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New Content

29599533995

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

N

® NS oA w

10.
11

12.
13.
14.
15.
16.
17.

18.
19.

20.

21

22.

23.

24.

Table of contents icon added for easier navigation within chapters. E:
Clicking the xLights logo on the chapter TOC will return you to the user manual TOC.

Added Fill effect to the effects section. m

Added Alternate Backup functionality to the File Section.

Added Export Models functionality to the Tools menu.

Updated the Effect Settings Window.

Added the Layer Settings Window.

The Perspectives functionality has been enhanced to provide a list of Perspectives via a floating menu and
enable them to be directly selected, loaded and overridden from the Perspectives Window menu.

Updated the Layout section to cover the new way of selecting Models on the Layout screen via the Preview
option

Added Spinner Model functionality.

Added Preview Layout Window functionality.

Replaced all Model examples. Added Spinner as a new example.

Added Value Curves Functionality.

Added Backup On Save functionality (Settings).

Added Backup On Launch functionality (Settings).

Added Alt Backup Location functionality (Settings).

Added Auto Save functionality (Settings).

Updated the DMX effect.

Updated the Quick Setup Guide section to reflect the changes to the functionality in this manual release.
Updated the Text effect - vertical control is possible only for the text on Line one.

Updated the Meteor effect - a starfield option has been added.

Updated the Bars, Butterfly, Circles, Count, Curtain, Fill, Fire, Garlands,Lightning, Music, Piano, Pinwheel,
Plasma, Ripple,Shimmer, Single Strand, Spirals, Spirograph, Tendril, VU meter, Wave effects to add value
Curves functionality.

Updated the attribute list for the ON, Color Wash, Fire, Single Strand, Tendril and Text effects.

g
Added State effect placeholder. Details to be added in next release.
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Chapter One: Introduction

Acknowledgements

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

1.x/2.x The original Nutcracker was released in February 2012 by Sean Meighan. Version 1.0 and 2.0 were a
web based, php application.

3.x In December of 2012, Matt Brown asked Sean if he could port the Nutcracker code into xLights. The result
was xLights 8.0.

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. With the release of 4.3, Sean announces
xLights version 4.x is now a production release and drops the reference to ‘Nutcracker’.
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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 Macintosh OSX, 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.

B Setup - xLights e £ Setup - xlights n '

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

Progra dLigh Browse...
s [—J 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.

Cancel < Back ][ Install ][ Cancel

Installation options are further described in Chapter Three: Installation.

Defining the Show and Media Directories

Directories

When the installation has completed, depending
Show Directory: {Show Directory not set}

on your option selected, xLights Will oo

automatically launch or you can double click on  tmstewer

Network Type  Port BaudReteorE131 Univ Num Chann..  xlights/Vixen/FPP Mapping  Enabled  Description

the xLights icon/program to launch it.

You should be presented with the following

screen:

If this is the first time that you have installed
xLights on the computer, then you need to define the show and media directories. Click on the Change
button to select your show directory. The show directory is the location where your xLights xml files and your

sequences will be created.
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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

VEFEREE BETA (Ver 2016.13] Mar 10, 2016

File _Playlist _View Audio Import _Settings _Help

*  Name

3 Libraries
%) Documents

& Music

*& Homegroup

% Computer
&, ACER (C)
s DATA (D)
= LEXAR (F)

[ Pictures
Videos

£, Select Show Directory == HECREC N 4
@| | « DATA (D) » xLights » 2016S5equences ~ | 43 [ll Search 2016Sequences Y| R W
(& I |
Organize + New folder - @

Date modified Type

No items match your search,

hts/Vixen/FPP Map

=

Folder. 20165equences

Setup | Layout | Schedule | Sequencer | Xmas 2013 Playlist1

Directories

Show Directory: Change D:\Usersh

Media Directory: Change

D:\Usersh

\Documents\My xLights Sequences\20165equences_SetupManual ﬁ
\Documents\My xLights Sequences\20165equences_SetupManual 4

Lighting Networks

@
Add USB

Add Nul
Change

Delete

Delete All

Network Type

Port Baud RateorEL31 Univ  Num Chann...  slights/Vixen/FPP Mapping

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.
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Click on the Add E131 button:

Select Multicast,
Starting Universe # = 1,
#of Universes = 20,
Last Channel = 512,
and press OK.

The Description attribute can be left blank at
this stage.

each of 512
channels starting from Universe 1 to Universe
20.

The start and end channels are automatically

This will create 20 universes,

calculated and displayed in the last column.

Click on Save Setup to save the network created.

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).

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 it

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

Directories

S e

Media Directory: Change |

Lighting Metworks

Delete All

Netw

€ &

E131 Setup

=)

\20165equences_SetupManual

Sets up an EL31 connection over ethemet.

Supported devices include those made
by jLsys, SanDevices, Advatek Lights,
and Entec. Also supports the Lynx

| | EtherDongle, and EL31 projects on DIVC.

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

©) Multicast
Method >
) Unicast
IP Address MULTICAST

Starting Universe # 1

# of Universes 20|
One Output F
Last Channel 512
Description

\20165equences_Setuphanual

i NumChann..  xlights/Vixen/FPP Mapping

Setup | Layout | Schedule | Sequencer | Xmas 2013 Playlist1 |

Directories

Show Directory: Di\Users\ D xlights ¢ oY

Media Directory: Change DA\Users\ D xLights e é

Lighting Networks

E—— Network Type  Port BaudRate orEL3LUniv  Num Chann..  xights/Vixen/FPP Mapping  Enabled

E131 MULTICAST 1 512 Channels 1 to 512 Yes

131 MULTICAST 512 Channels 513 t0 1024 Ves

- E131 MULTICAST 3 512 Channels 1025 to 1536 Yes

E131 MULTICAST 4 512 Channels 1537 to 2048 Yes
E131 MULTICAST 5 512 Channels 2049 to 2560 Yes

E131 MULTICAST 6 512 Channels 2561 to 3072 Yes

—— E131 MULTICAST 7 512 Channels 3073 to 3584 Yes

Shange EI31 MULTICAST 8 512 Channels 3585 to 4095 Yes

E131 MULTICAST 9 512 Channels 4097 to 4608 Yes

E131 MULTICAST 10 512 Channels 4600 to 5120 Ves

Frreo E131 MULTICAST 1 512 Channels 5121 to 5632 Ves
E131 MULTICAST 12 512 Channels 5633 to 6144 Yes
E131 MULTICAST 13 512 Channels 6145 to 6656 Yes
E131 MULTICAST 1 512 Channels 6657 to 7168 Yes
131 MULTICAST 15 512 Channels 7160 to 7630 Yes
€131 MULTICAST 16 s12 Channels 7681 to 8192 Yes
E131 MULTICAST 17 512 Channels 8193 to 8704 Yes
E131 MULTICAST 18 512 Channels 2705 to 0216 Yes
E131 MULTICAST 9 512 Channels 9217 to 9728 Ves

seup [ Tejout | schcie | sequencer

Vodelreup

ElementName  StertCher  End Chan

T Ouelep checks enbed

O Era—
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is possible to adjust this to fit your display. Use an image approx 1000 * 550 as a starting guide.
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

Cth on the Sequencer tab Hie bl lcols Playlist View Audio Import Settrgs Help
w08 e 88049
I L]
Seup | Layou: | Scnegule| Sequencer
House ey X [Cor HIECER X[ Ly enirg HEED X

The following window will be displayed.

*1 8ufer |Reto-Zoom

n Trensition | Qut Transider

There a number of windows on the left
of the Sequencer Canvas (Model Preview,
House Preview, Effect Assist, Effect

View:

Settings) and on the top of the Canvas
(Effects, Color, Layer Blending and Layer

Settings). This is currently the Default

Perspective.

E= x

Ugdate (75

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 & 7

rearrange them.

The next image shows the common == o> =
windows kept open, moved to the left,
and the less common ones have been

closed.

You can however arrange the windows in

any fashion.

The rearranged windows must be saved as the default perspective so that it is loaded in that fashion whenever

you open xLights.
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Click on View, Perspective and then Save  Elaylist | View | Audio Import Settings Help

Current.

; Zoom In
- q Zoom Out

I ScheduIE; I Perspectives I

Windows

l

Save As New

—

Time: 00:00:00

Edit/Load

|| @ | Default Perspective

Tip: To Open and select Windows, click on View, Windows and select the Windowf(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, I 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 click anywhere on the Canvas and drag
slightly. An image of an arch will be displayed
and an Arch model called ‘Arches-1’ (the default
name that is assigned to the model may be
slightly different) will be created with a default
set of attribute values.

