR Name: CT4 -
INFO: xLights Channel: 1 = LOR Mame: CT1 -
INFO: xLights Channel: 2 = LOR Name: CT1 -
INFO: xLights Channel: 3 = LOR Mame: CT1 -
INFO: xLights Channel: 4 = LOR Mame: CT1 -
INFO: xLights Channel: 5 = LOR Narme: CT1 -
INFO: xLights Channel: 6 = LOR Mame: CT1 -
INFO: xLights Channel: 7 = LOR Name: CT1 -

\Documents\My xLights Sequences\Blue Christmas Inputs\SEQ-5CTBLUEXMAS.Ims

Ahh

Qutline
Eyes Open
Eyes Closed
Upper Lip
Mid Lip
Bottom Lip
Ch

Qutline
Outline
Eyes Opeh
Eyes Closed
Upper Lip
Mid Lip
Bottom Lip
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.
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Layout

Setup | 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. In
addition you can :
e Define new Models or change existing Model definitions.

Define new Model Groups or change existing Model Group definitions.

Select which Models, or Model Groups are be displayed on the Layout.

Select and adjust the layout background.

Specify, position and adjust the model size , orientation and location on the layout.
Check whether any models have overlapping channels.

Review or change the detailed characteristics of a model’s attributes.

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

View:| My Display i

Model Groups

Element Name

Archl

Arch2

Arch3

Archd

Archs

Arché
CandyCanel
CandyCane2
CandyCane3
CandyCane4
Garage Tree 1
Garage Tree 2
Garage Tree 3
Garage Tree 4
Garage Tree 5
Garage Tree 6

Backgroun: gl C:\Users\User\Documen

Fill
Width 1100
Height 500

nssiissss | wr

Layout Views

75115
75229
75283
75337
75301
75445

4

15228
75282
75336
73390
75444
75498

i

.

You can select which models you wish to see on your Layout view.

My Display

Select the default ‘My Display’ which will
then display the models where either: e
e You have set the ‘In My Display’ powton o

. . rcup (6150 |2
attribute  against the model s
6300
definition. ; &
T Mzga Tree Group
. Candj 50
e The modelis part of a Model group  cuoomesen s
. CangP10 Matrix Group 53
which you selected. et [
Gar2 Ginging Faces Group. | 2228
Gata Spinrer Grcup 75282
Gara Stars GroLp 75336
Gara 10 -angle Group 75390
Garal TSGR lrsaeg
Garage Tree € 75445 75498 7

Setup | Conver: | Layout Schedile Papagayo Seousncer | Xmas 2013 Flayis:

My Display -

£ Selected Groups

A Candy Canzs Group

sackgroun fif C\users\UseriDocumen
Fill v

widh | 1100

Height 500

Biightness 47 35




All Models

Select ‘All Models’ which will then display all models, irrespective of whether

e You have set the ‘In My Display’
attribute  against the model
definition.

e The model is part of a Model group
which you selected.

The checkbox against each model will
indicate whether it is to be displayed in the
Layout ie whether the ‘In My Display’ has
been selected. You can update the value
and click on Save to save the changes.

Selected Groups

If you chose the ‘Selected

group(s) will be displayed.
Garage Tree 2
Garage Tree 3
Garage Tree 4
Garage Tree 5

Setup | Convert | Layout | Schedule | Papagay

[ setup [ Convert | Layaut | Schedule | Papagaye | Sequencer | Xmes 2013 Playlist 1 |

Element Name Start Chan En *

7 6001 675
6076 6150
6151 6225
6226 6300
6301 &7
6376 8450
B F)

Background Image Bl Di\Users\d228081)

Fill ®
Width 1100
Height 500
Brightness a7

10 Matrix Group
ipes Group

ob Trees Group
inging Faces Group

75175 75228
75229 75282
75283 75336
pinner Group

tars Group

op Rectangle Group

75337 75390
75301 75444

Groups’ option, you will then be P~ EEnEAEE
presented with a window to select 2™ 5 0 P fueses
the Model Groups that you wish i o | |flepe
to have displayed. Only models & O
that are part of the selected oo o o fCfmEET
CandyCaned 54 54 i

f

|

|

|

Garage Tree 6

Backgroun Bl C\Users\UsenDocumen

Fill ca)

Width 1100
Height 500

Brightness 47

An Individual Group

In the following example, only the
Arches group has been selected.
Therefore models Arch 1 .. Arché, 05 f
which are part of the Arches e 1 10
group are displayed.

Setup | Convert

Arch3 6151 €225
Archd 6226 €300
Arch5 6301 €375
Arché 6376 €450

gackgrounc] CaUsers\Usen\Documen

Fill

Width 1100

Heigh: 500
Brightness 47

Models

Model Groups

RERRNRRRNNNRRNNRR

75445 75498 -
M Test Group

Layout | Schedule | Papagayo | Sequencer | Xmas 2013 Playfist 1

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.

Note: Refer to the View section on how this can be automated using Views.
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A model is made up of one or more strands, and each strand is made up of one or more nodes.

At the top of the layout screen is a row of Model icons. If you hover the cursor on each icon, the model name
will be displayed. The model icons represent an Arch, Candy Cane, Circle, Custom model, Icicles Matrix,
Single Line, Star, Tree, Window Frame and Wreath.

ANEEEEAEANE
Creating a New Model

To define a new Model, click on the Model icon that you wish to create once. The model icon will have a
dark blue square around it. Then with your mouse left button click on the layout canvas. The model shape
will appear on the canvas in yellow.

sl
Fy

Depending on the type of model, it will either be bounded by three points or two points.

In this image, the Candy canes have three points. The bottom left is green and marks the beginning of the
model, the bottom right is blue and marks the end of the model and the top centre is blue and is used to
rotate the model.

By clicking and holding in the centre of the model - you can drag the model to the required position. You can
also use the three points to size the model on the layout.

When the model is aligned horizontally, a red horizontal line will be
displayed.

When the model is aligned vertically, a blue vertical line will be
displayed.

" paxEsEsEREE= 0
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In this image, the Single Line model has two points. The bottom
left is green and marks the beginning of the model, the bottom
right is blue and marks the end of the model. The red
superimposed red line indicates horizontal alignment.

\

Jiew:[My Display vJ

’ Model Groups l

Element Mame St En...
Archl 6001 6075
Name Candy Canes-1
=] Candy Canes
# Canes 1
Modes Per Cane 18
Lights Per Node 1
Cane Rotation o]
Reverse [ ]
Sticks ]
I Indiv Start Chans |:|
Start Channel 1
Strand/MNode Mamr --Click To Edit--
Faces --Click To Edit-—-
Dimming Curves |--Click To Edit--
In My Display
[=] String Properties
String Type RGB Modes
Color - Red
=] Appearance
Pixel Size 2
Pixel Style Smooth
Transparency 0]
Black Transparenc O
=] Size/Location
X (56) 24.88
Y (%6) 79.92
Width 25
Height 13.29
Rotation o

Tip: If you double click on the Single Line model icon, then you can draw a single line (say as
part of the roof line) , then click on the layout again and draw another segment from the end of
the first segment - this will create another model and so on.

On the left of the layout canvas is a window which displays
the name of the model that has just been created, the
attributes of the model and the grid position on the layout.
These are default values and you can then edit the values to
suit your requirements - (change the name, start channel ,
number of nodes etc).

You can collapse or expand any of the windows of the model
characteristics.

Deleting Models

To delete a model, highlight the model and press the Delete
key or press Ctrl X.

Undo

You can also use the Undo function i.e Ctrl Z to remove the
model that has just been added or the last move .
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Model Attributes

Basic Attributes
The Model name can be changed by clicking on the existing name and changing to a new value.

The next few attributes depends on the type of model selected. Examples:

For a Candy Cane model,

The number of canes can be set to the number of canes that the model
represents (normally one).

Similarly you can set the nodes per cane and lights per node.

The angle of the cane can be adjusted by changing the rotation value to
move the top of the cane clockwise or anti clockwise.

Select the reverse attribute to set the the crock of the cane facing the
opposite direction.

Select the Sticks attribute to set the cane to be a straight line without the
curved crock.}

W T e

For a Tree model,

The # 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. The lights per String represents the physical
number of light nodes, bulbs or pixels.

The 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.}

Starting Location 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.

For an Icicles model,

The # of Strings would normally be 1. The lights per String represents the
physical number of light nodes, bulbs or pixels. The drop pattern indicates
how the pixels are arranged on each drop and how many.

So, if the lights / string is 80 and the drop patternis 3,4,5,4, this indicates

Pil bibd @jid wiE wi@

ERTleC R T that the first drop has 3 nodes, the next 4 , then 5 then 4. This pattern is
then repeated until 80 nodes have been accounted for.}

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.

The Start Channel corresponds to the starting channel of the first node for the model. xLights will
automatically calculate the end channel. 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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Strand / Node Names - |

Each strand and node can have a name assigned to it. Strand Names s
This is useful where for example you have single channel models that are L1 },;jigut“ge
2 Eyes Open
grouped together (singing faces, tombstones etc). On the sequencer, }+ggy;cm:ea
double clicking on the strand reveals the nodes with meaningful names 5 [Toplip
| 6 |Oval Meuth
against them. EEM\ddlepr
|8 |BottomLip
In 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.

The Dimming Curves setting can be used to change/reduce the brightness of the lights for a specific model.
The intensity of the lights is 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. 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 - ﬂ
gamma values. You can also select the values
from a file, in which case you are prompted for

Single Curve From File

the location of the file.

Single Brightness/Gamma
Single Curve From File

RGE Brightness/Gamma
RGB From File

Orange R:255 G:37 B:0
Orange R:255 G:48 B:0
Darker Orange R:255 G:29 B:0
Hot Pink R:255 G:0 B:93
Turquoise R:8 G:255 B:143
Congo Blue R:33 G:0 B:148
J. Winter Blue R:0 G:0 B:140
Jade R:0 G:181 B:165
JAS Green R:86 G:222 B:0
Med Yellow R:255 G:247 B:0

Oklahoma Yellow

R:255 G:211 B:0

Bastard Pink

R:255 G:115 B:107

40




Grass Green R:0 G:109 B:44

Royal Purple R:40 G:0 B:123

\\ Note: It helps when all of your LEDs have the same wavelength of colors in them. If one set has
\ a darker red or blue you'll get different colors out of those on the same values.

Creating Multiple Model instances

You can select the model image on the canvas, press Ctrl-C to copy and then Ctrl-V to paste. A new model
instance will be created.

You can also double-click on the Model icon that you wish to create. The model icon will have a grey / light
blue square around it. Then with your mouse left button click on the layout canvas. The model shape will
appear on the canvas (surrounded by five blue squares). A left click on the canvas again at the required
location will create another instance of the model. And so on. To end the process, click on any of the model
icons once.

Appearance
The Appearance setting is used to determine how a particular element  Piel Appearance - L)
is displayed when viewed in the Layout, House Preview and Model e P
windows. By increasing the Pixel Size, the appearance of the element PociStylc  [Smosth 7]
(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.

Transparency: |_J 0

Black Transparency: |_J 1]

QK | ‘ Cancel |

Names ==
Each strand and node can have a name assigned to it. Strand Names Node Names
This is useful where for example you have single channel models that are 1
grouped together (singing faces, tombstones etc). On the sequencer,
double clicking on the strand reveals the nodes with meaningful names
against them.

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

N ENRE ST RV R AT

oKk | Cancel |

Custom Model definition
xLights enables you to define models that do not fit into the = === - |
concept of predesigned common shapes. For example, a - _— NI R
snowman outline, reindeer outline, a singing face, etc. In order A I
to define such a model: create a new model, select the ‘Display

As’ attribute as Custom and select a layout size (width and o i
height). —r__ :

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

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 3 ——
the same data in Excel, copy the cells from Excel and then use the T
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 simply changing the Model name.

\ 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.

Modify a Model

Details of a model configuration can be amended by updating the details in the relevant section of the model

definition. Save the changes.

Copy a Model

Once a model has been defined, a quick way to duplicate definitions is to select the model in the LAyout
window, then use a Cntrl-C to copy it and a Cntrl V to paste it. Save the changes.

Node Layout

Select a model and right Click. The node lay layout window is then displayed.

Node Layout

Export CSV

Export csv

Select the model and right click. Clicking on the Export CSV
button, enables details of one or all models to be output to a
csv file. You will be prompted to specify a location and

[ oK ] | Print |

Name: Singing Face2
Display As: Custom
String Type: Single Color White

Start Corner: nfa

Tode [ayo e —— [
| —

i

Total nodes: 8
Height: 50

Mode numbers starting with 1 followed by string number:

filename. ; x
A single row is created for each model and includes the L Node Layout
model name, ‘display as name’ attribute, string type, string | o Biport CSV

count, node count, start channel, start node, ‘part of my
display’, model brightness adjustment value.

In order to obtain a csv file of all models:
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Copy two files modelxls.bat and
QU EDNEIMT (el TV NRICT SR - | scos S Docunent s\My xLights Sequences\2A168equencesbnodelxls
install directory to your show
directory.

Ssers IR Docunents\Hy xLights Sequences\2@16Sequences>gawk -f modelxls.a
wk xlights_rgheffects.xml 1>xlights_rgheffects.csy

From the command line (when D:\Users\-\])umments\ﬁy xLights Sequences\28163equences?
in your show directory),
run modelxls.bat.

This will read the xlights_rgbeffects.xml file and create an xlights_rgbeffects.csv file with just the model
information.

1 |M0de| |start_Channel Start_Node Strings x Nodes DisplayAs StringType Part of My Display
2 |Single Line 1 1 1x50 Single Line RGB Nodes ¥
3 |Candy Canes-1 I 1 3x18 Candy Canes RGB Modes ¥
4 |MTREE 9200 3067 15x50 Tree 360 RGB Nodes ¥
5 |Spinnerl 11456 3819 8x5 Vert Matrix BRG Nodes M
6 |Garage-Al 101 34 1x50 Single Line GRB MNodes ¥
7 |LeftVertical-A2A3 254 85 1x50 Single Line  GRB Nodes Y
& |LeftVertical-A2Null 251 84 1x1 Single Line  GRB Nodes ¥
9 |TopHor-A4 404 135 1x50 Single Line GRB Modes ¥
10 LeftVertin-B1B2 851 284 1x50 Single Line GRB Nodes ¥
11 MidHor-BS 1154 385 1x50 Single Line  GRB Nodes Y
12 |MidHor-B5Null 1151; 384 1x1 Single Line GRB Modes ¥
13 MidHor-C4 2631 877 1x12 Single Line  GRB Nodes ¥
14 RightHor-C5 2667 889 1x50 Single Line GRB Nodes ¥
15 |RightVertin-B3B4 1001 334 1x50 Single Line  GRB Modes Y
16 RightVertOut-C2C3 2481 827 1x50 Single Line  GRB Nodes ¥
17 TopHor-C1 2451 817 1x10 Single Line  GRB Nodes ¥
18 RobTrees 65 22 4x1 Single Line RGB Modes ¥
19 Spinner2 11582 3861 8x5 Vert Matrix BRG Nodes M
20 |Archl 6001 2001 1x25 Arches GRB Nodes ¥
21 |Arch2 6076 2026 1x25 Arches GRE Nodes ¥
22 |Arch3 6151 2051 1x25 Arches GRB Nodes ¥
23 |Arch4 6226 2076 1x25 Arches GRB Nodes ¥
24 |Archs 6301 2101 1x25 Arches GRBE Nodes ¥
25 |Arché 6376 2126 1x25 Arches GRB Nodes ¥
26 CandyCanel 50 17 1x1 Single Line  Single Color White Y
27 |CandyCane2 51 17 1x1 Single Line  Single Color White Y
28 CandyCane3 53 18 1x1 Single Line  Single Color White ¥
29 CandyCaned 54 18 1x1 Single Line  Single Color White Y
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Model Examples

Single Arch (Model name Arch 1) with 25 nodes
starting from channel 6001.

A 360 degree Mega Tree visually - 30 strings of
25 pixels on each string, however, physically
made of 15 strings of 50 pixels each. Each string
starts from the bottom, goes up to the top of the
tree and loops back down. So half the number of
physical strings are required. The first node is in
the front bottom left and starts from channel

3l Arches < Mame MTREE -
# Arches 1 B Tree
Modes Per Arch 25 | Type Round
Lights Per Node 1 : Degrees 360
Arc Degrees 180 Rotation 3
Starting Location | Left I # Strings 15

]| Indiv Start Chans D Lights/String 50

Start Channel 6001 I Strands/String 2
Strand/MNode Mames --Click To Edit-- Starting Location | Bottom Left
Faces --Click To Edit-- I & Indiv Start Chans | [ ]
Dimming Curves | --Click To Edit-- . Start Channel | 9200

In My Display

address 9200.