The start channel is 1. (You can change this
later). Change the Model name to ‘Archl’ or
‘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.

@@émadms [ Sequencer
Model Group
ElementName  StartChan  End Chen
Arches 1 150
¢ I ] »
Name
= Arches
# Arches 1
Nodes Per Arch 50
Lights Per Ncde 1
Arc Degress 160
Arch Tilt 0
Starting Location Left
Bl Indiiv Start Crans
Start Channel i
Preview
Strard/Node Namss ~-Click To Edit--
Faces ~-Click To Edit--
Dimming Curves --Click To Edit--
States --Click To Edit--
# String Properties.
 Appearance

 Size/Location

Tip: You can change the model name or any attribute by typing over/editing the attribute. For some
attributes, click in the attribute window , to the right of the attribute name.

The Preview defaults to ‘default’ so that it will appear on the (default) House preview window.
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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

Element Name  Start Chan  End Chan

blue dot (right bottom) indicates the end il A
| n b

of the model. When it is aligned

Name Archi]
horizontally, a red line is displayed = arches
between the green and blue dots. Eluches £

Nodes Per Arch

Lights Per Node i
The Archl image has now been moved to Arc Degrees 180
the bottom left location against the fence st L

. . . Starting Location Left

and has been reduced in size. Click on | «.ochme B
the Save button (just below the Models Start Channel 1

Preview Default
button) to save the work that you have _

Strand/Node Names --Click To Edit--
done so far. This includes the Model Foces —Click To Edit--
definition and its position on the Layout. Dimming Curves -~ClickTo Edit--

States --Click To Edit--

SetupJ Layout ‘Schedule | Sequencer

Model Group

# String Properties
i1l Appearance

14 Size/Location

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.

Right Click in the Models Group panel. An ‘Add Group’ button will be displayed.

Click on the Add Group button. Enter a Model Group Name when prompted. I have called it ‘All Models
Group‘. Every time I add a model, I will add it to this Model Group. A model can be part of more than one
model group.

Setup | Layout | Schedule | Sequence | Xmas 2013 lylst1 |

Next add the models that are part of the Model
Group to the group. From the list of models,

select the model and click on the right arrow to s Sspp

MaxGrid e 400

Addto Groug: Models in Group:

add to the model group window.

The model ‘Archl; is now part of the ‘All Models
Group’ group. Click on Ok when complete

StatChonnel 1

Srand/Mode Name:

Repeat the above steps and add a second Model
Group ‘Arches Group’. Click on OK and then
click on Save.
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Select the Model group ‘Arches Group’ and adding [ Setup | Layout |Schedule | Sequencer

the model ‘Archl’ to that group too. Model Group
All Models Group

Click on Save to save the Model group updates (and Element Name  StartChan  End Chan
all changes to the layout, models or model groups f‘rlchl > - i .
since the last time this save button was clicked on). Mlo el Group Name{ A Mogers Grovp |
Default Layout Mode: IGrid as per preview ot
This completes a definition of a single model Max Grid Size: 400 =
‘Archl’ that is an ‘Arches’ type of model, is part of a Fsict @;
Add to Group: Models in Group:

Model Groups ‘All Models’ and ‘Arches Group’, that Freni ]
is to be displayed on the Layout display. The model
image has been resized and placed against the fence

in the layout.

Should you wish to Rename a Model group or

delete it, highlight the Model group Name and right

click. Use the resulting window to rename or delete
the group.

You can also add additional groups. Setup | Layout | Schedule | Sequencer |

. Model Grou
If you do not want a model to be displayed on the R
. ind he Previ b @ | All Models Group =
prev1e\.N window , set the Preview attributes to o [ Add Group
‘Unassigned’. Delete Group
Element Name  Starf( Rename Group
The next step is to create a new sequence. dchl 1 il
< | 1 | b

Model Group Name: All Models Group

Default Layout Mode: lGricI as per preview G

T

Max Grid Size: 400

Preview: | Default >

A el oo Wl RSl B R

-
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Creating a New Sequence

Click on the New Sequence icon and from the

following screen, select Musical Sequence.

Select the media file for the audio.
The most common file used is a Constant Bit
Rate (CBR) mp3 file.

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

most commonly used one.

Click on Timings to create Timing marks.

If you forget to do it at this stage and move on
to the next screen, you can always create timing

marks later by accessing the Timing menu via |

the Settings menu.

Masical ».:,‘,,-®
ST R

Animation
x® A
@ AN
Don't Creste Sequence.
T T

ool preview

= - -

My » 20165equences Setuph... » =% || Search 201

Sequence Settings. ~ ™ -

[ [Waard 1ot M| ita Dota | Timings | Data Layers

[——
40fps (25ms)

[DontCrmesemence ] (Lo

odel Preview

B\ xLiohts BETA (Ver 2016.12)

File Playlist View Audio

| =8 =Ll a

Setup | Test.| Convert | lavout | Schedule P

s [/ Vi | et Do Tiings | Dat Loy

Import Data (Optional):

‘EEL_M%%&LW
XLight
&

[ Skip >> ]

[T p——

Wodel Preview
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Click on New to create a new Timing Marks
Grid.

If the QM Vamp plugins have not been installed,
then you will be presented with the following
options only. In which case select 50 ms and
continue. You can add new or additional

Timing Mark intervals at any time later.
If the QM Vamp plugins have been (correctly)
installed, then you will be presented with a

number of different options.

You can also add new or additional Timing
Mark grids at any time later.

Select the Beats Timing Interval.

(You can select any one - but this is one of the
common timing marks used).

Then Click Ok.

Leave the default values on this screen and click
Ok.

& ulights BEA Ve 203613 W 15, 2056

FEilz Toos
BEO&

| Sequence Setings

dio Impor: Setingselp

i aay 8800
L=

e

| ——— —
| Wizsrd [ nfo Media | Veta Deta | Timings Deta Layers|
Do
Timing Grics A
@ iruge | [7IFil Backyiound  Erighmess:

Don't CresteSequence Dore

[7]Dverap cnecks znzbled

Maodels

save
Madel Widh 92
0

Model Hzignt 100
¥

Mods! Fotetion 0

0

File Edit Tools Playlist

ED®>2 [&

View Audio Import Settings Help

& 8

i Bar and Beat Tracker: Bars

Bar and Beat Tracker: Bezt Count
Bar and Beat Tracker: Beat Spectral Difference

Bar and Beat Tracker: Beats

Key Detector: Key

Key Detector. Key Mode

Key Detector: Tonic Pitch

Note Onset Detector: Note Onsets

Note Onset Detector: Smoothed Detection Function
This { Polyphonic Transcription

Highe Segmenter

Tempo and Beat Tracker Beats

Tempo and Beat Tracker: Tempo

Tonal Change: Tonal Change Detection Function
Tonal Change: Tonal Change Positions

off

re choose 20fps.

| [Layer Blending
1| Morph
< ||[Normal

3 g 0

File Edit Tools

BEh&3 2

Playlist  View Audio Import Settings Help

Sequence Settings ~ - .

se 4

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

House Prey
New Timing [
e
Select Mew Timing Interval:
|Bar and Beat Tracker: Beats | v|

I oK | Cancel

Color

& iohts BETA er 2016.13) Vi 15, 2070 T

[ ook Pyl i oo
(EOe® 2 Fiaa @059
B[ Sequence seting: = - ® = pEERR
Setup T
Viaad [ info/ Mecia | et Data | Tringe | Data ayers|
omd
=
e
=
ey 160
o 01 0 10
os
TampoHime vy 00U 200
10
8 ConsrinTempe: 3
Voset
[
e

Model Width 92

Model Height 100
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File Edit Tools

E O =

Playlist View Audio Import Settings Help

You can click on ‘New’ again to add an

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

Sequence Settings

additional timing mark if you wish or click on

Done to move on to the next step.

Timing Grids

Beats

(This example clicks on Done).

f NEWJ [ 1mport

sure ¢

Don't Create Sequence \l Done \Il

oose 201ps,

Adding Models to a View

File Edit Tools Playlist View Audio Import Settings Help
EDedas @ » MM AwsZAREB
EOmE@r m el ] (O] ] 30 ) P 0 0 N A 2 ) () - B Y 5

Sequencer
P

If you not already on the Sequencer tab,

then click on the Sequencer tab. The

Setup | Layout | Schedule
House Preview s

View: 4600 %00 5200 5400 5600 5800 10000

timing mark grids that you have created
will be displayed on the left side of the

[ master view ~|
Time: 0:00.00

S€equencer canvas.