Strand/Mode Mame: --Click To Edit--

m

3] String Properties = Faces --Click Te Edit--
String Type GRE Modes 1 Dimming Curves | --Click To Edit--
Color - Red In My Display
Il Appearance [ El String Properties
Pixel Size 2 String Type RGE Modes
Pixel Style Smooth I Colar - Red
Transparency a B Appearance
Black Transparency 0 : Pixel Size 2
o] Size/Location Pixel Style Smooth
X (%) 25.34 Transparency 0 -
¥ (% 13.58 Black Transparency 0
Width 7 |1 B Size/Location
Height 1.7 X (%) 769
Rotation 0 il Y (% 2765 o
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A Candy Cane with a single channel string of A vertical Pipe containing an RGB strip of 10
about 20 lights in it. The start channel address is pixels. The start channel address is 7250. The
50 and since it is non RGB, only one address is Display As is a Single Line.

used. The Display as is a Single Line.

Mame CandyCanel Mame Pipel
Bl Single Line Single Line
# Strings 1 # Strings 1
Lights/String 1 MNeodes/String 10
Starting Location | Left Lights/MNode 1
1| Indiv Start Chans || Starting Location | Left
Start Channel | 50 Indiv Start Chans  |[_]

Strand/Mode Mames --Click To Edit--

Start Channel 7240

Esces -“Click To Edit-- Strand/Mode Mames --Click To Edit--
Dimrming Curves --Click To Edit-- Faces --Click To Edit--
In My Display Dimming Curves | --Click To Edit--
Bl String Properties In My Display
String Type Single Color String Properties
Color [ ] white String Type GRE Modes
Bl Appearance Color - Red
Pixel Size 10 Appearance
Pixel Style Smooth Pixel Size 2
Transparency 0 Pixel Style Smoath
Black Transparency 0 Transparency 0

B SizefLocation

Black Transparency 0

X (%) 36.4 SizeflLocation

¥ (% 5561 A (%) 31.34

Width 4 Y (% 66.84

Height 8.8 Width 7

Rotaticn -90 Height 15
Rotation -90
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A horizontal matrix used to define a P10 panel
matrix. Each panel is (32 W x 16 H) pixels and
the panel matrix is 8 panels in portrait mode.
Start channel number is 11800.

A custom singing face (Coro face).

El t M Sz Fex = T
Ement Hame MName Singing Face

P10 Matrix 11800 24087 .
| B Custom

= PRI = Model Data --Click To Edit--
B Matrix

Direction Horizontal Start Channel 78

# Strings &4 Strand/Mode Marmes --Click To Edit--

gy o R oot [

Strands/String 1 i : . .

St lcasn | Toplan Dirmming Curves --Click To Edit--
E] Indiv Start Chans ] In My Display

Start Channel | 11800 |E| Stnrhg FI‘GPEI'UE'S

Strand/Mode Names --Click To Edit-- L I

— e String Type Single Color

Dimming Curves | --Click To Edit-- Color [ white

In My Display E =] Appearance
E String Properties Poiel Sz 2

String Type RGE Modes 3

Color W - Pixel Style Smooth
El Appearance Transparency 0

Pl £ Black Transparency 0

Pixel Style Srmooth S L .

Transparency 0 B Size/location

Black Transparency 0

B SizefLocation
X (%)
Y (%)
Width
Height

86.84
8219
138
304

46

] Face Definition

X (%) 14.27

¥ (%) 55.67

Width 15.6

Height 34.3

Rotation ]
e, N

MName: ISingleNode vl [ Add ] [ Delete ]

[Smgte Nodes v]

[] Force Custom Colors

Nodes

Face Qutline | Outline
| | Mouth- AL | Top Lip,Bottom Lip
Mouth - E Top Lip,Middle Lip
Mouth - etc | Oval Mouth
| Mouth- FV | MiddleLip
Mouth - L Top Lip,Middle Lip
Mouth - MBP  Middle Lip
_ Mouth-0 |0 Mouth
| Mouth - rest | Top Lip
Mouth - U O Mouth
Mouth - WQ | Oval Mouth
Eyes - Open  Eyes Open
| Eyes-Closed |Eyes Closed




Concentric Star model

The Star Layer Size attribute is used to identify
the number of layers and the number of nodes in
each layer. In the example, the star has 5 layers,

the innermost is 30 nodes and the outermost is

70 nodes.

El Star | £
# Strings 1 Il |
Lights/5tring 50
# Points 5
Starting Location | Bottom Ctr-CW
Layer Sizes 30.40,50,60,70

= Indiv Start Chans  |[]

Start Channel |1
Strand/MNode Mames --Click To Edit--
Faces --Click To Edit--
Dimming Curves | --Click To Edit--
In My Display

B String Properties
String Type RGE Modes =
Color - Red

B Appearance
Pixel Size 2
Pixel Style Smooth
Transparency ]

Black Transparency 0

Bl SizefLocation

X% 35.64

Y% a1

Width 16.36

Height 208

Rotation ] =

K]
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Concentric Wreath model

The Circle Sizes tribute is used to identify the
number of circles and the number of nodes in
each circle. In the example, the wreath has 5

circles, the innermost
outermost is 70 nodes.

Mame Circle =
B Circle |
# Strings 1 i
Lights/String 50 I
Center % 50 |
Layer Sizes 30,40 50,6070 |
[l Indiv Start Chans |:| |
Start Channel 1 |
Strand/Mode Names --Click To Edit-- |
Faces --Click To Edit-- |
Dimming Curves  --Click To Edit-- |
In My Display |
B String Properties E
String Type RGE Modes |
Color - Red !
B Appearance |
Pixel Size 2 |
Pixel Style Smooth |
Transparency 0 |
Black Transparency 0 |
B Size/location [
X (%) 6073 |
Y (% g0 |
Width 3333 |
Height 3333
Rotation 0 2

is 30 nodes

and the




Icicles Model

The drop pattern indicates how the pixels are
arranged on each drop and how many.

So, if the lights / string is 80 and the drop pattern
is 3,4,5,4 , this indicates that the first drop has 3
nodes, the next 4 , then 5 then 4. This pattern is
then repeated untii 80 nodes have been
accounted for.

Elernent Name Start Chan En :
Pl m ; p

Mame Icicles 'i
= Icicles

# 5trings 1

Lights/5tring 80

Drop Pattern 3454

a

=} Indiv Start Chans [
Start Channel 1
Strand/Mode Mames --Click To Edit--

m

Faces --Click To Edit--

Dimming Curves --Click To Edit--

In My Display [#]
= String Properties

String Type RGE Modes

Color - Red L&
= Appearance

Pixel Size 2

Pixel Style Srmooth

Transparency a

Black Transparency 0 i

=T

n

Sizef/Location

£2 (%) 53.64

W2 (%) 93.8
Height -0.96
Shear =002 =
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Model Groups

A Model Group defines a collection of models. It is an optional entity, but very useful, in that many effects
can be sequenced against the Model Group and xLights will then generate effects on all the Models in the
group.

A Model can belong to more than one Model Group. An an example a model ‘Arch1’ can belong to the ‘Al
Models Group’ Model group as well as the ‘Arches Group’

You can also have models that do not belong to a Model Group - for example a matrix that you wish to
sequence effects on separately such that dropping an effect on the” All Models” group does not affect the
matrix.

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

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

whows - EEEEINERAE

2
Model Groups ;
Element Name St En. & :
Archl 6001 6075 zAr{hesGmup
Arch2 6076 6150 = il [¥]Candy Canes Graup
Arch3 6151 6225 V| Garage Trees Group
Archd 626 6300 Ehouseorioy
ArchS 6301 6375 B} HouseVertGraup
Arch6 6376 6450 ke Groun
CandyCanel 50 50 i Lantemstou;
CandyCane2 51 51 ? Mcdel Group All
CandyCane3 53 53 _7 North Pole Group
CandyCaned 5 54 [¥P10 Matrix Group
Garage Trez 1 75175 75228 /| Pipes Group
Garage Trez 2 75229 75282 ?RmbTreesGmup
Garage Tre 3 75283 75336 zsmgmg Faces Group
Garage Trez 4 75337 75290 ¥ Spinner Group
GarageTree 5 75391 7544 1l Stars Group
Garage Tre2 6 7545 75098 - ||f |1 Top Rectangle Group
W |VM Test Group
Backgrounc gl C:\Users\User\Cocumer
fill l Edit ‘ l Add l l Remave ]
Width 1100
Height 500
Brigntness 47

From the Model Groups window, click on Add to create a new group and enter the name of the group in the
window.

file Edit' Tools Playlist View Audio Import Setings Help

BEOBXd2 > wwe AubbASEIAAH 60059
ECHERE IRCENECS0EN RIS S RED AR/ B EEnE M
Setup | Convert | Layout | Schedule | Papagayo | Sequencer | Xmas 2013 Playlist 1

EEEHEAEE
:

Element Name St En. *
Archl 6001 6075 EJArrhesGmup
Arch2 6076 6150 = W [¥]candyCanesGrowp
Arch3 6151 6225 \¥|Garage Trees Group
Archd 6226 6300 - ﬂchseHermup
Archs 6301 6375 %chseVenGraup
Archo 876 640 2 ides Giotp
CandyCapel 0% Enter name for new group S ﬁ
CandyCane2 51 51
CandyCane3 53 53 Enter name for new group P
CandyCane4 M 54
Garzge Tree 1 75175 75228
Garzge Tree 2 7522¢ 75282 E/
Garzge Tree 3 75283 75336 AHE
Garzge Tree 4 75337 75390 ‘7 -
GarzgeTree 5 TS301 75444 1¥1Strs Group
GuregeTees 75w 75igg v [f ¥ Too Redang Group
{\VMTes\Gmup

Ba[kgruumm C\Users\User\Documen

Fil [ mt [ ][ Remoe |
Width 1100

Feigh: 500

Brightness 47

In xLights, Model Groups are sequenced against an internal grid representation.
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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, or remove them and to move the position up or down.
Click on OK when complete.

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

View: My Display = E]
Model Groups

Element Name St B |

Archl 6001 6075 z_Ar[hes Group
Arch2 6076 6150 |=| Jf [¥Candy fanestrann T N
Arch3 6151 6225 ¥/ |Garagq Mega Tree Group
.l N
Archd 6226 6300 j:ouse Default Layout Mode: | Minimal Grid :
Archs 6301 6375 = o Vel T =
Arch6 6376 6450 o licles axbrdstze
|¥|Lantert .
CandyCanel 50 50 7 | Add to Group: Models in Group:
= M|
CandyCane? i ?1 ¥ |Modell| | Arch1 - Mega Tree Star MRS e e naraniery g
CandyCane3 53 [¥|North | |Arch E| MTREE
CandyCaned 54 54 [¥]P10 Mj)| |Arch3
Garage Tree 1 75175 75228 [#]pipes g |Archd
Garage Tree 2 75229 75282 [#IRob T |ArchS
Garage Tree 3 75283 75336 [¥]singin ?;CnthyCanel
Garage Tree 4 75337 75390 _1 Spinng CandyCane?
Garage Tree 5 75391 75444 WIStars Q1 | - anvcanat
Garage Tree 6 75845 75498~ [l [ Top Rel [l ¥
[V]vM Tel
Backgroun(ﬂ Ci\Users\User\Documen
Fill Edit —
Width 1100
Height 500
Brightness 47

To modify the models that form part of a group, click on the group name and then click on the Edit button.

Setup | Convert = Layout | Schedule | Papagayo = Sequencer | Xmas 2013 Playlist L

v WOy x| ANEEEA
mModgl Groups Hi-“

Element Name e L -
Archl 6001 6075 [ Arches Group
Arch2 6076 6150 |= fi [¥lcandyCanesGrowp | (S
Arch3 6151 6225 ¥ Garage Trees Group
Archd 6226 6300 £ HousellorGroup
Arch3 6301 6375 B0 HouseVert Group
Arché 6376 6450 S cices Group
CandyCanel 50 50 !’- LamemsGmup .....
CandyCane2 518l V|Model Group Al | | I T e g e e Cme—
CandyCane3 53 53 E North Pole Group :
CandyCane4 4 4 [¥] P10 Matrix Group
Garage Tree 1 75175 75228 || Pipes Group
Garage Tree 2 75229 75282 E Rob Trees Group
Garage Tree 3 75283 75336 i Singing Faces Group
Garage Tree 4 75337 75390 ¥|Spinner Group
Garage Tree S 75391 75444 ) Shats Group
Garage Tree 6 7505 75008~ [l | Top Rectangle Group
\_f_i VM Test Group

Backgrount M ChUsers\User\Documen

Fill l Edit ‘ [ Add ‘ l Remove I

Width 1100

Height 500

Brightness 47

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.

50



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

Element Name St. En [Li@
Archl 6001 6075 zArchesGmup
Arch? 6076 6150 |z Jf |¥Candy CanesGroun
Arch3 6151 6225 V| Garagy Mega Tree Group
] Hi
Arch4 6226 6300 w House Default Layout Mode: | Minimal Grid - i
Archs 6301 6375 = e e :
AichG 6376 6450 V| Icicles lax Grid Size: =
|| Lanter .
CandyCanel 50 50 7 | Add to Group: Models in Group:
(l
CandyCane2 51 ifl iiMode Archl I Mega Tree Star | || R D s ecsn s 533 5
Candytaned 8 8 [¥INortn [ arcn2 Bl MTREE
CandyCaned 54 54 Wip1o Ml [Arch3
Garage Tree 1 75175 75228 [V]Pipes { | |[Archd
Garage Tree 2 75220 75282 IRob T :“:Z
Garage Tree 3 75283 75336 ¥]singinf| |~
=, CandyCanel
Garage Tree 4 75337 75390 ‘f\SD'””E CandyCane?
Garage Tree 5 75391 75444 StarsQ | conduranez T
Garage Tree 6 75445 75408~ | Jf [EITop RN [ ¢ Ll
e
Backgroun( M CA\Users\User\Documen
Fill Edit
Width 1100
Height 500

Brightness 47

To remove a Model Group, select the Model Group from the same list and click Remove. 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.

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.

11582 11701
8000 8059 |z
8060 8119
8120 8179
8180 8239 -

If you hover on a model name , it will
display details of the setup configuration.

[ select Model Groups |

Preview Models:

Elerment Marme

[l

Archl [l
Lrch? 6C
Arch3 61
Lrchd B2
Archs 3;
Eatgadal.] =)
CandyCanel sC
CandwyCans

Channel 78 maps to ...
DhAX-CaneIcicle, RobTres, Singing Face
Types EXL.3L R
IP: MULTICAST
Uriiverse: 1
Channesl: 78

Models |
= ]

CandyCan

Canduran.e
P T

] Owerlap =

Model Width 156

8

Tip: 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.
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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.

N

Background Image

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

The Background image to the layout section i.e your house/yard can be set or changed via the Background

Image setting section.

Click where indicated and browse
to and select the background
image. Change the file type if

required .
Adjust the width, height and
brightness  attributes to  your

preference. The width and height
depends on your screen size and
resolution. If unsure, start with a
Jjpg or .bmp image with a resolution
of around 1100 * 500 and adjust the
width and height for the best fit. The
fill' attribute will scale the image to
best fit your window.

Click on the Save button to save the Layout settings.

View: | My Display Zi
Model Groups

Element Name St..
Archl

Fill
Width 1100
Height 500
Brightness 47

En..

6001 6075

ANEEEnEAEE

° [R& cnoose arii w

52

| | < My xLights Sequences » 2016Sequences b

v | 49 | Search 2016Sequences P

Organize ~ New folder = 0 @
la SkyDrive Name Date modified Type
% Dropbox
Backup 25/02/2016 7:21 PM  File folde
- Images 7/02/2016 2:09 PM File folde
.| Libraries
“ Documents
4. Music
. Pictures
B videos 3
& Homegroup
& Computer
& Local Disk (C)
v | 1 +
File name: ~ | |BMP files (BMP) 2

e




Schedule

| setup | Convert | Layout | Schedule

The Schedule tab is used to define schedules if you are going to use a PC/MAC and xLights to run your

Papagayo

Sequencer

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 e (Set Show Dates =)
label to select the Show Start and Show End date " Show start — :
ranges for your show. Select OK when done. The date okt Sum M T W Thu F1 5t
selected will then be copied to the left panel. ShowDates | Change | S g8 2w
Start 07/24115 19 X0 A 2 23| .M 5
End 07/247115 l‘;ﬁl 23 Zﬁ 29 5.[:, 3?
Show End
July 2015 »
Sun Mon Tue Wed Thu Fr Sat
3% 29 30 1 2 3 4
3 6 7 g 9 10 1
12 13 M4 15 16 17 18
13 20 2 24 5
IL] 27 zs 3
ook |
Click on Schedule Playlistandyou . ..., = = ooeee T
will be presented with a ‘Schedule e b —
Playlist’ window. tare ) =
Click on the Playlist drop down , =l P e
window and select the Playlist. = sl
Select the start and end times, the
date or dates this schedule is s
applicable to and other attributes
such as
° Repeat — whether the playlist should loop back and restart if the length of the songs in the playlist is
less than the schedule duration.
) 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

Friday. July 24, 2015
18:00 to 21:00 Xmas 2013 Playlist 1

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.