Ensure that the ‘Beats’ timing grid is

Sparkles

selected. Use the zoom buttons to zoom

Sparkes reflect
. Brightness ©

out or 1n. Contrast [

3 i »

Model Preview

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

Layer Settings X

Buffer |Roto-Zoom

automatically created. The Master View
defines a list of models that are specific to

that sequence only. For this example, we

Render Style  |Default *

Transformation [None
Blur 0
Persistent
i —

will use the Master View.

Right click on the Timing grid names

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.

File Edit Tools Playlist View Audio Import Settings Help
FErdl B » WD A &
IO I N ) O 9 A - v "5 I R SN 2 40 () - D

Setup Layout Schedule | Sequencer |
House Preview =

(in the area highlighted on the screen).

View: 46.00

48.00 50 t]ﬂ
| |

|Master\f’iew '|
Time: 0:00.00
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Select the Edit Display Elements option from the pop up window.

Select the Master View from the top window.
Click on Add.

From the lower window select the Beats timing
and Click on Add.

Or you can hold down the Ctrl key and select
multiple items (Beats, All Models and Arches
Group) and then 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 , the ‘All Models’ and
the ‘Arches Group’ model groups (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 Model Group 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.

RIIRE- PRSIV

Add Timing Track

[ Delete Timing Track
Import Timing Track
Export Timing Track

Import Lyrics
Breakdown Phrases

Copy Row

Paste Row

IEdit Display Elements

& xLights BETA (Ver 2016.39) Jun 29, 2016 -

Audio Import Settings Help

File Edit Tools Playlist V

Foeadal Ba » MW AabsZ ARBE
BT OL B T ERLISE] sl [T JoR -] [T Rl

e YOULll sequence Elements =]
- — - 5400
d i Add Timings/Models |
View AddV ‘
iews i
I ‘ Delete View [Beats

New Timing

hings / Models:

Timing/Model
L @ Beats Add | Models:
P B NewTi
@ New Timing m All Models Group
Archl

Position: Arches Group
Move Up

Brightness [ Move Dovn -

Contrast [ }{L¢ M S

< 1 »

Model Preview

Multiple elements can be selected

Layer Seftings x

File Edit Tools Playlist View Audio Import Settings Help
EDErde @ » L R -y |
FT =BT T Bl VLT LR

B7aiRd

®\@\¢"o®'

elfa) ] || EMorph -
Bl R e 0
=

o
9

Addaaaddd

P

G
e

Time: 00000

Effect x

Update5) | M

[@8eats g+i-+8-+8-+8-+i+8+8+a-+0-+8+8+a-+0+E+E-+3

fon -

All Models )

This Effect simply tums every pixeloff onthis model
& . ArchesGrosp 9.

Wodel Preview x

Update (F5) | I

Ha-HilHa-+HEH-a-+HE--a-HE+HE

f =

All Modlels:

k-3

This Effect simply turns every pixel off on this model.

idel Preview X
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et

You can then drop and effect against either the Model Group or the Model. Double Click again to collapse the

Model Group.

Adding Effects Against a Model

Select an effect (in this case the
Butterfly 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.

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.

fouse Preview X

‘olor x
o S—
E E

8 dod 8 ddd
iparkles [

Sparkles reflect

jrightness g

U

_ontrast

‘ 111

flodel Preview =

Setup | Layout | Schedule | Sequencer

View:
Master View - ‘
Time: 0:00.00

'@ Beats

All Models Group

Archl

Arches Group

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. As the sequence plays,

you can see the effects on the House Preview

screen.

Select the Bars effect and drop it on the
sequencer grid against the ‘Arches’ Model
Group. Play the sequence and observe the
effect in the Model Preview window and House

Preview windows.

(] |

louse Preview

File Edit Tools Playlist View Audio Import Settings Help

FleddL B l@ ne !&“a-r"s;
T - @kl ] o] I = B E 18

Layout "Sn_:_h_et_ju_lq | 'Sequencer

46.00 48.00

|Master View =

= View: )
Timea: 0:00.00

@ Beats

All Models Group

Arches Group
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Saving the Sequence

Click on the Save or Save As icon to File Edit Tools

save the sequence.

Playlist View Audio

0wl B

Import Settings

P I W

Help

e
L{1]

N -

O 1 =5 T 5 5 15 O o <5 - 1P e " 5D 0 N 0 0 [

| Setup | Layout | Sched

ule | Sequencer |

House Preview

=

View: 46.00 48.00 51

|Master View -~

Time: 0:00.00

All Models Group
Archl
Arches Group

File_Edit_Tools

Since this is the first time that the sequence is

Blaylist View Audio lmport _Settings Help

£, Choose filename to Save Sequence: . .

W R

being saved, the Save As dialogue box opens for @i~

MyDoc.. » Myalights Sequences » EY'E

Organize v

a file name to be provided.

&) Music
& Pictures
B videos

. . & Homegrou
Provide a name and then click Save. e
M Computer
& us:C)
s DATA (09
* DVD RW Dr

“ Hide Folders

File name:

Save astype: [clights Sequences(*xmi)

New folder

4 Name

2015Sequences
016Sequences
20165equences SetupManual

L AIITWant For Christmas Is You Inputs

Amazing Grace Inputs

Backup

Blue Christmas Inputs

DanslokesToDo

rive (€) « ¢ )

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 (including key xLights

Edit Tools Playlist Miew Audio Import Settings Help
MNew Sequence
Open Sequence

Save Seguence

[~
&
3

Save Seguence As

Close Sequence

Select Show Folder

setup and the model definition from your show g

directory only.

You can also click on Alternate Backup or press F11 to
backup to a different location.

Alternate Backup
[ Tu

ChUsers\User\Documents\My xLights Sequences\20165equence

& Note: This will not back up any images, pictures or media files.
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A message is displayed indicating the name

and location of the backup files.

Select Yes 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 ‘Save Changes’ to save.

Testing

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.

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.

als Group @

iroup ol

All xmi files under 20MB in your xlights directory will be backed

’ up to "C\Users\User\Documents\My xLights
Sequences\2016_ManualSetup\Backup\2016-07-05-200247".
Proceed?

*** The sequence you are closing has unsaved changes. ***

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

Save Changes ‘ | Discard Changes ‘ [ Cancel ]

Convert
Generate Custom Model
Package Log Flles —
Export Models

aster View ?‘[
Time: 0:00.00

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.

Select the test function (example
Background Only) and use the sliders to

increase the intensity.

RoB ] RG8 Cyele

e B BB s RaEm -
) =) !
-

Highiight
llers (1-10240) Intensity
MULTICAST (1) (1-512] (1-512)
k131 MULTICAST (2} [1-512] (513-10240)
e 31 MULTICAST (3) [1-512] (1025-1536)
31 MULTICAST (4} [1-512] (1537-2048)
31 MULTICAST (5) 1-512] (2049-2560)
31 MULTICAST (6} [1-512] (2561-3072)

255

Ushaing Networks
e @
s ] @

AdagLa

1 MULTICAST (7} (1-512] G073-3584)
B1 MULTICAST (&) [1-512] (3585-4096)

b1 MULTICAST (9) (1-512] (4097-4608)

b1 MULTICAST (10} (1-512] (4609-5120)
1 MULTICAST (11} [1-512] (5121-5632)
B MULTICAST (12) 1-512] (5633-6144)
1 MULTICAST (13) [1-512] (6145-6656)
51 MULTICAST (14) [1-512 (6657 -7168)
31 MULTICAST (15) 1-512] (7169-7680) >
31 MULTICAST (16} [1-512] (7651-8192) 5 o)
ela1 MuLTICAST (17) (1-512] (8193-8709)
131 MULTICAST (18) [1-512] (8705-9216)

25

Detete

DAl

e3 MULTICAST E 512 Channelz 9729 to 10240 Ve
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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.

File Edit Tools Playlist View Audio Import Settings ~Hel

2o @e
|-!r5‘159m

Lighting Networks

Save Setup

Add USB

[ agamar |
- y

@)
¥

MW At s b N

Qe 89059

Select channels

ontrollers (1-10240)
p del Groups
| Models
rches Group
s

4 [7]Models (1-10240)
] Arch1 [1-25) (01-75)

[l Output o lights

e [E]

AB-C

A-B-C-All
A-B-C-All-None
Mised Colors

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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Downloading xLights

Windows
The latest release of xLights for Windows can be found at the following link:
http://nutcrackerl28.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;O0=D

Linux

The latest release of xLights for Ubuntu Linux can be found at the following link:
https://code.launchpad.net/~chris-debenham/+archive/ubuntu/xlights. For other Linux distributions you will
need to download the source from https://github.com/smeighan/xLights and compile as per the included
README.linux file.

Installing

If this is an upgrade to an existing xLights setup, make sure that you backup your existing files before installing
anew 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 save to e —_

any location on your Windows PC. Welcome to the

wiights- Mutcracker Setup Wizard
Double click on the downloaded executable.

8 el sl Fisk ke e 4 18 e

i

The xLights setup Window will be displayed.
Click on Next.

Select the destination location. Leave as is to upgrade to a

ANl )

new release. Follow the prompts and click on install when
ready.

6. Click on Finish to complete the installation (=

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.


http://nutcracker123.com/nutcracker/releases/
http://nutcracker123.com/nutcracker/releases/
http://www.dankulp.com/xlights/?C=M;O=D
http://www.dankulp.com/xlights/?C=M;O=D
https://code.launchpad.net/~chris-debenham/+archive/ubuntu/xlights
https://github.com/smeighan/xLights
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For the QM vamp plugin packages that can be installed without Audacity installed, first download the plugin
package (zip file fow WIndows) from the following address: http://isophonics.net/QMVampPlugins and install

on your computer.

Macintosh
1. Double click on the compressed file that you
downloaded.
2. Drag the newly created folder containing the xLights
application and associated files to the location of your
choice. The xLights application software folder is created

xLights- xLights-
MAC-....38.tar MAC-2016.38

in the same directory as the downloaded file.

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:
qm-vamp-plugins.dylib
gqm-vamp-plugins.cat

gqm-vamp-plugins.n3
to one 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)

Linux/Ubuntu
1. Add the xLights package archive by running "sudo add-apt-repository ppa:chris-debenham/xlights" in
a terminal window.
2. Update the list of available packages and then install xlights by then running "sudo apt-get update"
and "sudo apt-get install xlights".
3. To enable automatic timing markers you will need to install the Queen Mary Vamp plugins. They can
be downloaded from http://isophonics.net/QMVampPlugins. Once downloaded extract the plugins

and copy the files gqm-vamp-plugins.so, gm-vamp-plugins.cat and qm-vamp-plugins.n3 to either
$HOME/vamp/ or /usr/lib/vamp/


http://isophonics.net/QMVampPlugins
http://isophonics.net/QMVampPlugins
http://isophonics.net/QMVampPlugins
http://qm-vamp-plugins.cat/
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Setup

SetuplLaj,rnut Schedule | 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
Directories
Show Directory: Change | D:\Users), \Documents\ My xLights Sequences | ﬁ
Media Directory: Change | D:\Usersy, A\Documents\My xLights Sequences | =
Show Directory

The xLights Show Directory is where all the required xLights sequences, pictures, and user configuration files
required to run the sequences are kept. When a sequence (.xml) is saved and a binary file (.fseq) rendered, both
files are created in the show directory. This is the same location where xLights configuration files can be
found and 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 (.mp8 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 while 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.

g &

(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.
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0 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 drive or Dropbox. 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.

Directories
Show Directory:

Media Directory:

Lighting Networks

Add USB

Add Null
Change
Delete

Delete All

=
o
e

Change

D:\Usel

o

Change

Network Type

E131
E131
E131
E131
E131
E131
E131
E131
E131
E131
E131
E131
E131
E131
E131
E131
E131

D:\Usel

Network Type (protocol)

DMX controllers (or LOR or D-Light controllers in DMX mode)
attached to an Entec DMX USE Pro, Lynx DMX dongle,
DIYC RPM, DMXking.com, or DIY Blinky dengle.

Last Channel should 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/rgb)

Description

USE Setup p— @E

f\Vixen/FPI
1t004
85 to 554
555 to 847
848 to 13
1304 to 1¢
1816 to 22
28 to 24
12451 to 2
816 to 32
§328 to3€
3840 to 42
4352 to 4%
4864 to 53
5376 to 5¢
5838 to 6

“TROTTIERST s 750 ERETEl 6001 to 61

MULTICAST 82 512 Channels 6451 to 65



https://docs.google.com/document/d/1VGSHjgAKwfsOoEiHNpb5N2hXU5FTWsnFiyj8yp9qzWU/edit#heading=h.nroshhwjriig
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Add E1.81
Clicking on the Add E1.81 button will display the g s o  ESMauEED
fOHOWing screen: Setu [ [ sets up an E1.31 connection over ethernet. st | sXmas 2015 Blovlh
Diractog Supported devices include those made
Show Df | Y Ity f_a;::';"s'zzsé ;“::f;z‘i;‘f:tsr ments\My xLights Sequer
Select the Method (Multicast or Unicast) depending on e, g | "er0en's 2nd £1.31 projects on DIVC, B s seaues
The universe numbers entered here
which option you will use to drive your lighting .|| eud mereh theuniverse numbers
networks. If unsure, leave as Multicast. If Unicast is sovelll & Mutticast Baud Rate or E1.31 Univ
i = 1
. U st
selected, then the IP address of the controller that will Add " 2
1P Address MULTICAST
. S Add] | 5
support the universe(s) you are defining here must be el s U - =
. . . Add
entered. Enter the Starting Universe #, # of Universes = # of Universes 1 3 -
K Chik B 11
and the Last channel for each universe. Leave the One Qen R i 75
Delll Last Channel 512 S 76
Output unticked. The Description attribute is useful for [ o[ bescrption o
annotating what the particular channel range is used for = — 7
| | [ 80
: : ~ - 81
n your dlsplaY' [ 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 20623 Yes

This way of defining the universes is useful when you have a large group such as P10 panels which cover a
number of universes.

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: Most controllers only support 510 channels per DMX universe. The Falcon F16v2 controller
supports up to 512 channels per universe. If configuring universes for a matrix that will be used on P10
panels, those universes should be defined as 512 channels per universe.

Tip: If you have a number of contiguous universes of a fixed number of channels you can enter the
starting Universe #, a multiple of Universes and the Last Channel (number of channels), click OK and

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

Press OK.

The following picture shows a configuration where:

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 1308 etc.
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MNetwork Type Port Baud Rate or E1.31 Univ MNum Chann... sLights/Vixen/FPP Mapping Enabled Description
E131 MULTICAST 1 94 Channels 1 to 94 Yes DMEX-Cane Icicle, RobTree Singing Face
E131 MULTICAST 2 460 Channels 95 to 554 No Outline-Al A2, A3, A4 A5
E131 MULTICAST n 293 Channels 555 to 847 Yes Unused
Ei31 MULTICAST 5 456 Channels 848 to 1303 Yes Outline-B1,B2,B3,B4,B5
E131 MULTICAST 12 512 Channels 1304 to 1815 Yes
E131 MULTICAST 73 212 Channels 1816 to 2327 Yes
E131 MULTICAST 74 123 Channels 2328 to 2430 Yes

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

e —— This image describes a setup where a LOR
FEDe aa % @80¢ . .

D<= ‘ TSI M= EEEE ‘ network has been listed first. Even though only
Toetup | Tet | Convet | Loyout | Scheduie |Fapaoeyo | Sequencer .
the first 82 channels of the LOR network are
Show Director Change (C:\Users\Ed\Desktop\Christmas 2015\Nutcracker . .
= ——7 -] used, universe 1 has been defined as 510
Cainghesras channels in case more items are to be added to
[Smesenp | @] Mewmorcrype_pon Baud Rate or ELILUn Num Cha. AUGIS\ixen/FPP M., Enabled . . .
Cmm] B0 e Tk G the LOR network without impacting the other

2yl G i e

T O il o i channels above.

Add Null E131 MULTICAST
E131 MULTICAST

Change E131 MULTICAST
E131 MULTICAST
£131 MULTICAST
£131 MULTICAST

Channels 255110 3060 Yes
510 Channels3061103570  Yes
510 Channels3571104080  Yes
510 Channels 4081104590  Yes

S Gametdstiosm) e If universe 1 is set to 32 channels, then Universe

Yes

e

[oueen

2 will start from 33 onwards - 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.