53

= Saturday. July 25, 2015

18:00 to 22:00 Xrnas 2013 Playlist 1

= Sunday, July 26, 2015

18:00 to 2100 Xrmas 2013 Playlist 1
Monday, luly 27, 2015
Tuesday, July 28, 2015
Wednesday, July 26, 2015

Run Schedule

Save Schedule

Schedule Playlist

Updste Selected Items

Dele

te Selected Ttems

]
]
|

ShowDates | Change

Start
End

07/24/15
07/29/15




Running the Schedule

To run the schedule, ensure that the

BAA &I

sl duill B B BS

‘Output tO LIghtS’ bUttOI’l haS been ot My dlights Sequences » 20155equences » - Seorch 20155equences pel
selected and click the ‘Run Schedule’ o,gm'm, T = @
option. As each scheduled item is i i —— : -
executed, the log details are displayed B Desktop 1 mages 3
in the window on the right. You can S Do | S AemOwy
i L. L Recent Places \. SingingFace2 015 5:24 AM
clear the details by clicking on the K SingingFaceimageC 11/07/2015 B:44 AM
Clear button on the right. You can '-9}“;""'“ .
save the log detail by clicking on the o Music
Save button on the right. You will be ;"i:um - -
. . Videos
prompted for a filename for the log file. e =
Save as type: [All files () =
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Papagayo
Setup | Convert | Llayout  Schedule | 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 (Faces effect) that has been added to xLights to create mouth
\ movements effects for Coro faces or a matrix. The Papagayo tab and 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
clicking on the ‘Select Papagayo Input File’
button and locating the required file.

Downlcad v1.2.5.3 from nutcracker12l.com/nutcrackerreleasesipapagayoMOD_1.3.5.3_win32.rar
1} Select Fapagaye Input File ]

2) | Select Sequencer Qutaut File |

a. If you have split the/PGO voice file ~ 3) Teoecswstps o)« Crosethecutputiyre
. . 4 In the grid below, configurs how phonemes and face parts are rendered.
into more than one file (for eXample by }Preseﬁallwrseﬂingslohesavedandfeused again later.
splitting the song into two sections), then dresetName: ((choose) v [ ]  Dette |[ CenGid | Copyist
click on the ‘+’ icon on the same line, select Voke 1 Voke2 Vokce 3 Veced

. . Model Name  (choose) (chaose) choose) (choosel
the second .PGO file and then enter the ‘# Face Outline
of fames to offset by’ when prompted — this T
corresponds to the number of frames after e
which the second section of the song Mouth - L

Maouth - MEP

starts. | Moo B
2. Select the xml sequence that SO . v Ploe o o
contains the model to be imported against. Auko-fade sach faceiafler Ejes random lt/ight
Accept the warning message that the xml . Sk picties
sequence will be overwritten. 5) | Cliskte Cromts now Sequence. |
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.

5. Click on the Model name under each ‘Voice’ Column  tomerraregeyone mo an xuigns sequence
. v1.3.5.3 from 123, 0D_1.3.5.3_win32.rar
and select the Model Name that the .PGO file should mapto. In -
this example, the .PGO file has a Voice 1 and Voice 2 defined. 2) et
6_ C“Ck on each Of the Subsequent entrles |n the Column 3) Choose output type: [Coro faces | Assign Custom model channels to standard Coro face parts.
In the grid below, configure how phonemes and face parts are rendered.
and select the channels from your custom model that the Y rosie o g o 6 v o 1ot o s i ‘
Preset Name: | CoroPGOPreset ~| [ [ | [ Delete | ClearGrid |[ CopyFirst
phoneme should map to. In order to select more than one Vokee 1 Vokee2 Voce3 Voiced
. Model Name  Singing Face Singing Face2 (choose) {choose)
channel, use the Ctrl key to select multiple channels and then o Ovtne |1~ -
ress Enter e
P - — Lt
7. Click on ‘Save’ to save the preset name so that the Mouth-L 5 516 @IS TL -
Mouth - MBP 5
mapping can be reused later. Tt
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\\ 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 ‘Voice 1’ column to
all the other columns.

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

9. Save the sequence.

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

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
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 (You need to pre-create an image for each mouth movement)

The first two steps are common to the Coro face option above. Then at step 3...

3. Select the Output Type — Image
faces
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.

5. Click on the Model name under e P

each ‘Voice’ Column and select the !5 e .

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.

\\ 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 ‘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

S5etup | Conwvert | Layout | Schedule | Papagayoc | 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:

Hle it lools Playlst View Audio [mport Settngs Help
FNEA2¢ BE » Mwe AnsZASEE Q88 @009
EONERE IRCEMEOE0EHSNSM. SR EDDRNE/EaERN TN

setup | Convert | Layout | Schedule | Papagayo - Sequencer  ymas 2013 laylis

House Freview X View: I 10 am 19000 12000 14000 200 200 200 300 i O aut |
—_— | | I | I | I | | ] i | |

|
: ‘
Tieme: 0:00.00 |

PN
dddddddad
Spares (] )
" aH M LHHE L e
——— [EHousdotop %) e iy HiH FHIH HHIH | A
off ,‘ HouseVert Group _‘Eg_% }'Ei"l |— !i
. North Pole Group
RS BEE M
H k
- - . Spiral Custom Group ||
* Ieicles Group }““IF“‘
Wodel Preview X e tow 81 4

Spinner Group ()
Sar Group HIH P e ] (P HIH | L HEH |
Lantens Goup HIH HoOHHH HA HEH HEH HIH

Candy Canes Group )
Rob Trees Group @ 1 [aa il

Layer Seffings vy
P O T T e T

Render e ok | [ Sing Fece2 - Mot

Teansformation None i I HEH (B8

Blur \_J "
Windows

. . File Tools Playlist Audiu Import  Settings Help

On the left hand side of the sequencer, a list of open o (v @A 2o W | A e s e g
Windows are displayed. To select additional Windows, ~ECmz@Ei “™"  SHsSSmaIsECoSsess

; ) . i Setup | Convert | | sn | Emmunmene | Viean 3012 Dlaylist 1
click on View, Windows and select the windows that you  fsssee Dyt

Model Preview

House Preview
Effect Settings

Colors

wish to have displayed, if the window is not open.

Layer Blending

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 == U

< i i3

Windows are described in the View, Windows section. s | It

P10 Matrix
Mega Tree Group @b

Layer Settings
Effect Dropper
Effect Assist

Perspectives
Dock Al

[ Update /) | |

Arches Group (3
e 21 | HouseHorGroup @

Tip: You can save the windows that you normally have open as your default perspective. These
windows will then be opened when you load xLights.

57



iew B Audio  Import  Settings  Help

| ZoomIn l« »l ':‘ |

i Zoom Out E z
HRHSM . EEE

| Commancae | Weaas 3003 0);
Display Elements

Model Preview
House Preview
Effect Settings
Colors

Layer Blending
Layer Settings

Effect Dropper
Model Gr Effect Assist
SInging E Perspectives
|| _SingingF  FBockAm
¢ o
|| TopRects Reset to Defaults
S e

Timing Tracks

Select the Dock All option to reset the Windows perspectives and
dock all the windows to your current set-up.

This is sometimes required if you are using an xLights_rgbeffects
file that has been saved with a different default perspective e.g.
two monitors and that set-up is not present in your current
environment.

The Reset to Defaults options used to reset the Toolbars .
This will take effect when you next start xLights.

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 menu.

-2016.13) Mar 15, 2016

S —
Sequence Setfings = R T G T

t View Audio Import [{Settings | Help

21 f%\l 3 | ’ Sequence Settings

v Render On Save
IRoENEOE

- Tool Icon Size
Layout | Schedule | Pag

Grid Spacing
|| View: Grid Icon Backgrounds
Grid Mode Values
Time: Render Mode

Effect Assist Window
Reset Toolbars

|Ir|fo[Med|a I IMeta Datal Timings |Data Layers‘
-
i
Timing Grids
PR - =
~ g Bars ==
y fistl New Timing =
B ] All I Want For Christmas Is You_ Bars
L
L]
A =
|

Seqlience Seffings TR e Then click on the New Button. The New Timing

| Info / Media I Ieta Data | Timings | Data Layers|

window will be displayed.

MNew Timing

=

Select Mew Timing Interval:

Clicking on the down arrow will provide a drop

' 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
MNote Onset Detector: Mote Onsets

Polyphonic Transcription
Segmenter

fi————7— Tempo and Beat Tracker: Beats

Tempo and Beat Tracker: Tempo

_Tonal Change: Tonal Change Detection Function

Tonal Change: Tonal Change Positions

Mote Onset Detector: Smoothed Detection Function

= down list of timing intervals to select from to create
a timing track.
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You can also import a Timing track that has
been created externally. Click on the Input
button instead of the New button. A window
Chose Timing files(s) window will open,
enabling you to browse for and select the
timing file to be imported. Navigate to the .txt
file containing the timing track and click OK to
import it.

»

A Choose Timing file(s) Lo . - F [@_

S

\Wd- | <« My xlights Seq... » 20165equences » o
Organize + New folder =~ 9

| Recent Places =

.~ Libraries
| Documents
. Music
= Pictures £

B Videos

1% Computer
& o5
—a DATA (D)
&% DVD RW Drive (E) B0 ~

MName

Backup
SingingFacelmages
From_2015

Images

m

Date modified

File name: |

- [ Textfiles (o0)

o=

| |

Cancel | |

Note: If you are trying to import a LOR timing grid and it is not retrieved i.e.the window is empty,
use any xml supported editor and check the LMS xml file for a section called <timingGrids>.

The section should contain a subsection called <timingGrid> which must contain an attribute

called "type=freeform".

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

sequence.
R

If you have multiple timing tracks defined,

° Each timing track has a different
color of timing marks.
° 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

3 | Sequencer

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.

one timing track will be active for effects to calculate the start and end position.

1000 1

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 ‘' key where you wish the timing mark to appear.

View:

L !

Tirne: 0:00.00

While on the sequencer tab, you can add new timing tracks or
delete an existing timing track at any time.

‘ You can also import timing marks created externally (the most

Model Grou Add Timing Track
m Delete Timing Track
m Impert Timing Track

Top Rectani Impert Lyrics

P10 Matrix ( Breakdown Phrases
" Mega Tree

Edit Display Elements

=

Bl Arches Grol

H HouseHorGroup
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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 externally,
select Import Timing Track, navigate to the .txt file containing the
timing track and click OK to import it.



\

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.

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.

Export Model / Render and Export Model

1 P10 Matrix
Mega Tree Group
1 Arches Grou=

Insert Layer Abowve

1 HouseHarGi Insert Layer Below

HouseWert ¢
Icicles Groug Play Model
Pipes Group| port Mode

Render and Export Model

Delete Layer

Spinner Gro|
SR Toggle Models
Lanterns Gro
Candy Cang

Fob Trees G|

Copy Row

Paste Row

TuneTo Sigr Edit Display Elements

This function is used if you wish to export effects from your model to another sequencer, such as LOR, LSP,

Vixen, HLS.

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.
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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.

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 —@
9 Export Sequence " -

be displayed on the

last line of your | Format |Lc|:}, LOR Clipboard *.lcb "|
sequencer as the |

model is exported. The | ©'="™<

file will be created in | o I | e I

your show directory.

Singing Face - Mew

Top Rectangle Group

P10 Matrix Group

B P10 Matrix

Insert Layer Above

Insert Layer Below

M Delete Layer
B8 play Model
Export Model
HH
Render and Export Model
H
Ici? Teggle Strands
Pi Promote Node Effects
5¢ Copy Row
5t Paste Row
La -
— Edit Display Elements
Cie .
Rob Trees Group

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="RGEEB Nodes" parml="1" parmZ="&60" parm3="1" StartChannel="i

<model Displayhs="Arches" StringType="RGE Nodes" parml="1" parmz="50" parm3="1"

e L B e

Insert new models here

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

<

StartChannel="6484" StartSide="R"

Tip: Use an editor that works well with XML. Notepad++ is 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.
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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. Top Rectangle Group
P10 Matrix Group

With the strands view open (i.e. displayed), right click ona g P10 Matrix

strand to either toggle the strands closed or to Toggle Nodes

and display the nodes for a strand.

Singing Face - Mew

Insert Layer Abowve
This is often useful to see how a particular effect has been Insert Layer Below
rendered down to the node level. M Delete Layer
Bl A1
P10 Matrix Play Model
Strand 1 —_ Export Model
MNodel EE_H: Render and Export Model
Hi
s Ir_i: Toggle Strands
MNode 3 |
Pi Promote Mode Effects
Node 4 !
Mode 5 SE Copy Row
MNode & 5t| Paste Row
Node 7 La o
—_— Edit Display Elements
Mode 8 i
Node 3 Rob Trees Group

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.

‘ Tip: Dropping an effect on a Model group will give different results to dropping the same model

On the left column of the

sequencer tab, Model ey SR
Groups have a symbol after e ——— =

the name that distinguishes
them from Models.

Model Group All

inging Faces Group

Singing Faces Groug Singimg Face

Simngimng Faced

Singing Face - MNew

Top Rectangle Group &b i Mo ctangie Brogs Ok
P10 Matrix Group (o P10 Matrix Group =h

Singing Face - Blew

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

‘ Tip: When on the sequencer tab, If you right click on a Model group, the window will display a

Render All

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

Rendering order
The Data Layer order renders from the 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.
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Model layers also render from the 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.

Tip: You can change =
\ the order of data layer Renderlng Order

by moving them up or (based on Master View)
down. You can
similarly change the order of
layers within a model. And you Models Render Order Model/Data Layers Render Order
can also change the order of
models in the master view. 1 s pd , 1 el ~
~ 3 A =1 G
2 /2 S 2 /’/ /’//
Tip: Always put your large groups 3 1 7 3 :,,.13; //_,
at the top. To view your rendering a 4 s
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.

|-} 200 400 &0 (K] i e 1350 Lang
A00 600 ¥ Bo0 You can select an area on the timeline —
K ' ' ' ' ' A 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.
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You can control the focus of the waveform.
° 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, B 5
hold the shift key and
double click on the
waveform or click on
the ‘-~ button.

Tirrve: 0:06.743

MNew Tirming

Blue Christras_Bars
Singing Face

When playing the sequence, a vertical line indicates ==

the start position and another vertical line extending K - . . . . N
right through the grid indicates where the audio
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.

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

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

° 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.

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

° 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 Wiew:

which they are to be displayed on the sequencer. -

[ Master View
Views work across sequences, so once you have setup a view with the models ~ >econd View
that you require, if you open any sequence, that view is available to use in that Bk

CAll Medels
sequence. T Qutline
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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.

Multiple views can be defined, with
each view defining a list of models
that are to be displayed and the
sequence that they should be
displayed in. For example:

° A ‘Static Model' view may
contain all elements that are non
RGB.

° An ‘Import Model' view
may contain only elements that you
wish to sequence after importing
other data from other sequencers.
° A ‘Halloween Model’ view
may contain only elements that you
wish to sequence for Halloween.

To Create a new View , click on the Add Views button,

| view:
Vi e b4
1ew Add Views :
@ Master View ; r [t
Second View [ Delete View ]
Timings / Models:
Timing/Model - -—
Add | -
@ €8 Imported Timing - o 5:ngfng e
@ B He's the Aussie Sant... 1 [ Delete | 7| Singing Face2
@ B He'sthe Aussie Sant... - MTREE
@ P Singing Face Position: P10 Matrix
@ P Singing Face2 [W] Spinnerl
@ P MIREE ) - ? Spinnerl - Custom
@ B P10 Matrix Mciie Do | Spnne2
[ Show All ‘ | Hide Al | Spinnerz - Custom
" | Stars Group
Effect Settings x e
i

enter a unique name in the window and Click Ok.

To delete an existing view , highlight the view from the

View window and select Delete View
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| Sequence Elements

View

Master View

.‘_I Add Views
HI \/ i 1

Enter Name for View

. inging Faces Group
e B Singing Face - New
e a Top Rectangle Group ~
s all g

et |

L}

Sequence Elements EI

Views:
=
< Second View [
-mrra— =)

All Models
Timings / Models:

m

Timing/Model
| a @b P10 Matrix

Position:

Mowe Up

|

Mowe Down -~
€ | [0 | »




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.