Pa!con Player - FPP ‘

Version: v1.7-32-g5¢0b%16 Host FPP

Press F1 for heip

Channel Outputs

E1.31 Falcon Pixelnet/DMX LED Panels Other
E1.31
Enable E1.31 Output:
E1.31 Interface: [atho v
Universe Count: 45 set
Save Clone Delete
Line Universe FPP Start Universe Universe Universe
£  Active Channel 2 Size Type Unicast Address
1 e 1 1 94 Multicast .
2 - 95 2 460 Multicast -
3 - 555 71 293 Multicast v
4 e Bag s 456 Multicast .
3 = 1304 72 512 Multicast v
& < 1816 73 512 Multicast .
7 e 2328 74 123 Multicast .
8 < 2451 1 365 Multicast v
9 < 2816 75 512 Multicast .
10 #= 3328 76 512 Multicast v
11 @ 3840 77 512 Muiticast .
12 ® 4352 78 512 Multicast -
13 @ 4864 79 512 Multicast v
14 @ 5376 80 512 Multicast v
15 = 5868 81 112 Multicast -

End to End Setup examples
The following setup example shows an FPP on a PI driving a Pixlitel6 with Universes (23-27) , a JIsys P2 using
Universe (21) , the FPP configuration to support it and the xLights setup definition.

The Pixlitel6 configuration has been duplicated on an FI6V2 (as a test only) and has been included for

reference.

xLights definition

Seup | Layout | Schedule | Papagayo | Sequencer | Xmes 2013 Plalit .|

Network Type ~ Port BaudRateorELILUny  Num Cranr, aights\ixen/FPP Mapping  Ensbled  Descipton
Qe GE) i El CnanresTaE: o730 Yes
S DAUser\  \Document\Mysighs Sequences016Sequences a3t 5 B ComwesBMCofs Ve Swl2dlemenl 345
ﬁ it [ 2 ChanresSB0tos Yes
Medis Diectory: DiUsers\  \Documents\My dights Sequences\2016Sequences - o % CranresEatz o83 Ve
a1 [ 6 Chanres9ONC 9052 Y Turlo
Eiplersis 3 MULTICEST i Chanre's906C 109118 Yes Santa Core
TR BaudRateorEL3L Univ  Num Chann..  alightsNown/FPP Mapping  Enabled Descrption [t MULTIEST [ Chanres9L20 o915 Yes
1 ® Channel 1 to49 Yes DMX-Unused £131 MULTICST x Chanre 9197 o196 Yo
AddUsB 1 B ChannelsS0to52 Ve DMX-Candy Cane, e, Rob Trees a1 MULTICAST = KD CranresSC oS5 Y Megalie
E 2 :; E:“"":‘z; o Zﬁ :ﬁ ZM:'S‘":I'":Z‘:‘ 1. ; [zEi} MULTICAST u ) Cranres 9650 0 10059 Yes MegaTres
annels %8 to o utine-ALA2A3 M, b . 2 s 9y . i
& E e o : b WULTICAS = B CawesDO6IEN s Negle
AddNul an MuTcasT s 56 Chames s o103 Ve OutineSLELEIBES EE % B0 CameslBOGI Y Megle
r €3t MULTICAST 7 512 Channels1304to 1815 Ves a1 b2 K CureslOOBIMD  Ys Meglie
(e ] et MULTICAST » S12 Chamelsi8i6t02327 Yoo a1 WLTICAST z 2 CawesliOnLIL  fs  Somal,2
Delete 22 MATEAT 7% 18 |Gemdbamigs o 2 a1 MuLTIoAsT & % CmresITROLTY e
en3t MULTICAST 1 6 Channels 2SI to2816 Ves Outine-CLLC2C3,CH.CS il i 5 i
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Pixlitel6 definition (snapshot)
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F16V2 definition (snapshot)

Status  Network Configuration  EL3) Configuration  StringPorts  Serial Quiputs  Help

Port Count: |16 ¥ | | Clone Stang || Save
Pone Type Vanerw = Surt Chunl PmelCat  Group Cat  End Usny Ead Chl Durscten Ovder Fall Zig Cat Brighmiess
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Main Page This page allows the configuration of your attached strings.
System Info

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

reboot.
String Config
String  Speed Start Pixel

Act Type Kbps Univ Slot

|
#01 & |WS2311 v | 3000 21 1
: _L

- #04 9 1 1

Kas: Contg #05 ¥ [WS2811 v|[3000 |5 1 152
Reboot Master #06 6 1 1
#07 7 1 1
#08 0 1 1

Save Config
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Intentionally left blank.
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Layout Tab
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Layout

Layout Views
Default
All Models
An Individual Group

Preview Layouts
Models
Creating A New Models

Deleting Models
Undo

Model Attributes
Basic Attributes

Individual Start Channels
Strand/Node Names
Display in Preview
In My Display
Dimming Curves
Creating Multiple Model Instances
Appearance
Names
Rename a Model
Modify a Model
Copy a Model
Node Layout
Export CSV
Custom Models
Custom Model Definition
Custom Model Creation from Image
Export Custom Model
Import and Create a Custom Model
Model Examples
Model Groups
Moving Models Around
Aligning Objects
Background Image
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Layout

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 :

Layout | Schedule

Sequencer

® Define new Models or change existing Model definitions.

Setup ‘ Layout Schedulel Sequencer I #mas 2013 Playlist1 ‘

Select and adjust the layout background.

Check whether any models have overlapping channels.

Create Additional Preview layout windows
Assign Models to one or more Preview Layouts

Define new Model Groups or change existing Model Group definitions.
Select which Models, or Model Groups are be displayed on the Layout.

Specify, position and adjust the model size , orientation and location on the layout.

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

| ANEEEEHE

Arches Group
Candy Canes Group
Driveway Group
Garage Outline
Garage Trees Group
HouseHorGroup
HouseVert Group
e I ] v

Element Name Start Chan End Chan

Archl 6001 6075

Arch2 6076 6150

Arch3 6151 6225

Archd 6226 6300

Archd 6301 6375

Archi 6376 6450

Candy Canes 1 162

CandyCanel 50 50

Tl il b
Background Image ganl D:\Users\d228081\Docume
Fill bl
Width 1100
Height 500
Brightness 47

[7] Overlap checks enabled

‘ Save

Layout Views
You can select which models

you wish to see on your Layout
view. This is done by first
selecting the Preview that you
want to be active from the
Preview selection window.
There are three built in preview
options:

‘Default’, ‘All Models’ and
‘Unassigned’ . You also have the
ability to create new preview

windows.

AN

H Preview: _Defamt v

Preview: tet_____+




Chapter Four: Layout

Default

Select the default ‘Default’ preview which will then display the models where either:

® The Preview attribute against the model definition has been set to ‘Default’.

® The Model is part of a Model Group where the Preview attribute has been set to ‘Default’.

Name Archl [4] Mgk Granp
— Arches Group
EI Arches Candy Canes Group
Driveway Group
# Arches 1 Garage Cutline
Garage Trees Group
MNodes Per Arch 25 o HouseHorGroup
2 | e HowuseVert Grounp
Lights Per Node 1 A o i al v
Arc DEgrEES 180 Element Mame Start Charn End Chan
; <[ ] = v
Arch Tilt 0
— Model Group Mame: Frches Sroup I
Startmg LUCEt“:lﬂ LEH: Default Layout PMode: [Grid— as per preview V]
) Indiv Start Chans W Max Grid Size: 400 =
I Preview: |Default vII
Start Channel 6001 ]
idd to Grioup: Models in Group:
I Prewew Default I |Y-' Camndy Canes - @» Archl
_| CandyCanel = Arch2

Note: If a Model Group selection has

the Model Group name, then that acts as a filter

Model Group

been activated by clicking on the Model s
o, Arches Group
Group name or on the ‘eye’ to the left of

Candy Canes Group

Drri G
and only Models that belong to that group and e

Garage Outline

—

meet the Preview condition will be displayed.

- -

Click on the ‘eye’ again to deselect the filter
condition.

All Models
Select the Preview of ‘All Models’ which will then display all

models, irrespective of

Preview: il iiodeis

® The Preview value that has been defined against the
Model definition. — ————
® The Preview value that has been defined against the

Model Group definition.

Note: If a Model Group selection has been activated by clicking on the Model Group name or on the

\

Click on the ‘eye’ again to deselect the filter condition.

‘eye’ to the left of the Model Group name, then that acts as a filter and only Models that belong to that
group will be displayed.
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An Individual Group

In the following example, only the Arches group e mumas e

Mods Group

has been selected. w:Msmp ;
Tancy Cenes Gioup

Drvewsy Goup

Preview: | Al Models -

BRENRER

GarageOutine

Therefore models Archl .. Arch6, which are part e o

HouseHorGroup

of the Arches group are displayed. e —
The ‘eye’ to the left of the Model group name or ~ foretore St frdcin

‘ " ]
the Model group name can be clicked to select ot cphime [T ]
an Individual group. Selecting another group D“;“T;f;@
will deselect the previous one. Click on the ‘eye’ Peie peuk__|

Addto Groug: [Fotes ntiop |
to deselect all the Groups. e @ T

CandyCanel E Archl

e 4 |t

cues i

Driveway-Let ek

Diveway-Figh

Garage Treel

Gmge’uez E

i =
[7]Overlan checes enbled

Preview Layouts

The Preview Window displays the available preview windows,

enables you to select a different view and also enables you to

Preview: ‘Default v’

All Models
Preview Layout, select the <Create New Preview> option from Unassigned

the window. 2nd preview
<Create New Preview =

create additional Preview Layout windows. To create a new

Enter the name for the Preview Layout and click Ok.

Enter name for new preview

2nd Pfeview

SEUR | L || S | A 03 i,

The new preview window will be created and the image that has =~ *~
been used for the default Preview will be selected. st bl G

Click on the Background Image attributes to browse for and
select a different image if required. Otherwise , adjust the fill

attribute value and the brightness value.

The image size has to be the same as the default image and as
such , it is not available to change. Click on the Save button to
save it.
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The preview window can now be used to create Models or Model Groups against similar to the Default

Preview layout.

If you wish to delete the preview , right click within
the window and click on the ‘Delete this Preview’

Delete this Preview

option.

When an additional Preview is created, a ‘Previews’ [Viiaw Il Audio Import Settings Help

option to select and open it on your sequencer will

, Zoom In

be available on the View menu. Click on the preview | L
. . . . . = Zoom Out = -y ; N

name to open the Preview window. This option is : =Wl Y BEL sl ] -
not available if only the Default preview exists. E;il Previews | * | 2nd Preview

_ Perspectives 4

| Windows 4

Time: 00:00:00

Models
A model in xLights defines the entire required characteristic about a single physical element of your display.
Typically it will represent a common item such as an arch, a matrix, a straight line, flood light as well as more

esoteric and custom made items such as singing trees, candy canes, a snowman etc.

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

as required in order for effects to then be sequenced against the model.

& Note: Refer to the View section on how this can be automated using Views.
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, Spinner, Star, Tree, Window Frame, Wreath and Import Custom. The last icon labelled ‘Import’

Custom enables you to import and create a custom model that has been exported from another sequence.

ANEEEEAEEREER

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 and keep your mouse
button still held down. The model shape will appear on the canvas in yellow. If it does not, then left click on
the canvas and drag slightly. At the same time , a model is created and displayed in the Model panel that is
normally to the left of the Layout screen.
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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.

Note that the Preview window has the ‘Default’ preview displayed - indicating that the model that is being
created will be assigned to and displayed on the default House Preview window.

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.

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.

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.
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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).

Click on the Preview attribute and change the
Preview window if you so require. Set it to
"Unassigned’ if the model is not to be displayed

in the House Preview window.

You can collapse or expand any of the windows

of the model characteristics.

Muodel Group
Arches Group

_ Candw Canes Grouno

<

UL

Element Mame Start Chan End Chan =
Candy Canes-1 | 1 162 |
TaNOy_anel 50 50
CandyCanez? 51 51
Caﬂq:_,.r_(:anﬂ __53 _5% ¥
< | T

Mame ICandy Canes-1 I_A_
= Candy Canes

# Canes 3

Modes Per Cane 18

Lights Per Mode 1

Height 1 | 2

Cane Rotation a (7

Rewverse =

Sticks =l
=8 Indiw Start Chans Lt

Start Channel 1 |

IPremew Dretault I i

Strand/MNode Mames --Click To Edit--

Faces --Click To Edit--

Dimming Curves --Click To Edit-- >

[T] ©wverlap checks enabled

Tip: If a Model group name is selected when you create a model , the model will automatically be

assigned to the selected Model Group.

Deleting Models

To delete a model, highlight the model image
on the Layout canvas and press the Delete key
or press Ctrl X. If the model is a series of dots,
then hold down the cursor and drag to form a
rectangle around the dots (representing the
model) and then delete.

You can also Right Click on the Model name in
the Model list panel . A ‘Delete’ pop up window
will be displayed. Click on it to delete the

model.

Undo

_ Candvw Canes Groun.

.

Blad e Mme T m- -

Elerment Mame Start Chan End Chan -
| Candy Canes-1 1 AT
ILand}fLane‘L ol U L L
CandyCane? 51 51
Candveane: i3 B -
1| m
Mame Candy Canes-1 -
= Candy Canes |
# Canes 3

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

model movement. The Undo function can be repeated.

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.
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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.}

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.}
The Spiral Wraps attribute defines many times a strand is wrapped around the tree.
1.0=one full wrap, 2.5 = 2 1/2 wraps from bottom to top. 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 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 until 80 nodes have been accounted for.}

Individual Start Channels
For models with multiple strands or elements, you can specify —  ANEEREHNDRAE

Ll i b

the start channel for each strand individually if required. This  feettene ot facer
n
is useful where the channel numbering is not contiguous. E— i
Name Candy Canes
) Candy Canes
#Canes.

The Start Channel corresponds to the starting channel of the = tesracne

Lights Per Node

first node for the model. xLights will automatically calculate | "

Cane Rotation

e ] ol il

the end channel. s =
=l Indiv Start Chans.
Start Channel
. . Preview Start Channel ||
The From Output in most cases is set to 1 as default and the  swtoetims  ~cicTotst-
Faces ~Click To Edit-- G
start channel is then used to define the absolute channel | simincns -l Tosi- © None Abseu
.. . . . .. S prpectice  Output Number |1
number. However it is possible to use a different definition Lo !
'+ Sizeflocation () End of Model
setup wherein: the start channel for the model is calculated B e ks i St f e

Mhu-T2
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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.

The start channel value can also be specified relative to other channels.

Click within the Start Channel cell and then click on the highlighted box to open up a secondary window.
You can specify an offset from an output number or select the start channel to start from the end of another
model or align with the start of another model (in the last two scenarios, the model number is to be selected

from a drop down box).

Strand / Node Names
Each strand and node can have a name assigned to it. This is useful where — ]
for example you have single channel models that are grouped together steend Names Hode Hames
N o 1 1 Outine
(singing faces, tombstones etc). On the sequencer, double clicking on the 2 Eyes Open
. . . 3 EyesClosed
strand reveals the nodes with meaningful names against them. 4|0 Mouth
5 |Topli
G UVZII‘\}Ipouth
7 MiddleLip
8 | Bottom Lip
oK Cancel
Display in Preview
The Preview attribute controls whether the model is to
. . . Mame Candy Canes
appear in the House Preview screen and also which
. . L . =l Candy Canes
Preview layout screen. Click within the attribute to P - 3
open up a window which lists all the available Previews. ot Pt 18
If you have created additional Preview layouts , they Lights Per Node 1
will be listed in the window. Height 1
The ‘Default’ value represents the default preview Cane Rotation 0
window. Reverse [
‘All Previews’ indicates that the Model is to be displayed Sticks ]
in all Preview Windows. ) el Start Chans 0
Start Channel 1

‘Unassigned’ indicates that the model will not be

displayed as it is not assigned to a Preview window.
Strand/Mode Names

‘Unassigned’ is useful where the same physical item

Faces All Previews

(spinner) has been defined using more than one model

Dimming Curves Unassigned

String Properties

Annaaranra

definition (spinner and spinner matrix) for ease of

+|

programming the effects. One of them should have the

+

Preview set to ‘Unassigned’ and the other should not.
& Note: There are 4 rules to determine if a model shows up on a Preview.
1) The model is assigned to the Preview.

2) The model is assigned to All Previews.

3) The model is a member of a model group that is assigned to the Preview.
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4) The model is a member of a model group that is assigned to All Previews.

Dimming Curves

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 gamma

- L

values. You can also select the values from a file, ingle

in which case you are prompted for the location

of the file.

Single Brightness/Gamma
RGE Brightness/Gamma
RGB From File

From Fi *

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:O
Bastard Pink R:255 G:115 B:107
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.
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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 is  Piel Appearance - - )
displayed when viewed in the Layout, House Preview and Model pisee (200 |E
windows. By increasing the Pixel Size, the appearance of the element (a PclSte  [Smooth

flood or any other small element) can be made to display a bigger size. Fransparenazt i} 0

The transparency values can be used to adjust how opaque or transparent | g\ e 0 )

the element is on the display.