Sequence Elements

[=]| Add Timings/Madels

| S|

Timings:

Alll Want For Christmas Is You_ Bars
Mew Timing

- Models:

Miew » Add Views
E P atriz
[= Anmodes | E [ Delete View ]
TS 5
Timings / Models:
Timing/Model o Add
@ €% Beats =
@ €5 Bars I Delete |
I @ @b Model Group All |
<@ @M Singing Faces Group Position:
<@ @b Singing Face - New Blevaciiin |
@ @M Top Rectangle Group -
A Ui k | Move Down ..
[ showan | [ Higean |
——— — | .
T
. HouseVert Group o
Morth Pole Group o
~ | | [ Garage Trees Group 3k

g

Spirals Group
Spiral Custom Group &k

15 every pixel

Icicles Group

Pipes Group

gle@

Spinner Group

Archl

Archz

Arch3

Archd

Archs

Archi
CandyCanel
CandyCane?
CandyCane3
CandyCaned
Garage Outline
Garage Tree 1
Garage Tree 2
Garage Tree 3
Garage Tree 4
Garage Tree 5
Garage Tree B
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Multiple elements can be selected

[ Add | [ Close

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.

R

Sequence Elements

=]

Wiew oo
M atrix ..
All Models =
Cutline E
Tirmings / Models:

-~

Timing/Model
<H EB Beats
@ £F3%  Bars
<@ @b Model Group All
@ Th  Singing Face - Mew
<@ @b Top Rectangle Group -
“ m 2

Add Views
[peisteview

Add |
| Delete [

Position:

| Mowe Up
| Mowve Down

[ Show All Hide All
4 [ (1

I

Note: 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 sequences.

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.

N

created against that model for the sequenc

If you add a Timing Track to a view, it will be added to

e that you have open.

all views that you have defined.
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Note: If you attempt to delete a model from the Master View, you will be prompted to confirm
the deletion, as deleting the model from the Master View will remove all effects that you have



Effect Presets

Presets are a way to save an effect === w Fr "_’;; nhﬁ..';:. ?.ﬁw.? PN AR WO Y
and easily recall it later to speed up | o -
sequencing. [

Effect Presets

Effect Presets Apply Praset

: Uw;Gr\;un P
To save an effect (which can span Updlle Presct
layers and models) as a preset, Add Group

highlight the effects that you want to

Rename

save, right click and select Effect e
Import

Presets.

Under the Favorites tree, you can first [ ° a

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.

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
double 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.

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 to 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.

can save all your window positions as a “Perspective” for easy recall.

\ Tip: if this window is not open, select and open the Window from the Views, Window menu. You

From the Effect Settings window, you can change various options/attributes that are applied to the effect.
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For any effect, you can change the initial colors selected Color
for the effect by selecting a different color or colors from FEEFFFFF

the Color Window. You can use the Control key and .

Selecting Colors
] T

select multiple effects. SEANGE ARSI NS

) Sparkles |j 00 A
Once you select all the effects and change the color , hit
the Update button in the color panel. It will modify just the Brightness |j 100 &
colors for all selected effects. »
You can open/close the Color Window by Clicking on the Contrast U 0 o

:

Effect Colors icon * on the toolbar. B o

i

Tip: Double clicking on the any of the coloricons opensupa  rgjor
\ Palette window, where the standard colors can then be

replaced with a new standard color or a custom color can be i 1
selected. T
HMrFEFEENR
Tip: One you tailor an effect then use the effect again to a new timing el e e
mark, the effect will have all the same settings as the previous effect EfEEENENEN
did. However, if you were to highlight any other effect with different EEEEEEER
colors selected then the colors will change to the colors of the effect EEEENETE

that you have selected. Custom colars:

HEEEESEE
| M M 10 N TN

I Define Custom Colaors == ]

[ ok || cancel |

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.

\ Tip: If you just want a string to turn on full brightness without worrying about it then use White.

Moving and Stretching effects

A single effect can be moved about on the sequencer horizontally , by selecting it with the mouse and
dragging it left or right. A timing grid must be active.

You can also select the effect and use the Left or Right arrow keys to move it left or right. When the effect
encounters or is blocked by another effect, if you keep going, it will jump over the effect/effects and continue
past.
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Similarly an effect can also be moved vertically from one model to another. Use the Up or Down arrow keys
to move it up or down. When the effect encounters or is blocked by another effect, if you keep going, it will
jump over the effect/effects and continue past.

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 commonly the bottom right corner) to provide a Chase effect. You may need
to use Toggle Nodes to view the nodes so as to be able to stretch 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' fora
fade up. If you 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.

You can paste what is in the buffer (after a Copy) to multiple locations, by moving the cursor to each new
location and pasting the copied data (right click and Paste or Ctrl+V) there.

There are two modes for Copying and Pasting effects: %
Paste by Time

Paste by Cell
You can select, or change the mode by clicking on one of the two icons .

Paste by Time is the most common option. You do not need to have a timing track active . You copy the
required section and paste at the required location. The copy works on copying effects and not copying
grid locations. Therefore it will copy the first effect 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.

Paste by Cell works using timing tracks. A timing track must be active when you copy , so that the cells to be
copied can be determined from the active timing track.

You can use this option to copy timings / timing data (such as the phonemes used for singing faces).

You can use this option to paste effects to cells of a different size to the cells you copied from. If the source
cell was a full cell , then the target cells will be filled. If the source cell was " filled , then the target cell will
also be Y filled ie it will be pasted to the same proportion as the source cell.

You can delete an effect, by selecting the effect in the grid and pressing delete on your keyboard.
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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 delete.

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

Model Group All o

Singing Faces Group T

Singing Face - New
Top Rectangle Group Tk
P10 Matrix Group

Mega Tree Group
H Arches Group

B HouseHorGroup

HouseVert Group
Morth Pole Group
I Morth Polel - Top
Morth Pole 1
Morth Pole 2 - Top
Morth Pole 2

QO (¥

Right click and select Copy Row to copy the entire row of the effects.

Morth Pole Group Morth Polel - Top

North Polel - Top Merth Pole 1
W Insert Layer Above Kiewth Prile 2= 10
RS Insert Layer Below - —_ Insert Layer Above
Nuorth Pole2 - Top |
- = T Gorage Trees Growy  Insert Layer Below
North Pole 2 Play Model g i
—_— Spirals Grou Play Model
Garage Trees Group | Export Model p- E { ¥
——— Spiral Custom Grou Export Model
Spirals Group i Render and Export Model - |
: | Icicles Group | Render and Expeort Model
M Toggle Modes Pipes Group
Icicles Group { dxngle Modes
Spi G
i ltso it Ot E Promote Node Effects
Pipes Group ] Stars Group |
Spinner Group | ICopy Row I Lanterns Group | Copy Row
Stars Group i Fe ko Candy Canes Grou| Paste Row
Lanterns Group { Edit Display Elemnents Rob Trees Group Edit Display Elements

— — - =T

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. The data copied remains in the clipboard buffer. The Paste
operation does not have to be immediately after the Copy operation.

\ Note: The Copy and Paste operations work at the row level. The Model name that is selected is
\ only used to identify the row. The operation does not work at the Model or Model Group level.

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

You can also use the shortcut key of Ctrl+Z. The Undo actions can be daisy changed i.e. they can be
repeated one after another.
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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.

If two arrows are shown, then you can’t select the cells. You may need to zoom in to

You can only select a group of cells, when the cursor looks like a pointing hand.
be able to see and select the required effects. [i?

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.

Pixel Editor (Matrix Drawing Tool)

vou can use e MalX  psss -

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 C B
Assist window if it is not

already open. You will e F .
be presented with a ﬁ : // e
window similar to the .
following i.e. the picture i-‘:; :::.

of your effect is copied
to a grid.

e Teagw [0 e AITS00 ] Deuarandt R
Sragrloe Wi ol
eborded 0w Aol o B

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.
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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 Movie as an effect

Tip: This section has been retained for historical reasons. A better way to play a movie as an
effect is to use the Video effect and play an mp4, mpg, avi, mov, flv, mkv, or .as file .

You can play an mp4 movie on a model such as a matrix or a whole house using the picture effect.

Create a temporary directory, and copy the movie file there. Then use the ‘ffmpeg’ utility to break it up into
frames.

Windows

ffmpeg is run from the DOS command line.
Example:

CA

cd \tempdir

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

This will create a number of files 'f1-' onwards ie frames f-1.png, f-2.png .etc. Your original movie has been
resized to 30x50 pixels.

Drop the picture effect and browse and point to the first file ie "f-1.png", using the pictures effect. The picture
effect will then pick all the frames.

%\ Note: Only 'something-1' will work ie 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:
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ffmpeg i yourfile.avi s 30x50 ss 00:00:00 t 00:03:00 movie1% d.png

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

make sure no files are selected and hold down SHIFT and right click and you should get an

option for “Open command window here”. Now you have a DOS prompt already in the right

directory without having to type all the commands to get there. You won't get the right options
if something is highlighted.

‘ Tip: A quick way is to navigate to the directory with the video file using Windows Explorer. Then

Macintosh
This has been supplied from and is based on the following :
https://trac.ffmpeg.org/wiki/CompilationGuide/MacOSX

1. Download Homebrew following these instructions http://brew.sh

5] ] % Travis — bash — B0x24

Last logim: Sat Oct 31 BB:12:23 on tiysPR0

iMac=3:~ Traviss ruby =-e "$lcurl =fsSL https://raw.githubusercontent.con/Homebre
w/install/master/install)"§

2. When prompted install the developer tools
3. Install FFmpeg from Terminal

° Copy this: brew install ffmpeg --with-fdk-aac --with-ffplay --with-freetype --with-libass --with-libquvi
--with-libvorbis --with-libvpx --with-opus --with-x265
° Install additional items if desired

FFmpeg has been built without libfaac for licensing reasons;
Libwo-aacen: is wsed by default.
To install with libfaac, you can:

brew reinstall fimpeg --with-Taac

You can also use the experimental FFmpeg encoder, libfdk-aac, or
libvo_sacenc to encode AAC audio:

ffapeg -L input.whv —Cia BAC —Ltric¢t experimental sutput.mnda
Or:

brew reinstall fimpeg —with-fdk-aac

ffmpeg =i input.wav =cia libfdk_asac output.mda

After installation you can begin using FFmpeg.
While in terminal navigate to the folder that contains the video file. You can easily navigate to the folder by
typing CD and then dragging it into Terminal and the folder path will be displayed.

Last login: Sat Oct 31 BB:11:48 om ttys@ee
iMac-3:~ Traviss cd SfUsers/Travis/Documents/Christmasy Lights/PlefAnerican_Flag
iMac=3:American_Flag Traviss

Enter the command to convert the file.
ffmpeg -i “American Flag.mov” -r 20 -s 96x48 -ss 00:00:00 -t 00:00:00 s-%d.png

° The -r 20 is the frame rate.

° The -s 96x48 is the resolution of the output file and should match your matrix.

In this example, 96 pixels wide and 48 high. This is a P10 panel matrix of 9 panels in a 3x3 configuration.
° The -ss 00:00:00 -t 00:00:00 specifies the time you want to extract from the video. If you want the

entire video when do not use this setting.
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Shortcuts

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 the Control+mouse wheel
- Zoom Out Also available by Control+mouse wheel
R Random Generate Random effects
N N 0 O N
o Effect On f 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
i Effect Circles s Effect Spirals
b Effect Bars w Effect Color Wash
y Effect Butterfly n Effect Snowflakes

key. Look at examples in the existing file which has a start intensity set to zero and and end

\ Tip: The On and Ramp Up/Down effects also enables the intensity to be defined as a shortcut
intensity set to 100%.



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).

Layer Blending

A
-

The Layer Blendings window can be opened by clicking on the Layer Blendings icon from the toolbar

or via the View , Windows menus.

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

Layer Blending Modes Layer Blending Mode Results

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.

1is Unmask Make Fire E1, Butterfly E2 and set both for 1 is Unmask. You'll see the

awesome power of this blending mode.
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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 Reveals 1 See 1 reveals 2. Same result, just transposed.

Shadow 1 0on 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.

Tip: To have an effect slowly fade out , drop the effect on the first layer. Add a second layer of ON (black
color). Start intensity 0% end intensity of 100%. Use the fade out option in the layer blending window.
Enter the duration of the fade in seconds.
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Layer Blending Samples

1 is Mask

Model Preview

Model Preview

1 is Unmask

Model Preview

Z is Unmask

77




Model Preview

1 reveals ¢

Model Preview

2 reveals 1

Model Preview

Shadow 1 on 2

Shadow & on 1
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Model Preview

—/ m—
E— p—

Model Preview

Left-Right

Layer Blending - Morph
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.
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Layer Blending - Transitions

There are 10 layer blending transition choices. Using the  2yerBlending B
transitions will help you bridge between effects providing a "I Morph o
way to smooth out abrupt changes between different effects. Mormal - (] #8 A

A stylistic use would be between sections of a song such as
the chorus to verse or verse to verse. Keep in mind thatthe ||
blending is done within the boundary of the timing mark and
does not transition between timing marks.

E-In Transition“; Out Transition |

Time (s} 0.00

| Adjustment 30
These transition choices are: Beens
Fade
Wipe
Clock
From Middle

Square Explode
Circle Explode
Blinds

Blend

Slide Checks
Slide bars

These transitions are common in the video editing world, and should be visually familiar to anyone who'’s
used video editing software or anyone who’s watched anything on TV in the past 20 years.

Tip: When setting a layer transition, the setting will apply to all future effects placed, so be sure to reset the
transition times back to 0 if you do not wish the transition to apply to all future effects.

Fade - This is probably the most eloquent transitions when used with two effects. For a 5 second
long timing mark, fade the first effect out for 5 seconds, and leave the second effect alone. At the
end of the timing mark, the first effect will be non-existent and the second layer will be shown as
normal.

Clock - This uses a circular motion as the hand of a clock from the center of the model to wipe the
effect in or out. The adjustment slider sets the starting position and the reverse checkbox allows for
a counter clockwise wipe.

From Middle - This is a curtain type wipe either from the middle or towards the middle depending if
the effect is placed on the in transition or the out transition. The reverse makes the effect operate in
a “to the middle” mode instead of “from the middle”

Square Explode - This transition will draw the effect starting from the middle of the model and
expand outwards with square edges until the model is filled. The reverse button starts drawing the
effect from the outer edges and filling in towards the middle.

Circle Explode - Same as square explode, except the shape is circular instead of square.

Blinds - This transition is analogous to twisting the wand to open vertical blinds. The adjustment
slider determines how many blinds are used. The reverse checkbox determines the direction that
the effect will fill in from.

Blend - This transition effect when used as an “in” transition rapidly fills the model with square
chunks until the model is full. Likewise when used as the “out” transition, square chunks of the effect
disappear until no pixels are left. The adjustment slider determines the size of the chunks.
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e Slide Checks - This transition is a checker-board type transition where the effect starts out with a
checkerboard type of mask on the model and then the black portions are filled in eithe left to right
depending on the reverse button selection. The size of the pattern is set via the Adjustment slider.

e Slide Bars - This transition is broken up into 1-24 horizontal slices of the model determined by the
Adjustment slider value. The effect selected will be filled in from opposite sides of the model
interlacing each section until the model is filled. Slowly interlace your fingers with your palms facing

you. That is how the effect looks on the model for the

Layer Blending - Mix Slider

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 Settings
The Layer Settings window can be opened by clicking on

the Layer Settings icon from the toolbar, or via the

View , Windows menu.

Persistent

The Persistent option when enabled does not clear the
display buffer before rendering each frame. The resultis the
preview frame remains until overwritten by a subsequent
frame. For example, drop the balls or fan effect on a model,
select the blending to “Effect 1”, 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.

in” transition.

Bl Morph o
|Effect1 -| 0 = 3

In Transiticn | Qut Transition |

Adjustment 50

Reverzse

Layer Settings =
Render Style | Default -
Transformation

a
=]
Blur [J 1 &
=]
=]

| Persistent

The term came from high persistence scopes where each trace just kept layering on top of previous traces.

Render Style

This attribute controls how the buffer is laid out for a model
or model group when the effect is rendered.

Every model has a ‘Default’ value which is the buffer layout
that was used prior to this attribute being introduced.

For example, for Arches — the default is ‘Stacked Up’, for a
Star model, the default is chase across the face of a star.

Additional options are available to change the buffer
representation for the model or group.