QK I I Cancel
Names
Each strand and node can have a name assigned to it. This is useful -— S
where for example you have single channel models that are grouped b S
i Outline

together (singing faces, tombstones etc). On the sequencer, double Eyes Open
|Eyes Closed
|0 Mouth
Top Lip

_OvaIMnuth
| Middle Lip
Bottom Lip

clicking on the strand reveals the nodes with meaningful names against
them.

=N ENAR= R N YRR

OK | [ Cancel

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 Ctrl-C to copy it and a Ctrl V to paste it. Save the changes.

Node Layout
Select a model and right Click. Select Node Layout. The node lay layout window is then displayed.
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e e il S e
|

K

[ Print |

(o]

Mame: Singing Face?2
Display As:  Custom
String Type: Single Color White

Start Corner: nfa

I

@

Total nodes:
Height:

o

a

Mode Layout

Export CSV

S N || bt ot i o soour by
Export Custom Model 5 [['7’7[ nist ,7[,7[

- .
T —— -
[[[n8s8 [a7s7 [ [|lness [

¥ 000000000

"y

Export CSV

Select the model and right click. Select the Export CSV
option. This copies the details of the model to a csv file.
You will be prompted to specify a location and filename.
A single row is created for each model and includes the
model name, ‘display as name’ attribute, string type,

Node Layout

string count, node count, start channel, start node, ‘part Export CSV

of my display’, model brightness adjustment value. bl e

In order to obtain a csv file of all models:
Copy two files modelxls.bat and modelxls.awk from your

xLights install directory to your show directory.

From the command line (when 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

D:\llsel-s\-l]ocuments\l‘ly slights Sequences\2B16Sequencesimode Ixls

\lsers IR Docunents\My xlights Sequences\2016Sequencesiyauk -f modelxls.a
wk xlights_pgbeffects.xnl 1)xlights_rgheffects.csv

. i D:\lsersy MDocunents\My xlights Sequences\2016Sequences)
information. -

1 |Model Istart_Channel start_Node Strings x Nodes DisplayAs  StringType Part of My Display
2 single Line 11x50 Single Line  RGB Nodes Y
3 |Candy Canes-1 1 13x18 Candy Canes RGB Nodes Y
4 MTREE 9200 3067 15%50 Tree3s0  RGBNodes Y
5 |spinner1 11456 3819 8¢5 Vert Matrix  BRG Nodes N
6 (Garage-AL 101 34 1x50 Single Line  GRB Nodes Y
7 |Leftvertical-A2A3 254 85 1x50 single Line  GRB Nodes Y
8 |Leftvertical-A2Null 251 84 1x1 Single Line  GRB Nodes Y
9 TopHor-Ad a0a 135 1x50 Single Line  GRB Nodes Y
10 |Leftvertin-B182 851 284 1x50 Single Line  GRB Nodes Y
11 |MidHor-85 1154 385 1x50 Single Line  GRB Nodes Y
12 | MidHor-BsNull 1151 384 Ix1 single Line  GRB Nodes Y
13 |MidHor-ca 2631 877 1x12 Single Line  GRB Nodes Y
14 |RightHor-C5 2667 889 1x50 Single Line  GRB Nodes Y
15 RightVertin-B34 1001 334 1x50 Single Line  GRB Nodes Y
16 |Rightvertout-c2c3 2481 827 1x50 Single Line  GRB Nodes Y
17 [TopHor-c1 2451 817 1x10 Single Line  GRB Nodes Y
18 |RobTrees 65 2ax Single Line  RGB Nodes Y
19 |Spinner2 11582 3861 Bx5 Vert Matrix  BRG Nodes N
20 |Arch1 6001 2001 1x25 Arches GRB Nodes Y
21 |Arch2 6076 2026 1x25 Arches GRB Nodes Y
22 |Arch3 6151 2051 1x25 Arches GRB Nodes Y
23 |Archa 6226 2076 1x25 Arches GRB Nodes Y
24 | Archs 6301 2101 1x25 Arches GRB Nodes Y
25 |Arche 6376 2126 1025 Arches GRB Nodes Y
26 |Candycane1 50 17 1 Single Line _ Single Color White Y
27 |candycane2 51 17 11 Single Line _ Single Color White Y

28 |Candycane3 53 18 11 single Line  Single Color White 'Y
29 |Candycaned sa 1811 Single Line _|single Calor White [¥
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Custom Models

Custom Model Definition

xLights enables you to define models that do not
fit into the concept of predesigned common
shapes. For example, a snowman outline,
reindeer outline, a singing face, etc. In order to
define such a model: Create a new model by
selecting the Create new Custom Model icon.
Select an area on the Layout screen and drag the
mouse across. A new Custom Model will be
created with an initial model name of ‘Custom’
or similar. You can rename it to something more
suitable. Click within the Model Data box.

A custom model grid will be displayed in which
you enter numbers in the grid representing your
model.

Change the width and height values to increase
the size of the grid (say 50 and 50).

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.

View: | Arches Group

Model Groups |

Element Mame
Archl
Arch2
Arch2
Archd
Arch5
ArchG
Custom

Mame

& Custom
Model Data
Background Image
Start Channel
Strand/Mode Names
Faces
Dimming Curves
In My Display

Custom Model

Start Chan
6001
6076
6151
6226
6301 68375
6376 6450
1 1

End Chan
6075
6150
6225
6300

-~Click To Edit-- m

1

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

Auto Numbering

[ Active

Channel 1

Width | 5 = |

Height 5 = ;
e

WEOREE -

Background Image

U &)

[ Auto Increment

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

If you enter a number and wish to erase it, press
delete in the cell.

You can delete multiple cells by drawing a box
around them and then pressing delete.

You can use the ‘+’ and ‘-‘ keys to make zoom in
and out. You can also enter the same data in
Excel, copy the cells from Excel and then use the
paste icon to paste the data into the cell in row 1

column 1. Save the model.

Custom Model

=)

Width 50

Height 50

(E3) ol )
Background Image
g
Auto Numbering
[Tl Active  [[] Aute Increment

Channel 1 =

AlB[c|D|[E|F|G|H[I]|J][K

Lim[njo[p[e[rR[s[T[uw ~

F O O O O O O O O
1 1

© o N o v |5 fw i e

(MY
(MY

I

1o
@
&
@

i

@
=
@

=

FRERERERR R R R
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Custom Model Creation from Image

From the Layout screen , using the Click on the
custom model icon and drag and draw a custom
model. A new model with a ‘Custom’ or similar
name will be created. Double click on the
Background Image attribute. A window will
prompt you for the location of an image file.

Browse to and select the image.

Click on the Model Data attribute. This will
open up a window with the image in the
background. Adjust the size by increasing the
width and height values. Click on the ‘+’ and ‘-’
buttons to Zoom in and Zoom out to fit the

image within the window.

The Background image slider can be used to
adjust and reduce if required the brightness of
the background so that the image is just visible.
This will enable you to more easily define the
numbers on the image and around the outline.

You can then start typing the numbers around

the outline.

To delete the numbers, you can highlight the
number in the cell and press the delete key, or
draw a rectangle around the numbers to be
deleted by holding the left mouse button down

and then press delete.

'iew: | My Display 6t
Model Groups

Element Name Start Chan End Chan
Candy Canes-1 1 54
CandyCanel 50 50
CandyCane2 51 51
CandyCane3 53 53
CandyCaned 54 54
Custom 1 1
Garage Tree 1 75175 75228
< | il |
2 Custom
Model Data --Click To Edit--
Background Image
Start Channel 1
Strand/Node Names --Click To Edit--
Faces --Click To Edit--
Dimming Curves --Click To Edit--
In My Display
Element Name Start Chan  End Chan =
Candy Canes-1 i 54 El
CandyCanel 50 50 M o
CandyCane? 51 51 o
CandyCane3 53 53 Height 5 S
CandyCane4 54 54
Custom 1 A @ B
Garage Tree 1 75175 75228 ¥
i i " } Background Image
Name Custom "
3 Custom Auto Numbering
Model Data --Click To Edit-- FlAdive [ Auto Increment
Background Image H C\Users\User\Documentsih =
Channel 1 =
Start Channel 1
Strand/Node Names --Click To Edit--
Faces --Click To Edit--
Dimming Curves --Click To Edit--
In My Display

Width 25

Height 25

d
Background Image
g
Auto Numbering
[Tl Active ] Auto Increment

Channel 1

[
[2s ]
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If you select the Auto Numbering setting to be

active , then you can simply click around the

outline of the image (or anywhere else) and the S -
channel number that is in the Channel Number Height 25 =l
5

box will be added at the points where you click. _ i
RWEOL =

. Background Image (5

If you select the Auto Increment setting to be ~ 10
L [ 11

active - if you had smart pixels - then when you
. . . . Auto Numberin

click, the number is automatically incremented. ¢ Sl
[l Active  [C] Auto Increment |~ _

ry

Channel 2 } ETY ¥

¥

M
12|
oy

& Note: the Channel number in the Channel Number box can be adjusted at different points in the

image to control what number is used when you click.