The list of values that are selectable are dynamic depending
on the type of model.

Per Preview — this will render the way the model has been
laid out in the preview.

Single line - if selected for a star model, will go along the
outside, middle, then inside layers.

81

Layer ettings (MMM (o]
Render Style Default "' o
Transformation : ]

Per Preview
Blur Single Line &
Hornzontal Per Model
[] Persistent Vertical Per Model fa
d

Horizontal Per Model/Strand
Vertical Per Model/Strand
Overlay - Centered

Overlay - Scaled




Layer matrix - takes each layer and lays them on top . So the outer will be bottom and inner will be top.

There is no need of creating multiple models for the same channel group. Single models can be used for
different types of effects.

For model groups , additional buffer render styles are available.

Examples:

Spinners (Model group)

° Default : Chase goes from left to right

° Single line — each arm lights up individually

° Hor per model — each line is stacked left to right — so each arm lights up in turn.

Blur

This attribute will cause the effect to ‘blur’ ie the colors become

less distinct (hazy) and the edges of two colors will fade into each e [Ddamt | 3

other i.e. will not have sharp edges. The level of haziness canbe ||| "™="fermaten [None -] <]

increased from 0 onwards. Blur W] 1 a
[ Persistent =

o

Singing 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 Moo
singing face model, click on the Model Name | Singing Face Individual Start Chans
Faces button. Display As [{Eastom - Start End
Type of String [ Single Color White - ; :: ;z
The first drop down box is used to Model Width 50 3 @ L
select the type of face definition that Model Height 50 ' : :ﬁ 22
is required. The default value is wa |1 > 2 =
‘None’. Start Channel 78 = From Output: 1 8855 B
Starting Corner nfa n/a
Select ‘Single Node’ or ‘Node
Ranges’ for Coro faces or ‘Matrix’ if Bt el ]
you are going to use images for [ Dimming Curves |
each face position.
[ ok || cencel | [ Appearance | [ Nemes | [ Faces
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Single Node (Coro faces)

Model

The following window is then Moserbume [Sngng e [ B O el & &
diSpIayed_ For each phoneme, iMeDeﬁnllluﬂ - End . A[B/CID|E[F|G|H|[T|[J|K[L M~
. {Siogte Nades :; 2 U R O PO O T
select the channels that will be e & ; )
ace Outline uthine . 84 5 1 2 2 2 2 2
turned on. Multiple selections can e . sl pa k[

. Mouth - etc  Oval Mouth 8 8 1 3 3 3 3 3
be selected, by holding down the Houh: IV _Ten o @ s 53k ;
CTRL key. i ul

Mouth - rest  Top Lip 131 5 IS |5 5 |5 IS |5 5 5 5 |5
Mouth-U O Mouth 14 1 8 7 6 6 6 6 6
e e 0 T
Eyes - Closed  Eyes Closed Evan 8 7 6 s N
r » | 18 1 L] 1 6 4 4
o 19 11 8 716 6 6 6 6
20 1 8 7
- 1
||
Sparkles
Brightness oK. Cancel
Contrast -
Matrix —
PP IS iy usee v UL SLa
If a matrix is selected, then the 7 : )
i i i . Face Definition ca— Iﬁ t
following window will be displayed.
’Matrix v]
MName: | Snowman vJ [ Add ] | Delete l
Image Placement: | Centered = |
| Eyes Open | Eyes Closed
Mouth - Al | D:\Users), Documents\My xLights Sequences\20155equences\Singi
Mouth-E  |D:\Users' Documents' My xLights Sequences\20155equences\Singi
Mouth - etc lD:\Users\ wDocuments\My xLights Sequences\20155equences\Singi
Mouth - FV | D:\Users\. . ‘Documents\My xLights Sequences\20155equences\Singi
Mouth-L ||
Mouth - MBP_
Mouth - O
Mouth - rest
R Mouth - U
I Mouth - WQ

Node Ranges

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.

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

Face Definition

Name:

Add

| |

SingleMode Delete ‘

[Node Ranges

83

Face Outline
Mouth - AT
Mouth - E
Mouth - etc
Mouth - FV
Mouth-L |
Mouth - MEP
Mouth - O
Mouth - rest |
Mouth - U
Mouth - WQ
Eyes - Open
Eyes - Closed

[¥] Force Custom Colors

Color |
112
24-30

2-2
|33

1




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.

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.
| &) \

‘ime: 0:00.00

. .I_.. T
—ia——ia

[ Enter new label:

Edit Label

Model Group All

Singing Face - New

Tden't care sbout Christmas
Outline

Eyes Open QK | | Cancel

Eyes Closed
O 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.
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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.

N

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

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: 2 o I SEm

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

it Fao 2000 200 2400

i H |
= I
— |
I

Time: 0:00.00

(LR | don'tcar e h the Christmas &
e — Breakdown Phrase

Model Group All

Singing Face - New

mrwr)

—ii—+— B8

| dont care ahout Christmas
[ |l gl lo 't g g carelg g aboutg g Crrisgd

Model Group All
Singing Face - Mew

Qutline

Ewes Open

Eyes Closed

0 Mouth

Top Lip

Oval Mouth

4w s Eartt Fem Lt EiY

| don't care about Christmas

don't care |

F—B—— A B BB HEHEA—-HH

Model Group All
Singing Face - New

Outline

Eyes Open

Eyes Closed

0O Mouth

Top Lip
Oval Mouth
Middle Lip
Bottom Lip
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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.

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

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

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’

———— i —+— A —+—E —+— Eme —
—E——H B HEHEHEH-HAHEHAHH

Eyes Open

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.

The timings should automatically
appear against each mouth
movement.

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

Phrases / Lyrics for Voice 2

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

Mouth Movements

Phoneme

@ Timing Track | Lyrics

ace Definition [SingleNode

Arches Group

Eyes E

Show outline

S - 8 -— 0 — B8 —+A-+ @+ B-+8-+- 0+ 0+ BB+ 8- 0+ B+ B+ 0+ 0+ B-+B-+-0+0-+E+B+-0
. -E—— @ ———————— [————[——+——8——+——Hl

° R e 01 cre avou s ]
—l——+— I —+— [ —+— o — (S —
—E——+ B R BB B

Oval Mouth
Middle Lip
Bottom Lip

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 one 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.
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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 B———mrem————+—————————— [
the timing track. As shown below. B——Irmrm———+———————————— [
—|——| HEE+—E—+E3

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.

ard as neraally weigtes

ca AE.
4. The {M) phofesdl e Bors
will alio allow Papigaye to map Them

ret Frant iir
lote. Uding 08U phonessi
% futore,

fuit ore aasple entry tn thid dictlonary, woaZi.

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

as shown here:

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.

Once the processing has
completed another web
page will appear similar to
this:

Click the work 'link'

Another web page similar
to this will appear.

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.

v SECLCE ErPr

2 LOGIOS Lexicon Tool

y froe a tist of

1 you jus

ot 10 e b 8 word is pronounced. 1rx hese.

B oo sotice ke evors e sunput (wsch &4 & wocsingly ssceercet proatincsmtion). plewse sepest i md we will ookt it Yeu can end sepors 10 i excam edu

word file | Chooss File | measng words ta

Chosss File | Ho e chosen

COMPILE

An example

ok Yo autpect file vl book scmaething Boe this
s lefh-bund  rugh-hoed cobenn

_

= o WW SpERCh.CR omusg o i rat =

LexTool Result |

Yo chetonary appears b bave been vuceessfully constructed! Yot cas petnete your residts trough thas Link

Nore: Thas il page comtaans hidden text that provides o direct bk s the cutput dictionary. Thay can be wsed for sstomatic procesiing of this page

= bnches of Mooispeadect] %

* c e Spledh ol oviedy =
Index of /tools/product/1411311357_03081

Hame Last madified  Size Descripiion
o Paceni Dureciony
ﬂ HE it 21-Sep-2014 1055 I8
[ colog  21-5ep-2014 10:55 232
vond 21 ep-2014 105

22 U untn Server o wivs, gpeechcr, oo

o Port 50
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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/cqgi-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 and o
do a right click ‘Breakdown Word’ for the g
missing phonemes. b0+—0———0a—E-+—E——

L3

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

Off On Bars
Butterfly Circles Color Wash
Curtain DMX Faces

Fan Fire Fireworks
Galaxy Garlands Glediator
Life Lightning Marquee
Meteors Morph Piano
Pictures Pinwheel Plasma
Ripple Shimme Shockwave
Single Strand Snowflakes Snow Storm
Spirals Spirograph Strobe
Tendrils Text Tree
Twinkle Video VU Meter
Wave
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The following are ‘ready made’ effects that can be used to generate an effect straight away.

Off

Color Wash

Fire

Life

Piano

E |

Shimmer

Spirals

Tree

On

Curtain

1

Fireworks

Lightning

Pictures

(>

Shockwave

Spirograph

Twinkle

Bars

DMX

Galaxy

Marquee

Pinwheel

Single Strand
™y,

e

r i

b

Strobe

Video

e
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Sequencer representation

Description

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

Prerequisite information
Colors, Timing speed are ignored.

None

‘ Tip: You can use fade in/out with off.
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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.

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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Sequencer representation:

Description

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.
Gradient When selected, causes the different colors to merge into each

other as a gradient rather than as a sharp change.

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

Prerequisite information

None
Gt J 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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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.

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.

model, adjust the number of circles and the speed down until the circles can be seen moving

\ Tip: Place the effect to initially span at least a few seconds. After placing the effect on the
around and then adjust upwards as required.

Tip: Place the Circles effect on a star and select the Radial option to obtain a nice looking effect.
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Co\loWash

Sequencer representation:

*Grid Icon Background setting turned on showing colors selected within the color pallet window.

Description
The Color Wash 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, then the ColorWash will use
the selected colors repeating the colors depending on the ‘count’ setting.

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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Description

Sequencer representation:

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.

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
N effect.
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Description

Sequencer representation:

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.

Use a Single Line model for RGB nodes. As an example, 5 RGB nodes which will create 15 channels of

data.

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.

The channels will be offset from wherever is defined in the model definition. So if
the model for a DMX device starts at channel 450 then the channel 3 slot will
control channel 452. The purpose of DMX is to output a value between 0-255. The
tabs are for using a start DMX value and an end DMX value.

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.

mark of say 10 seconds long. It will move the head for 10 seconds between the ramp values.

1 Tip: For Pan/Tilt head control movement, select the Use Ramps attribute and set it to a timing
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Sequencer representation:

The Faces effect is used by xLights to generate singing and talking face effects. Itis 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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Description

Sequencer representation:

*Grid Icon Background setting turned on showing colors selected within the color pallet window.

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 the
end of each swell.

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 them 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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Sequencer representation:

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
opousetings _|Oosorgton |
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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Fi?’év‘vorks

Sequencer representation:

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 ‘D'et'ﬁﬁ)s th;a 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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Description

Sequencer representation:

*Grid Icon Background setting turned on showing colors selected within the color pallet window.

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.

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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Sequencer representation:

Description

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.
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Sequencer representation:

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 X,Y 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.

.! GLEDIATOR - Graphical LED Installation AnimaTOR
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Description

Sequencer representation:

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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Description

Sequencer representation:

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.

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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Sequencer representation:

Description
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.
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Description

Sequencer representation:

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

Prerequisite information

None.

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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Sequencer representation:

*Grid Icon Background setting turned on showing colors selected within the color pallet window.

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 X,Y B points to be linked to the X,Y 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.
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Acceleration Defines a non-linear speed for the movement of the morph.

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.

x,y start and end 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.

1 Tip: Open and use the Effect Assist window. The window will display a grid corresponding to the
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Sequencer representation:

Description

The Piano effect displays a piano keyboard effects where the keys modulate based on the beat and
frequency of the sequence audio.

Prerequisite information
In addition to generating the effect using xLights inbuilt capability to process sound waves , you can also use
an externally created Polyphonic Transcription notes file or an external midi file.

Notes Source Indicates what the source for generating the Piano effects is.

Options are:

Audacity Timing file, Midi file or xLights generated Polyphonic Transmission.

If Polyphonic transmission is selected , then a window will be displayed and there will
be a pause whilst the timings are first generated.

If ‘Audacity Timing file’ is selected , you will be prompted for the location of the Audacity
file.

If ‘Midi file’ is selected, you will be prompted for the location of the Midi file.

Type Indicates how the piano keys should be displayed - ‘“True Piano’ or ‘Bars’

Start Midi Channel The Start and End Midi channels defines the range that the Piano keys should emulate.
The wider the range, the more keys are required. 64 corresponds to the ‘Middle C’ key
on the Piano.

End Midi Channel See Start Midi Channels

Show Sharps and If selected , then the Sharp and Flat ‘Black’ keys of the piano are shown and played.

Flats

Scale

File The name and location of the polyphonic transmission label file or Midi file if one of

these have been selected as the source.

Track If a Midi file is selected , a list of Tracks that the file contains is displayed. You can
select one of them or All (in which case the tracks are merged)

Midi Start Time Adjust | If a Midi file has been selected , this attribute can be used to adjust the synchronisation
of the midi file to the song being sequenced in case they are slightly off from each
other.

Midi Speed Adjust If a Midi file has been selected , this attribute can be used to adjust the tempo (increase
or slow down) .
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Sequencer representation:

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.

Save the image as a GIF file and make the background color transparent if you don’t want the original
(white) background of the image.

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, 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.

Offset in Pixels Used to specify exact number of pixels rather than % for the start and end positions
offset.

Scale to Fit If the image is not scaled to your model (eg matrix), this setting will autoscale the
image.

Start Position: (x,y) Sets the position of the image if 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.
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End Position: (x,y)

Used to bound the picture image within the model. Defines and controls the
coordinates of the ‘top right’ end corner.

Start Scale

Set the starting position scale (0 - 1000%) independently of the start position.

End Scale

Set the ending position scale (0 - 1000%) independently of the end position.

of your effect and have an image that is non stationary, the rate of movement will adjust

‘ Tip: The playback rate is influenced by the length of the effect. So if you change the time length

according to the new time length.

Caution: If you move the image that you have used for the picture 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.
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Sequencer representation:

Description

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

Prerequisite information

None
e
#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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Description

Sequencer representation:

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

Prerequisite information

None

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 Effect

Defines how much the components of the movement i.e the ripple, twists.

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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Description

Sequencer representation:

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

Sequencer representation:

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.

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

Sequencer representation:

*Grid Icon Background setting turned on showing colors selected within the color pallet window.

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.

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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Description

Sequencer representation:

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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Sequencer representation:

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

Description

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

Sequencer representation:

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.

123



Description

Sequencer representation:

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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Spirograph

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.

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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Sequencer representation:

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.

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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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 traversal of the
model. Large numbers reduce the number of traversals.

° Vertical Zig Zag - Tunes the number of zig zags on each traversal of the model.
Large numbers reduce the number of traversals.

° Music Line - Tunes the speed the line travels left and right across the model.

Large numbers speed up the line.
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° Music Circle - Tunes the speed the line travels around the circle. Large
numbers speed up the line.

° 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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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.

When the Vector option is selected, the Start Position and End Position tabs at the bottom
are used to adjust the motion. 0,0 is the middle position. It defaults to offsetting with the
values being percentages of the model size but if you check the Offsets in Pixels box it
becomes number of pixels.

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.

Countdown 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 countdown
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
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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

lto 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.

vector motion. It will complete that motion in the duration of the effect. This option can also be

\ Tip: In order to stop the text after one cycle, use the "Vector" Movement option and define your
used to stop text at a particular point on a matrix.
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Description

Sequencer representation:

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.

131




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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Sequencer representation:

.l
Description

The video effect enables a video media file to be selected and directly played as a video clip sequence.

Prerequisite information
A video file that will be used for the effect. Supported file types are *.mp4, *.mpg, *.avi, *.mov, *.flv, *.mkv

and *.asf files.

Video Identifies the name and location of the video file to be played.

Start Time Defines the point in the video at which the effect should start playing. The default is to
start from the beginning.

Maintain Aspect Ratio If selected , then the video aspect ratio (16:9 or 4:3) will be used, else the effect will
attempt to change the aspect ratio to better match the model dimensions.

The video duration is adjusted to fit the time that is selected for the duration effect. If the video
duration is shorter than the time selected, then the video will loop to fit the duration.
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Sequencer representation:

Description

The VU Meter effect displays a volume meter type of effects that responds to the sound level of an audio
track.

Prerequisite information

Select one or more colors.

The On effect type shows brightness equivalent to the volume of music, so is suited for music with loud
distinct beats.

The Level Pulse effect type pulses when the audio gets above a certain level. Reduce the sensitivity to
make it less white. Once triggered it goes white and fades. If it hits the level again it will go bright again. If
your sensitivity is too low it just stays on.

Bars Defines

Type Controls the type of Waveform that is displayed. Options are:
Spectrogram,
Volume Bars,
Waveform,

Timing Event Spike,
Timing Event Sweep,
On,

Pulse,

Intensity Wave,
Level Pulse,

Level Shape

Timing Track Defines the timing track from the sequence against which the effect will be
generated. This is only available for some types of effects as in other cases the
effect is generated off the audio level or audio spectrum.

Sensitivity Applicable for the Level Shape and Level Pulse effect types. Controls how much it
grows.

Shape Enabled when the Type attribute is ‘Level Shape’. Options are:
Circle

Filled Circle

Square

Filled Square

Diamond

Filled Diamond

Slow Down Falls
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Description

Sequencer representation:

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

File
New Sequence

Musical Sequence
Animation Sequence

Open Sequence
Save Sequence
Save As Sequence
Close Sequence
Select Show Folder
Back Up

Quit

Tools

Test

Playlist

Add

Rename
Delete
Refresh
Custom Script

View
Zoom In
Zoom Out

Perspectives

Windows

Model Preview
House Preview
Effect Settings
Colors
Sparkles
Brightness
Contrast
Layer Blending
Effect Dropper
Effect Assist
Perspectives
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Audio

Speeds

Import

Import Effects

Settings

Sequence Settings

Info/Media
Metadata
Timings
New

Import

Data Layers

Render On Save

Tool Icon Size

Grid Spacing

Grid Icon Background
Grid Node Values
Render Mode

Effect Assist Window
Reset Toolbars

Help
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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.

EO& " =

[FTe] Edit  Tools Playlist View Audio Import Settings Help

If you click on the File menu, at the

. X New Sequence Ctrl-n

bottom, last 4 show directories that D_ :

have been used will be displayed. [ Opensequence CTRL-o0
E Save Sequence CTRL-5

If you select any of the items listed, % Sae SR

your show directory will be changed

. Close Sequence
to the selected directory.

) Select Show Folder 3
&7 Backup F10
A Quit Alt-F4
Di\Usersh. \Decuments\My xLights Sequences\20165equences_SetupManual
D:\Users\¢ Documents\My xLights Sequences\20155equences
D:\Users) \Documents\My xLights Sequences\DanslokesToDo
D:\Users), \Documents\My xLights Sequences\GilsStuff\WakingUpInVegas
New Sequence
To create a new sequence, either [sequencesettngs b )

use the New Sequence icon, select
New Sequence from the File menu or
press Ctrl N. The following screen is
displayed:

Wizard | Info / Media I Ieta Data | Timings | Data Layersl

. -
\ Masical -~

a

ADIMation

l Don't Create Sequence l ’ Dane ]

.\\ Note: if you do change your mind about creating a sequence, click on the Don’t Create Sequence
button.

Musical Sequence
If creating a music sequence, click on Musical Sequence.

A ‘Choose Audio File’ window will open, defaulting to your media directory.
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You can select ‘FPP Audio files’ or
‘xLights Audio files’ to filter which file
types can then be selected.

FPP Audio files:
*.mp3;*.09g;*.m4p;*.mp4

xLights Audio files:
*.mp3;*.099;*.m4p;*.mp4;*.avi;
*.wma;*.au;*.wav;*.m4a;*.mid;*.
mkv;*.mov;*.mpg; *.asf; *.flv;*.mpeg.

If in doubt, select FPP Audio files.

Date modified

1/03/2016 8:20 AM
7/02/2016 1:37 PM
T/01/2016 2:44 PM
10/02/2016 4:35 PM
12/05/2015 9:28 AM

i
A
i
i
i

Sequence Settings i w
£ Choose Audio file — - —
QU | . = My xlights Seq... » 20165equences »
Organize » Mew folder
=l Recent Places * Name .
. Backu
3 Libraries o 2015
= . From_.
_ﬁ Documents
J} G . Images
— pict - . SingingFacelmages
E‘ V'; e " |4 Sleigh Ride
ideos
o Computer
&, os(c)
! w DATA (D)
b % DVD RW Drive (E) $EBI%! + ¢ | .
i“ File name: -
e |

Warning: The most common supported files on the FFP are .mp3 and .ogg. There is limited
support for . mp4 and .m4p files for audio. Constant Bit Rate (CBR) audio works well. Variable Bit
Rate(VBR) is quite uncommon.

Select the frames per second (fps) for ~ - mas w0 ow ——p 1|

your sequence. The most common one . |[ = [inte s media | meta pata | Timings | Dats Lavers]

used is 20fps (50ms). w

Press Skip>> on the next screen. 1 [&ois Eomed L
| b
o ' $
[ e ) [ e

If creating an xLights sequence, at this T, A P W. ) j ==

stage you can select ‘Done’ and import

timing marks later (either via the Wizsrd |Info / Medis | Mets Data | Timings | Data Layers|

Timings menu or by Right Clicking on Other Optional Tasks:

the Seque.ncer menu. ).. Alternatively, l Edit Metadata l !

you can click on the Timings tab now — |

this will lead to the Timings menu. l Import Timings l

On the Timing menu, you can select |

one or more of a number of timing bar ||

. . . - [ Done >>

options, which will generate timing

marks automatically (similar to those |

that can be done via Audacity). |

If you click on the Edit Metadata tab, |

s ) Don't Create Sequence | | Done

this will lead to the Sequence Settings  {iL

dialog box.

At this stage a new empty sequence has been created. You can...

° Select Save to save the sequence in your show directory — you will be prompted for a sequence

name.

) Click on the Sequencer tab and continue with
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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.

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.

140



T ——————
*** The sequence you are closing has unsaved changes. =

FPlease choose whether you would like to Save or Discard the changes
or hit Cancel to return to the sequence.

Save Changes l [ 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

new folder with the date/time embedded in the name the backup was created. You can press
F10 as many times as you like and should do this at least once per sequencing session. Keep
in mind that you must have saved at least once in order for an updated XML file to be protected.

‘ Tip: Pressing F10 anytime, anywhere will backup your XML files for your and store them in a

Alternatively, from the File menu, select el Eeit Iocls Playiist View Audio lmport Settings Lelp

B Mew Sequence Ctrl-n
Backup.
'b Open Sequence CTRL-o0
& Save Sequence CTRL-S
% Save Sequence As
Close Sequence
‘ Select Show Folder F3
&) IEachp FIT]
B Quit Alt-F4
D:hUsers', \Documents' My xLights Sequences\20165equences_SetupManual
D Userst, Documents\ My xLights Sequences\20155equences
DvUsers' ‘DocumentsiMy xLights Sequences\DanslokesToDo
DhUsers \Documentsi My xLights Sequences\GilsStuff\WakingUpInVegas
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You will be presented will a
message indicating where
a backup will be created.
Click Yes to proceed.

. . . W% Allxml files under 20MB in your dlights directory will be backed up to
Every time this Stelp IS IQI "Di\Usersh. \Documents\My xLights
executed, a copy will be Sequences\20165equences\Backup\2016-04-07-141134", Proceed?

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.

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.

1 Tip: It is a good practice to also separately backup any files that you may have used as inputs to

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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Edit

From the Edit menu , you can select the Undo , Cut , Copy and Paste functions and apply them where
where applicable.

As an example , when on the sequencer grid , you can highlight an effect, click Edit and then click on Copy
(to copy the data to the clipboard).Move your cursor to where you want the effect to be duplicated and then
click File and Paste.

You can also use the associated Cirl keys instead ie Ctrl C and Ctrl V in this case.
The functionality of each option is self explanatory.

File [Edit| Tools Playlist View Audic Import Settings Help
|

7 S i |

WEOSLEHRRS™

ule I Papagayo | Sequencer : Kmas 2

’:-f. Undo Ctrl-z

!l_.l'

3‘ Cit  CTRLx

Copy CTRL-c

Hou LPI
éf_] Paste  CTRL-v

X | View:
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Tools

Audioc  Import  Settings Help

@ ¢ |

The Tools menu contains the Test  FEile Edit
function.
]

Test

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 (o
button will turn yellow when active. At the end of testing, click on the Lights Off button. }: ¥
The yellow bulb will turn off.

You can also select the Output to Lights attribute on the Testing screen.

| r L B Ay o BB KL M -y WO X
e Ligﬁ;w =i X
——l——

| Standard | RGB | RGB Cycle|

Seachchoonsoe & Function Background Highlight
4[] Controllers {1-77361) = @ Off Intensity Intensity
[T1E1.31 MULTICAST {1} [1-04] (1-94) DMX-Cane Lcicle, RobTree Singing Face ) Chase 255 2559 |
E [TIINACTIVE E1.31 MULTICAST {2} [1-460] (95-554) Outline-AL, A2, A3, A4, AS T =
N > [T]EL31 MULTICAST {71} [1-293] (555-847) Unused i )
E > [T1EL31 MULTICAST {5} [1-456] (848-1303) Outline-E1,B2,B3,B4,B5 :'C”“El"‘
L - [F1EL31 MULTICAST {72 [1-512] (1304-1815) Lo
» [T]EL31 MULTICAST {73} [1-512] (1816-2327) 0 Altemate
f » [T]EL31 MULTICAST {74} [1-123] (2328-2450) ©) Twinkle 5%
i; 5 [T]EL.31 MULTICAST {11} [1-365] (2451-2815) Outline-C1,C2,C3,C4 ) Twinkle 10%
] + [C1EL.31 MULTICAST {75} [1-512] (2816-3327) ©) Twinkle 25%
F5) » [C]EL.31 MULTICAST {76} [1-512] (3328-2839) ) Twinkle 50%
— » [C]E1.31 MULTICAST {77} [1-512] (3840-4351) 0 255
E : ) Shimmer
= 5 [C]E1.31 MULTICAST {78} [1-512] (4352-4863)
sixel » [C]EL.31 MULTICAST {79} [1-512] (4864-5375) ) Background Only
> [C]EL.31 MULTICAST {80} [1-512] (5376-5887)
> [Z]EL.31 MULTICAST {81} [1-113] (5888-6000)
L ¢ [C]E1.31 MULTICAST {21} [1-450] (6001-6450) Arches
[71E1.31 MULTICAST {82} [1-512] (6451-6962)

> [C]EL31 MULTICAST {83} [1-277] (6963-7239)

> [T]EL31 MULTICAST {12} [1-210] (7240-7449) Pipes
[T1E1.31 MULTICAST {84} [1-512] (7450-7961) =
[71E1.31 MULTICAST {85} [1-38] (7962-7999)

> [T]EL31 MULTICAST {13} [1-390] (8000-8389) Star,Lantern

> [T]EL31 MULTICAST {86} [1-512] (8390-8901) - Speed U

When you first access the Test tab, you will be presented with a view of all the channels configured against
‘Controllers’, with each line (Universe/Channel range) defined in the Setup Definition shown separately.
You can click against the Controller to select or deselect all channels beneath.

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.

Stmart 78| Gk

RO g
Gy laty

e
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If you click on the first attribute against the top level controller item , the view toggles to one showing all the
Model Groups.
You can then select one or more Model groups.

You can also click against a Model Group which will then display all the models under the group.

This is quite useful to test a model or group of models at a time.

Testlights

-

- S—

- o
Load Save Bl 0utput}u lights
Standard | RGB_| RGB Cycle

Function

Select channels .. Background Highlight

‘ Controllers (1-77361) o Off Intensity Intensity
4[| Model Groups . Chase 55 5
B —
[ rches raup o =
[T Candy Canes Group
B () Chase1/4
|| Driveway Group

| Garage Qutline Chase1/5

E [ Garage Trees Grou| Afternate
7] Garage Tree 1 ) Twinkle 5%
[] Garage Tree 2 ) Twinkde 10%

[] Garage Tree 3 7 Twinkle 25%
‘_,_IGarageTvee“ ) Twinkde 50%
[T Garage Tree 5 = 0 5
() Shimmer

[] Garage Tree 6
[ZHouseHorroup (©) Background Only
[T HouseVert Group
[T Icicles Group

[ Lantems Group
|71 Mega Tree Group
[T Model Group Al
[T North Pole Group
[ P10 Matrix Group

o‘ ]

[7] Pipes Group

[T Rob Trees Group -
[ Singing Faces Group - Speed U

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, in most cases, always in RGB sequence. It actually turns on
every 3rd channel, i.e. 1,4,7,10 etc for red and 2,5,6,11, etc for green, etc and then all channels
for white. A quick way to test your lights to ensure the correct RGB, BRG, GRB etc. is set

properly, is to turn on channel 1. That should turn on RED. Next would be to turn on channel 2, that should
be Green and finally Channel 3 should turn on Blue. Go to the first light of the string . Select the first 3
channels in the setup eg 97,98, 99. Check that Model is defined as RGB. Use background colour and
move the first (Red) bar only up. Green turned on for first light. Move first bar down and move the second
(Green) bar only up. Blue turned on for first light. Move second bar down and move the third (Blue) bar
only up. Red turned on for first light. So the controller should be set to GBR.

If you wish that the ‘RGB definition’ of your model be used instead, then select the R-G-B-W option instead.
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Test Lights

[ —

Select channels ...
> [7] Controllers (1-77361)
4 [T Model Groups
» [7] Arches Group
[~ Candy Canes Group
[F] Driveway Group
[~ Garage Outline

[] Output teo lights

Standard | RGB | RGB Cycle

Function
© Off

@ A-B-C

) A-B-C-All

©) A-B-C-All-None

() Mixed Colors

[ Garage Trees Group

[] Garage Tree 1
[7] Garage Tree 2
[7] Garage Tree 3
[] Garage Tree 4
[ Garage Tree 5
[ Garage Tree 6
[l HouseHorGroup
[ HouseVert Group
[ClIcicles Group
[l Lanterns Group
[l Mega Tree Group
> [£Model Group All
[l Morth Pale Group
[ P10 Matrix Group
[ Pipes Group

© [7]Rob Trees Group

[ Singing Faces Group - Speed {J

This will use the model definition and turn on the color that corresponds to the channel as defined in the
model. So if the model definition is GBR , then the colors turned on will be Green, Blue and Red
respectively.

Playlist

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.

File Edt Ioo\sE\a !r:tgyew ‘%udm lmp.on Settings  Help
TDE "TERVATEYY B
D o |EHNESP A S ENCO AN DR RN TR Fles

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

Save Playlicts Available Files Playlist

o [Video [¥]ilights [ Movie Mode @ I Set delay H Play tem H Play All ‘

[eup | Comet]| e Sequence | Jmas N3l 1
] : =) Show Directory F. Delay (5)
Avail Playlit = ey s
Refesh / Sleigh Ride fseq
- Custom Script - Sleigh RideMTest freq
Fes: []Audo -srrwss—mmgrae! T NovieMode @ @ l iy ‘ ‘ ik ] ’ Jall | - TestNorthPole fseq
Eihuw Directory Fu  Delayld)
- Sleigh Ridefseq
- Hligh RideVMTestfseq
- TestNorthPole.seq
(2]
L] &)
=
©
[s<]

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
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Available File list to the Playlist. Within the Playlist section, use the Green arrows to change the sequence

of the item.

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.

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

Test  Conwvert | Layout Schedule Setup

Available Files
Files: Audio

Show Directory

Ipagaye |

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.

Delete

To delete a Playlist, click on the Playlist tab that you wish to delete, then click on the Playlist tab , then select

Video |¥|ulights

Sequencer

Papagayo  Sequencer | Xmas 2013 Playlist 1

Playlist
Movie Mode -{-} {? Set delay . [ Play ltem [
Filename Deelay (=)
He's the Aussie Santafreq (1]
I sChristmas Time Again_testvideo.fseq o
Set Delay

Amaount of delay sfter the selected iterm has finished playing

Enter the number of seconds (0-3600)

oK [ cance |

Xmas 2013 Playlist 1

Playlist

Play Al

Filename Delay (s)
.

He'sthe A Rename Playlist Lg
Tt =Christ
LittleDru Enter a new name
pquESt'_ mas 2013 Playlist 1
Sleigh Ri
Sleigh Ri
Spinners I OK l I Cancel

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.

Plarylist
MovieMode || [ | Serdelsy Py e Flay Al Remmene Sergt
Edename Belay () 100 REM *
101 REM * Created: 07,2415 1 20043

He's the Ausmsie Sardatiag ] AR A= P o
B sChuiienas Tiene Aguin Beitidec fieg » 103 REM * Repeat: off
LitleDrumenertiey_metridicefieg 0 04 RERA* Firdkt R Qi ot
Pl0Testiseq 0 ::; :::; " Lactem Once: on
Sleigh Fide freq 9 16 LET Listiaered =X 2013 Playine 1°
Sleigh Rideseg ] 130 HTPLAYLET Listhamed
SpinnerSamplesfieq ] 130 OHPLAYBACKEND 140

FORMATDATETIMES (MOW,5)
132 PRINT “Playing  ITEMMAMES(L)

13X PLAYITEM L

134 WAl

185 ONPLAYEBACKEND 300

180 LET Mestitorn=1

200 RER

201 REM * Play item Nextitern

202 AESA
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You can also set Playback options for

the Playlist as follows: __Elag,rtist View Audio Impqrt Settings  Help

oo

! Repeat

Play first item once at beginning (if repeating)

Play last itern once at end (if repeating)
[ Random Order

["] Lights off after each song

o

P10Test.fzea
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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.

2| y=l ZoomIn
Z0&E3
. Zoom Out
HCNERIE IR ,
Perspectives J Save Current
‘ Setup | Convert i Layout | !
‘ : Windows k| Edit/Load
House Preview |

W A

Ll ROET T

L

You can have multiple perspective saved and easily recall them by selecting the perspective desired from

the Perspectives window.

Windows

There are a number of windows that enable &ud'rc- Import  Settings  Help

simultaneous display of different views in
xLights. When xLights first loads, a default
set of windows are displayed. @ Which
windows are open can be controlled via the
Windows menu by selecting View, Windows
and then clicking on the required window to
open it. The window is dropped by default on
the left side of the screen, however each
window can be moved and docked to
alternate locations on the same screen or
moved to an alternate display screen if
connected to your PC/ MAC.

¥
[
e

Zoom In m »I r‘&-' ﬁ
Zoom Out - I]#-Em.ﬂ--
Perspectives i oo ERES, ioss ]
i ‘_- _ Display Elements ;
= MModel Preview N

""" - House Preview

t Effect Settings

Colors

Layer Blending 2

Layer Settings
Effect Dropper

|

Madel Gry

Effect Assist

Singing Fi Perspectives
Dock All

Reset to Defaults

1

e T
Singing Fi
Top F{ecta%

o T W ey

149



Sequence Elements

The Display Sequence Elements window enables views,
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.

a

It can also be opened/closed by clicking on the
icon on the toolbar.

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. It can also be opened/closed by

&

clicking on the icon on the toolbar.
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Sequence Elements

View

-

| AddViews |
@ Master View -
Second View | Delete View |
Timings / Models:
Timing/Model * | Add |
@ €8 Imported Timing 3
[< > QB He's the Aussie Sant... i Delete E
@& é:E‘Q He's the Aussie Sant...
@& a Singing Face Position:
@ P Singing Face? | Move Up |
@ @b MTREE —_—
@ @ P10 Matrix | R |
| Showal || Hiden |

Time: 0:37.29

& Imported Timing

Singing Face

dou=e Preview

Bladot ot ataltododatablatat o

Insert Layer Above

Insert Layer Below

Play Model
Export Model

Toggle Modes
Promote Mode Effects

Edit Display Elements




Effect Settings

The Effect Settings window displays the current or last effect Effect Settings X

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 i

with the ‘current’ effect. Use the window to modify the attributes

of the effect as required. The results of the change are [B“ﬁerﬂy b

displayed in the model window when selected and in the House ] -Rainbow = alt

Preview window when the sequence is played. The window - L4
styie (o) 1 g

can also be opened/closed by clicking on the icon in A LU sk

the toolbar.

Colors

The Colors window enables the user to change displays -;E;Ior' =

the current or last effect that is being worked with. If an ¥ FE R EF R

effect on the grid is selected or a new effect dragged to l - .

the grid, then this window gets updated with the ‘current’ SfcdosdloucBollc

effect. Use the window to modify the attributes of the || Sparkles  [] 00 J

effect as . required. Thg results of the change.; are Brightness ﬂ 0 &

displayed in the model window when selected and in the

House Preview window when the sequence is played. Contrast U 0

The window can also be opened/closed by clicking on the

o
S]]
icon in the toolbar
By clicking on one of the colors, the color box will appear ~ glar <all

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

m
1]
8
0
0
=R
=]
o

BEEN ]
EEENTT

m colors:

=]

7775 ENNEED
1717 HHEENERN
17 HEEETC
1717 THHEEN
117 HEEENET
1717 THEENET

] ]
17

—

Define Custom Colors ==

—

—

OK || Cancel |
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Layer Blending

- [T Marph a8
il ’Normal v] G ] =l

The first option of Morph is used with two or more ————— —
layers. If selected, effect #1 will morph/blend/fade into I Fisie il | Qut Transition

Effect #2 midway through the timing interval in which ’Fade v‘Time(s) 0.00

the effects are placed.

The drop down list has 12 different blending. Adjustment rj 30
[] Reverse

Effect Dropper

The Effect Dropper window displays all the
supported effects and enables you to select a
required effect and drag it to the sequence grid. .

[]

!

P

r

G B
—

@3
af
i
® F W

The same functionality can also be obtained using
the effects from the effects window: ll

i
B
=
ik
fed
k|
=

BLUIEEN IRCENEOSUEHRRS e dEEC0ANR/ERERNE I

Effect Assist
The Effect Assist Window is an additional window that helps ~ Effect Assist e
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.
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Perspectives

The Perspectives Window enables you to save your current window positions and retrieve and use them

later.

So you can have a set of windows open for a single monitor , a different set when you have two monitors

etc.

Use the ‘+’ button to create a new perspective name (of your currently opened and positioned windows).
Click on Save to save it. Select a saved perspective and Double Click to load the required windows.

Select the perspective and use the ‘-’ button to delete it or Click on Rename to Rename it.

ZoomIn

Zoom Out

5 Perspectives 4

View | Audic Import Settings Help

MW A B AR K
[ S RCET e T EVICLT LI REE LMW

o pame sl

Windows

Display Elements
Model Preview
House Preview

Effect Settings

e 4 Perspectives
x - f i
- Layer Blending = D Save
. Li—l - Layer Settings T .
— ault Perspective
E!. = ._J [ ectRioppes Test Perspective
7] Model GroupAE Effect Assist !
4| |
Singing Faces € IPerspectives I Dbl-Clk to load
Singing Face - | Dock All

Top Rectangle 1

Reset to Defaults
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Audio

Speeds

This function enables you to to play the audio during sequencing at
normal speeds or at slower speeds.

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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Play 3/4 Speed
Play 1/2 Speed
Play1/4 Speed
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Import

Eile Edit Tools

HFLOD833 @

Import Effects

Playlist View Audic

Irnport Effects

Settings  Help

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 e T ———— ]
Effects’ from the Import tab and | ) [asriraims
select the LSP sequence (the Map Ly Saand CCR
same process can be used for - e Hote S i
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 | baned | e Manpay s Mappuag |
3. Click on the drop down arrow and you M T |
will be presented with a list of models that you -] [Reieidferimpon
have defined on the sequencer. Select a model Mop by Seand! XCF
and Click on the ‘Add Model for Import’ and Moo St Hode oot olor
press Enter. The following screen will be i stendl
displayed. e e s
Arzal Stend L Hode =
Arcal Stznd L Hoded
Arzal Stend L Hode &
| Arzal Stend L Nodef
Aroal Stend L Node 7
Tip: Multiple models can be E EE E;
\ selected i.e. you can select another |- andl Hode 1)
Model (‘Arch 2) and Click on the |ax Sl ok
‘Add Model for Import’ again. ,ﬁﬁ:i i i
Arzal Stznd L Hode 16
ok || Concal LoadMapping  Save Mapping
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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.

iNDE®Xa r N  Aausghll &84 @90 T

Map Channels [t
Maodel Strand Mode Chaninel Color
::(‘- Strand 1 =,
E;nﬁ\,Caml
oy Care3
Candy Cane &
Femee Arch 1
Fence dirch 2
Fence e
fench Arch
H e Lt Top-Ad
H Gutter Raght Top-C1
H Hoe Left-B5
H Hor Mid Rsgh-C4
H Righa-C3
H Vestical Left Bottom-42
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.
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

° Import effects from a xLights sequence from another user
) 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.
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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

° Create a new musical sequence, select timings and add your display elements or select a view.
° Save the sequence.

Else

° 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.

the sequencer tab, right click against each of the imported model names and select ‘Promote

Node 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.

\ Tip: In order to Improve performance of the imported effects and reduce the memory footprint, in

X ‘ 40.00 50.00 1:00.00 l<] 1:10.00
| |

Time: 1:14 919

 New Timing

i Insert Layer Above
»® L Insert Layer Below
7 Arch3

Archd Play Model

Archs Export Model
E Archb Toggle Nodes

Promote Node Effects

Edit Display Elerments
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Settings

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  Sequence Settings e
name or location, the sequence [Info / Media | Meta Data | Timings | Data Layers|
duration and whether media tags
can be overwritten can be
changed from this tab after the

sequence has been created. Sequence Type:

Filename: D:\Users\d228081%\Documents\ My xLights Sequences\20155equencest P10 Test.xml

KML Version: 4113 # Models: 4

If you have reduced the Iength of Media: Ij:\Users\dZZSUSl\DUcuments\MyxLights Sequencesi20155equences’Sleigh Ride.mp3
the media file after starting on the
sequence, and want the sequence Sequence Duration: 182,230 [T] Overwrite Media Tags

to adjust to the new length:
Change the length of sequence
duration to the new value, then
save the sequence. Delete the
fseq file, close the sequence,

re-open it and save (creating a new fseq file).

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 m
data Click on Done : —
Info / Media | Meta Data |T|m|ngs | Data Layers |

to Update.
Author:

Email:
Website:
Song:  AllIWant For Christmas Is You
Artist:  Mariah Carey
Alburn:
Music URL:

Comment:
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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.

New

Sequence Settings o
| Wizard | Info / Media | Meta Data |T\m|ngs| Data La.yers.|
Timing Grids | |

|

]

1]

1]

|

L

| [ Don't Create Sequence ] i Done ] (]

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.

Note: This component

»

uses the VAMP plugins to

generate the timing marks.

Selecting one of the options then

Sequence Settings -~ - - |
| Wizard | Info / Media | Meta Data.l Timings | Data Layers|
Map Channels ﬂ
re—————

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

Click Done when complete.

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

MNote Onset Detector: Mote Onsets

Mote Onset Detector: Smoothed Detection Function
Polyphonic Transcription

Segmenter

Tempe and Beat Tracker: Beats

ECUENCE Done

= Tempo and Beat Tracker: Tempo
S Tonal Chanae: Tonal Chanae Detection Function 512
i WS T § : -
S TR — Seguence Settings u . . |—§3 |
| Wizard [ info / Media | Meta Data | Timings | Data Layers|
| Wizard | Info / Media | Meta Data| Timings | Data Layers|
Timing Grids | ‘ ” .
- i [ T
Beats = l ‘
| Timing Name: [Bars] o
| _ Bar and Beat Tracker
I : Estimate bar and beat locations
I ' Plugin Settings
|
20 - 16.0
| : ' Beats per Bar: U
[ Den't Creste Sequence | [ Done i 40
ok || Concel |
(.
’ Don't Create Sequence ] ’ Done
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Import

The Import button enables you to import 3 choose Timing fie) -
timing marks created externally for example &5 )=/ « My Documents » hysLights Sequences » = [ 63 Search My tighes Sequences P
using Audacity or where you have created a Organize Mewfolder =~ Fl @
timing track manually or wish to import one 'E' Date medified Type :
from another sequencer in a supported e " il

- AllTWant For Christmas Is You Inputs
format. g Amazing Grace Inputs

Backup

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

- Elue Christmas Inputs

LOR LAS file. s .
File pame: v |Testfiles (") -
Text files (")
LOR (*.Ims)
1 OR 1 la<h
e & BRARE NN golect the required file, click OK to import the
L. - = timing grid marks. If you select a LOR LMS or
| Cheosz Trming Grd 2 use ortiming impert: | | LAS file and it has timing marks in it, you will
| Unnamedl be prompted to select the timing grid from
] within a window:
You can repeat this process to import another
= timing grid from the same file or from another
file. Click Done when complete.

yparkles

Dene

Inghtress|

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:

° Save it ( an .fseq file is created) and run it within xLights or via the Falcon Player
Add xLights effects to new models via the sequencer
° 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.

° When you a import a data layer
° When you press the ‘Render’ All button
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N

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, a new
sequence should have been
created or an existing sequence
opened.

From the Main Menu tab, select
Sequence Settings and then Data
Layers.

Click on Import, navigate to where
your input file (‘LMS’, ‘LSP’ efc) is,
change the file type as required and
select the file to be imported. Click
ok.

On completion of the import, the
Data layer details and the number of
channels imported to the data later
will be displayed. The file has been
imported/converted and stored in an
.iseq file.

— -
Sequence Sttings T R R o o]

| Info / Media | Meta Data | Timings | O

=1 Layers to Render

¥ Mutcracker

Import |

Close ||}

L i

i

Sequence Settings < TR e LS S

4 Croeus e 1 mpen i dits ey
A ol e

@coy

e ® EeTrer—rr
— -

o w

T e Pracm

Tin zwre

Info/ Media | Meta Data | Timings | Data Layers

= Layers to Render
4 Nutcracker
=- Feliz Mawidad_3.5eq

Seurce: Dillsersie
Data: <waiting for file conversion>
MNumber of Channels: <waiting for file conversions>

Channel Offset: 0

\Decuments\My xLights Sequences\Feliz Navidad Inputs\Feliz Navidac

| Conversion Options

e Turn off all channels at the end?

B3l

MULTICAST

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).
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Sequence Settings T S o)
Info / Media | Meta Data | Timings| Data Layers
=¥ | ayers to Render

7 Nutcracker

= Feliz Navidad_3.5eq
Sowrce: D:\Users\d228081\Documents'\ My xLights Sequences'\Feliz Navidad Inputsi\Feliz Navidac
Data: D:\Users\d228081\Documents\My xlights Sequencesi20155equences\Feliz Navidad_3.iseq
Number of Channels: 16384
Channel Offset: 0

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.

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 imported, double-click on the model's row title to reveal
the strands and then the nodes. The imported effects are at the node level.

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.
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Render On Save

The default setting is to render all the effects of all the models and Sequence Settings

groups when saving the xml. If this setting is unticked (i.e. to turn off), v | Render On Save

then it will only save the XML when you click Save / Save As, resulting Tool Icon Size .

in a very fast save operation. Then you can render using the Render All : ;

button when you really need to create an fseq file or need to make sure Grid Spacing r

what you are previewing is fully up to date. Grid Icon Backgrounds b
Grid Mode Values ]
Render Mode ]
Effect Assist Window ]

Reset Toolbars

Tool Icon Size
This function enables you to change Settings | Help

the size of the tool icons that are used :
to represent the effects on the effects | v ;Z:ud:;enﬂ::rzgs L it ;B g@ @' |
ribbon. Four options are available: l : e T sy
Tool Icon Size k@ Small ALT-1
Gl e Ll P e ALT-2
il Grid Icon Backgrounds k Large ALT-3
= Grid Mode Values k Extra Large ALT-4
d Render Mode »
7] Effect Assist Window 3 s R e

Reset Toolbars i o0

Grid Spacing

This function enables you to change i W

the size (i.e. width of each band) of Sequence Settings I r& Tl r'h Q ﬁ I
the sequencer grid. Four options are  +  Render On Save - -
Pﬂ.nﬂ!ﬂ ] A JR3

available:

Toollcon Size L4

Grid Spacing - Srmall CTRL-1
Grid Icon Backgrounds .| Medium CTRL-2
Grid Mode Values | & Large CTRL-Z
Render Mode [ I Extra Large CTRL-4
Effect Assist Window . e bl e

Reset Toolbars

Grid Icon Backgrounds

Sequence Settings ‘& el %

i Render On 5
When an faff-ect such as the Morph effect is placed v Render On Save .-m.ﬁ
between timing marks (as an example over several Tool Icon Size b !
seconds long), a representation of the color

Grid Spacing y #mas 2013 Playlist 1
changes over time for that effect. . : ]
Grid Icon Backgrounds | v | On
If you select Off, then the effect on the sequencer ST ' i }
grid will only show the generic effect icon and not Render Mode 4 I -
the colors. Not all effects have this difference. Effect Assist Window r

Reset Toolbars Llllllllllllllllllllllll
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Grid Node Values

This function provides the ability to turn off the effect displaying
colors at the node level.

Sequence Settings
v | Render On Save

Tool Icon Size

3

Grid Spacing 4
Turing it off improves rendering performance and is recommended Grid Icon Backgrounds %
where effects are only being dropped at the model level. The value Grid Node Values v
can be turned back on as required. Render Mode g

Effect Assist Window 4

Reset Toolbars
Render Mode
If the Render Mode is set to Erase (which Sequence Settings {é\ A ',h Eﬁ @.

is the default value), then the fseq file is 7 | Berder G Save

erased before every render. If set to .nm.ﬁ..ﬁﬂ

Tool I Si 3

Canvas Mode, then the data in the fseq is D_D mn_ o mas 2013 Playlist 1

not cleared before a render, rendering is Grid Spacing A

done over the old data. Grid Icon Backgrounds » E“?—m ]—Tm
Render Mode »| v | Erase Mode

Effect Assist Window k| Canvas Mode

Reset Teolbars Py

\ 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 foot
original section is still visible. This is the how canvas mode works.

Effect Assist Window

Always On will display the window in all Settings | Help

cases, Always Off won’t display the window Sequence Settings : é e ){B Q @
(111
and Toggle Mode will display the window if the | || Rendés on Save i i
. . . r
effect supports it, else won't display the [ e on i . LENEERERN
window if the effect does not have this ) ]
- Grid Spacing »
capability.
Grid Icon Backgrounds 2 2.-i'm 4?‘:
Grid Mode Yalues »
Render Mode » _I AT,
Effect Assist Window | v Always On
Reset Toolbars Always Off
R - Toggle Mode ]
o ] o ey |

Reset Toolbars
Sequence Settings

The Reset Toolbar option, when selected will reset the Toolbars to the v | Render On Save

default locations the next time xLights is started. Tool Icon Size *
Grid Spacing b
Grid Icon Backgrounds »
Grid Mode Values »
Render Mode 4
Effect Assist Window r

Reset Toolbars
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Help

The help tab contains two options within it.
Pressing F1 displays a Help or information window depending on tab the user currently is on.

Selecting the About option display a window containing xLights release information, websites, copyright and
acknowledgements.

Help

I [ Content F1 |
{ About
LH‘“
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Chapter Six: Advanced Features

Configure Matrix Panels

BBB definition

Coming from LOR

Running LOR Controller in DMX Mode

LOR to DMX channel conversion

Running LOR in DMX Mode

Convert a LOR LMS file, play on non LOR hardware
Convert LOR sequence, import into xLights
Common Scenarios

Editing the rgb.xml File

Using Notepad++
The rgb.xml effects file

Online Support Groups
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Configure Matrix Panels

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.

e g ————— — L
Whoshed Mg 70 Wt Faeonbianl Sart Rt Cusborn Model (3L 0 s =
[ 7 FAF P [ r— - St I
Nt A REET 1%
PRt 12841 |
At 0 ol leegn 6 . } inae 12ITS
a 12367
# of RGE Modm paw o &4 i $ 1R ura
. & 10 11
of St pr g |
. g 5 T 1148
Supet Chameel 11800 : From Output 1 8 1mM o
¥ 1B 1n
ety Coiist i Top Lelt Top Right L. FET
1 1 1331
EBcfiom Left Batbom Faght 17 1mn2 10603
13 1 1.
[
Wy ey TRITE 16487
Rhcoprt Bregitray J o 15 je 1487
Adpateraed 16 b L
17 e 15361
o8 Concel Sopummcn Mo Focm TR T 1
19 1 FLITS =

Tip: The starting corner must be set to Top Left irrespective of how you configure or connect
your panels on the BBB.

On the xLights Setup tab, what you define is not relevant as that information is not carried over to the FP
BBB. 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.

. . s MNetwork Type  Port Baud Rate or E1.31 Uniy  Num Chann... xlightsVien/FPP Mapping Enabie
\\\ Note: If wishing to use S MULTICAST 30 512 Channels 11800 to 12311 Yes
the Falcon Player in g MULTICAST £ 512 Channels 12312 to 12823 Yes
Bridge mode, then the MULTICASY R 512 Channels 12841013335 Yes
o E131 MULTICAST 3 512 Channels 13336 to 13847 Yes
channels pertainingto  axn MULTICAST u 512 Channels 13848 to 14359 Yes
your matrix must be deﬁned (aS E131 MULTICAST 15 512 Channels 14360 te 14871 Yes
) 131 MULTICAST 3% 512 Channels 14872 to 15383 Yes
below) and match your modeli.e. g3 MULTICAST 7 512 Channels 15384 to 15895 Yes
they cannot be left blank. El3l MULTICAST B 512 Channels 15896 to 16407 Yes
0n MULTICAST k. 512 Channels 16408 to 16919 Yes
E31 MULTICAST 40 512 Channels 16920 to 17431 Yes
B3l MULTICAST 41 512 Channels 17432 to 17943 Yes
E131 MULTICAST 42 512 Channels 17944 to 18455 Yes
0 MULTICAST 43 512 Channels 18456 to 18967 Yes
3k MULTICAST “ 512 Channels 16068 to 19479 Yes
B3l MULTICAST 45 512 Chanmels 19480 to 19991 Yes
El3l MULTICAST 46 512 Channels 19992 ts 20503 Yes
E131 MULTICAST 47 512 Channels 20504 to 21015 Ves
E131 MULTICAST 48 512 Channels 21016 to 21527 Yes
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BBB definition
On the LEDScape/Octoscroller LED Panel page, Enable LED panel must be ticked.

Start channel is 11800 — (This must mEmme e
match the model definition in xLights)

Chanmel Cratputs

The panel layout is 2 x 4. The channel o i ol
count is calculated. The vertical arrows [LEDscape/Octoscroller LED Panels |
correspond to the Up/Down physical Enable LED Panel Qutpat: # Start Channel: 11600
setting of the arrows behind the panel. P1 e e e e e el Coumnt: 12259
for each output is the panel that the EESLL (in il save changes 12 883 tab & LED Pans tab
output from the Octoscroller is connected LED Panal Layout:
|0-2 @02 O
to. P-3 = ||p-4 =
jo': Q00
On the E1.31 page, the Enable E1.31 0:1 @01 * O
should not be ticked and no E1.31 o
T . . . ] p-1 ®
channel definition is required as E1.31 is gy g PO
not used to drive the panels — the output = P-# is panal number on physical cutput.

= arrow @ Indicates panel orientation, click arrow to rotate.

is memory mapped.

\ Note: If wishing to use the Falcon Player Bridge mode, then E1.31 needs to be defined. Please
\ refer to the Falcon Player site for details.
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Coming 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.

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
oD 193 1D 449
0E 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 ontaller v e
N N
controllers can be connected 2 E 2 1
= SNEN &
in a DMX network 2 Nall &N
Note: The cable colours in this example are E s
2 based on the 568A standard. N2 1N XLR Plug

3 )

Com
L5

g?

DMX Flood

o,

o | Daa

L rrrrr T 777

No Change
Over Cable
Required

+Data

Change Over
Cable

Com =

FFFFFFFFITS

~J

85 Daa 53
ISR SR RRASARARRNSAN

e —— T
45 (5684) RJ45 (5662

DMX Controller

LOR .éontro]l.er_ ‘ LOR Controller

Used with permission from FastEddy (ACL)

LR 13 | LM B0 | Do 1 Bl | 3100 C4%18 wate | by (]

 Halnot Uit In Congens. Duwslond Tozl Mdrux Lt I
[ =1/ Pkt | [Pl L2 ] |
Vst Unsrs Oprestion TeH e Dt et g

Mook ol pan: e pesi
Select Cacais e Towt _—
- I

Gt U il
Vs Linde el Ao

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. 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.
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DMX Channel Setup Example

DMX Controller
3 Channels

DMX start Address: 35
LastChannel: 37

LOR Controller
E 16 Channels

DMX Start address: 225
Last Channel: 241
LOR Channel ID: 0F

DMX Laser
T channels

DMX Start Address: 1
Last Channel: 7

B
M i

i ; R ok ) 3LED Soction

LOR Controller LOR CCR

DMX Controller 16 Channels 157 Channels
27 channels DMX start Address: 49 DMX Startaddress: 65
DMX Start Address: 3 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.

If you get an error “Unable to determine the length of this LOR sequence (looked for length of track 1)", it
usually means that the LMS sequence has been saved e using the demo software. The Ims file from demo

LOR is mostly binary and does not contain the xml tags.

Error messages are expected for the first run

in the status window on the right side. Resding: € zzz-L O\ TR0 DREANS OF FIREFLIES 12 CCR-mo-stadd
Scroll to top of error messages and look at ~ "*""c - on e :

messages that says “LOR Network”. -r'.': R

The messages tell us that two networks are g g I

required: One with zero channels — (this was I

a star where channels were deleted from), MING ; 4

one with 1800 channels. PR il e S
I

Go to the Setup tab and define these.
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Setup tab
(Existing layout)

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.

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: [Tomck 1 =l
Mamg Cokr Davice Typs Highesgrl, Uirat gt s
(39 [Purrghin Dutine B [ Ramatond =] [Fegis =] Joo =] 1 = |
] [Eyee Opan I Lok 0 RamaCortret =] [Focis =] fea =] f2 =]
%) [Epes Cortam I (Lot D Rama Contrcd =] [Feguis = = 3 = |
. 3| [Top Mouis B [k ) Rams Cornch x| [Focis I3 I (=T I TR |
2] [Midde Mouth B [GohdRematonch =] [Fegis =] 3 =] [ = |
X faride Mouh B [GhiRamaCotcb =] [Fegie =] 3 =] [ =] [
| [T Mot B [ dRumaCoriob =] [Reoss <] 3 =] [7 o] |
3] [Fiamom Mot B (o) RamaConicb ] [Fegis <] 3 =] & =] |
X [Puphin B (U dRomaConicb =] [Rogus =] f03 =] [3 ] |
| it B [Gentr] o o [@ = 0 3 |
x| [Pumgtn 1 B [ RamaControb 7] [Fegis =l o = v A
3] [Pumgkin 4 B [LohdRomatotob =] [Regis =] [o3 =] iz <] |
| [Pt s | J[PrTErTy—rm R C—— =l [ = e =
X [Paghin® B G oRamaConnch x| [Regis =] [03 =] [0 ] |
X [Purckin? | J[PrrET-ye—r—ag  —— =] Fi;_'g [rs =] |
X [Pungkind B [LoRamacond =] [Regus =] oo =] e ] |

Fops | ficsct | (g ol Gheacast) _I L

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 Id 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.

LrSADUG D HARC Rt _JU1 SIS T | MOMIETSEN_ Mgl A0 LS8 RETEWORES UT LORGOR.INE " |
Time Seaie . 100 z
W o i ]
Pugin Ouine
‘Eyes Open
 Epes Corstant.
Top Meuth
Mk Hodh Home: fons
Wids Mauth ¥ Inchuds baze u (D) in chare namas
0" Mouth. Device: [LOR/CTE [16 Charnel] =]

 Mamow Mouth, ¥ add e s gop

Mt I I.Illlﬂ:l'lillmll =
e - -]  hewo [Regia <]
e | oo |
Pumpkin 4
Pumpkin§
Punrgkin b
Purkin 7.
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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.

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.
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LOR controllers attached to any LOR dongle.
Max of 8 channels at 5500 baud.

Max of 48 channels at STB00 baud.

Max of 96 channels at 115200 baud.

Run your controllers in DMX mode for higher throughput.

UACOMID
WACOM1Y
ACOM2
WACOMIZ
UM
WACOMIS
WACOMIE
VACOMIT
WACOMIE
WACOMIS
WACOM




Lighitang Meetweris

Syve Setup & Metwork Type Par Bausd Bate or E1,31 Uniy Hum Chann slights Veeen/FPP Mapping Enabled
E131 MULTICAST 1 64 Chanmets 1 1o 64 Yes
Add USE

Add E131
Add Null
Change

Delete

Dietete Al

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.

Model definition

Next create a new Model definition that matches the LOR Channels of Unit 03.

Let's say that this was 16 single channels Trees. In that case create a model ‘Small Tree 1°, with 1 channel.
The start channel must be set to 33 (not 1) as this corresponds to the 1% channel of Unit 3.

Model Name  Small Treel Individual Start Chans
Display As ’Tree 360 "I Start Enc
Type of String [Single Color Custom 'l I —r J = E& =

L3

Actual # of Strings 1

4

L3

# of RGE Modes per String 1

13

# of Strands per String 1

Start Channel 33 = From Output: 1 =
Starting Corner () Top Left () Top Right
@ Bottom Left () Bottom Right

Part of my display [V

Muodel Brightness rJ ] =
Adjustment

»

First Strand for Export 1

OK ] [ Cancel ] [ Appearance J \ Mames ] | 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.

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 9 Trees (1 -9), and then another 2 trees (for

15-16). This is different to the setup tab where you must cover the entire range of channels from
1 onwards.

‘ Tip: If within the LOR Unit 03 definition, there are unused channels, you do not have to create a
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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.

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 sequence 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.

176



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.

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 need to match models
between LMS and xLights configurations.

Tip: When importing 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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Editing the xlights_rgb.xml File

Most of the configuration data is stored in an xml file ‘xLights_rgbeffcts.xml’ in your show directory.

Occasionally, a corruption of a component of the file may occur and you will be asked to edit this file. This
section describes the contents of this file and how to safely edit it . Before you edit the file, backup the file
(F10 from when in xLights will back up this and other xml files from your show directory).

Using Notepad++

One of the most useful free utilities is Notepad++. Download and install the latest version of Notepad ++ if
you do not already have it installed. The following description has been based on Notepad++ version 6.9
running on Windows. Depending on your version, the screen and options may be slightly different. Once

installed, install/activate the XML Tools Plugin.

OF Rl "3 0" 0 [ Morpides wril e Werdfed

e

C4Progewrn P Nofrpusd o = chamge oy + Moteoad ve L
E Tk ':I'I.l b T |:-- Laszmaly LIS '..Ili'ljl L5 TERF -.F-‘-l.'la 1 .
oy PR =N ORI R T L] & IR SR e BT -
| Eeranguieg 3|
Ftagader Tl Y Few Cantuds a2d Eug=Zfidizei
1. Lo *Feiser as Nopvepaos~ TEeUelrd
i - §a TFix Boiepailew — - — = - — - —
. ETHL soro-clof P g . — E 3 e == - F Y
N ] Frojsct saha "‘"" Tk S E— B E— ——
1 8. Kakw Babavio ' Updmsea - kel
o &34 new AFL -
i Y. Lida fuim denay g [ ] drsie Terwn bty
1 Ba Tpdite ey s Lar ] Aad i B
. T [ ] EAY Goad
- . wohliat DEwrn 1 iGoad
. Isd licled piughhei i - 410 W Eoed
1. EppFupsre wi. o e N i sl B
i Fliagin Hasad w,' -
S T AT [t 183 Good
. Bims Teal L. 2 Dy - Py Ofwru BB Goed
* e [ L o LL] foad
T i @ 8 el bt ol ol o doy meyangg ML S PsaBER -+ 4, T gl m AR D haeet The plign baaaes -
[ L=
o b, ey T
© WL e (VI & DT ‘vdedndior
- WL I i
P (= |
- — = J
Bl i il gt | BOF e R L=l Celil Tide Do ealicenq U ]
The rgb.xml effects file

Navigate to your show directory (or where you have the file that is to be edited) and open the

‘xlights_rgbeffects.xml * file.
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When open and compressed, the xml structure is similar to the following:

File Edit Search View Encoding Language 3Settings Macro Run  Plugins  Window 7
sHER R dahPC e 2| BE|IS1EE
[Elchange log o H sighis_rabeffects xmi 3

1 <?xml version="1.0" encoding="UTF-8"2?>
2 —l<xrgb>
5 <model s>
158 <effects version="0005">
171 Zpalettes/>»
172 <views>
178 <mode lGroupss>
202 <perspectives current="Test Perspective">
206 <settings>
213 </xrgb>
214

The xml file contains the definitions of your Models, Effects, Palettes, Views, Model Groups, Perspectives,
Settings etc.
Click on the ‘+’ sign to expand that section. In the following image, the View section has been expanded.
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In the following image, the Settings section has been expanded.
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In the following

image, the Models Groups section has been expanded.
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Each xml section is made up of a pair of matching tags. When you highlight a tag , notepad will highlight the
end tag pair. This could be on the same line or after a few lines.

Ctrl Alt Shift B and Ctrl Alt Shift A will indent and expand the individual attributes.
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If you have been requested to delete a section, highlight the beginning and end tags and
delete.
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When complete, click on the ‘Validate now’ to ensure that the xml is complete and well formed.
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Click on Save to save the file and press ok.
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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:

The xLights Wiki
http://www.nutcracker123.com/wk/index.php?titte=Main_Page

xLights Tutorials
http://www.nutcracker123.com/wk/index.php?title=Tutorials

xLights FAQs
http://www.nutcracker123.com/wk/index.php?title=FAQs
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