Click on Okay to return to the layout screen at any time to view the image that has been created. You can

come back and continue editing at a later time.
Export Custom Model

Select the model and right click. Select Export Custom Model. You will be prompted to specify a location and
filename. Enter the filename click on Save.

« My xLights Seq... » 2016Sequences »

Organize +  Newfolder

%] Documents “ Name Date modified
& Music
=] Pictures

EE videos ‘

Backup 21/04/2016 4:54 PM
From_2015 7 h
Images

| SingingFacelmages
SmithFamilyShow2015 o
That's Christrmas To Me 21/04/2016 10:56 ...

1% Computer =

Node Layout

& o050

—a DATA (D:) i
&% DVD RW Drive (E))
58 ~ (WEMFILEOO4C _ ¢ |

Export C5V
Export Custom Model

File name: Singing FaceDocn|

Save as type: |Custom Model files (*xmadel)

“ Hide Folders

Import and Create a Custom Model

This function enables you to create a custom
model in your layout from a custom model file
created by another user via the Export Custom
Model function

Click on the ‘Create new Custom model’ icon
and then click on the canvas at or near the point
where the new custom model is to be located.

] [Eomametaie e =)

You will be prompted for the name and location

of the custom model file (file type .xmodel).
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Once you select the file name, a model will be
created using information from the custom
model file. You can edit and change the model
name or other attributes.

The model will be located at the point where
you had selected on the canvas and you can
resize or move it using the blue connectors

similar to any other model.

“Setup | Layout | Schedule | Sequencer | Xmas 2013 Playlist 1

View: | My Display -

Element Name Start Chan  End Che *
RobTrees 65 76
RobTrees - Blue 65 74
RobTress - White 65 7%

Santa 9060 119
Singing Face 72 25

Singing Face - New 78 25

Singing Face2 8 a3 e
Singing Face2 - Matrix 86 a3

Spinnerl - Custom

Srinner? . Cuctom
25

o

Custom

Model Data --Click To Edit--
Background Image

Start Channel 26
Strand/Node Names  --Click To Edit--
Faces --Click To Edit--
Dimming Curves --Click To Edit--
In My Display [Eil

e

String Properties

Model Examples

Single Arch (Model name Arch 1) with 25 nodes
starting from channel 6001. The Arch goes from
Left to Right.

A 360 degree Mega Tree visually - 80 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 address 9200.

Model Group

= Model Group 5
P I =) » = _ =
4 | [ | 3
Element harne ARt Eod Shom - Elernent Marne Start Chan End Chan i
Ed eI it - — -
4 " 3
BlSinE Archl = Marme MTREE -
=l .ﬁrches = e I
# Arches 1 Type Round
Modes Per Arch 25 Degrees 360
Lights Per Mode 1 Rotation 3
Arc Degrees 180 Spiral Wraps 0
Arch Tilt o Bottom/Top Ratio 3
Starting Location Left Perspective 2 =
3 Indiv Start Chans & 2 # Strings 15
Start Channel 5001 Lights/String 50
Preview Default Strandss/String 2
Strand/Mode Mames --Click To Edit-- | Starting Location Bottomn Left
Faces --Click To Edit-- | =l Indiv Start Chans =
Dirmming Curves --Click To Edit-- Start Channel 9200
- String Properties Prewview Default
String Twpe GRE Modes Strand/Mode Mames --Click To Edit--
Color M - Faces —Click To Edit—
- Appearance Dirmming Curves --Click To Edit--
Pixel Size 2 =l String Properties
Pixel Style Smooth o String Type RGE Modes >
[T] Owerlap checks enabled [] Owerlap checks enabled
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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.

e CandyCanel ame Pipel
le Line ngle Line
rings i Strings 1
ts/String 1 sdes/String 10
ting Location Left ghty/Node 1
Start Chan D arting Location Left
£ otart Lhans
div Start Chans
start Channel 50 R O
i Start Channel 7240
iew Default
eview Default
nd/Node Names --Click To Edit-- . :

: : rand/Node Names --Click To Edit--
® =Sl TO R ces —~Click To Edit--
miing Cuves =Click To:Edit- mming Curves --Click To Edit--
1g Properties ring Properties
g Type Single Color ring Type GRB Nodes
,r [ ] white Jlor B =
earance pearance
I Size 10 el Size 2
I Style Smooth xel Style Smooth
sparency 0 ansparency 0
k Transparency 0 ack Transparency 1]

{Location te/Location
= (%) 3127
%) 36.36
! {%) 59.1

%)

512
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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.

E P10 Matrix
ix
tion Horizontal
ngs 64
5/5tring a4
ds/String 1
ng Location Top Left
Start Chans D
;art Channel 11800
2w Default
d/Node Names --Click To Edit--
--Click To Edit--
ning Curves --Click To Edit--
3 Properties
) Type RGB Modes
. Red
arance
Size 2
Style Smooth
parency o
Transparency o
Location
86.84
8219
1 138
1t 304
ion 0]

Name
| Custom
Model Data
Background Image
Start Channel
Preview
Strand/MNode Names
Faces
Dimming Curves
| String Properties
String Type
Color
| Appearance
Pixel Size
Pixel Style
Transparency
Black Transparency
| Size/Location
X (%)
Y (%)
Width
Height

Rotation

A custom singing face (Coro face).

Singing Face

--Click To Edit--
[

78

Default
--Click To Edit--
--Click To Edit--
--Click To Edit--

Single Color

[ ] white

2
Smooth
0
0

14.27
55.67
156
343

ISingIe Nodes

["I 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_|Middle Lip
Mouth - L |Top Lip Middle Lip
Mouth - MBP Middle Lip
Mouth-0 O Mouth
Mouth - rest Top Lip
Mouth - U O Mouth
Mouth - WQ |Oval Mouth
Eyes - Open “Eyes Open
Eyes - Closed Eyes Closed
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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

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

innermost is 30 nodes and the outermost is 70

circles, the innermost

is 30 nodes and the

nodes. outermost is 70 nodes.
ime Circle
ame Star rcle
ar Strings 1
Strings 1 Jhts/String 50
ghts/String 50 nter % 20
Bluts = yer Sizes 30,40,50,60,70
arting Location Bottom Ctr-CW =
Hiv Start Chans |:|
wer Sizes 30,40,50,60,70

o = Start Channel 1
div Start Chans D - -

Start Channel =Circle:l sMew Sodbsciicw
B S Preicw rand/Node Names --Click To Edit--
rand/Node Names --Click To Edit-- ces --Click To Edit--
ices --Click To Edit-- mming Curves --Click To Edit--
imming Curves --Click To Edit-- ring Properties
ring Properties ring Type RGB Nodes
ring Type RGB MNodes o . Red
Jlor . Red i S
EESSEDES kel Size 2
xel Size 2

kel Style Smooth
xel Style Smooth
P———— 0 ansparency o
ack Transparency 0 ack Transparency 0
ze/Location te/Location
(%) 2473 (%) 11.18
(%) 81.2 (%) 85.8
'idth 855 idth 6.91
eight 284 sight 22.8
Jtation N ytation 0
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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 until 80 nodes have been accounted

for.
# Strings 1
Lights/String 80
Drop Pattern 3454
B Indiv Start Chans D
Start Channel »Starl
Preview 2nd Preview
Strand/Node Names --Click To Edit--
Faces --Click To Edit--
Dimming Curves --Click To Edit--
= String Properties
String Type RGB Modes
Color . Red
= Appearance
Pixel Size 2
Pixel Style Smooth
Transparency 1]
Black Transparency 0
1= Size/Location
X2 (%) 47.64
Y2 (%) 87.6
Height -1.63
Shear 0.04

|| Overlap checks enabled

Spinner Model

Within the model definition, define the number of

arms, the pixels per arm.

Name

=l Spinner
# Strings
Arms/String
Lights/Arm
Hollow %
Arc
Starting Location
Zig-Zag Start

2| Indiv Start Chans

Start Channel

Preview
Strand/Node Names
Faces
Dimming Curves

| String Properties

String Type
Color
-I Appearance
Pixel Size
Pixel Style
Transparency
Black Transparency
-I Size/Location
X (%)
Y (%)
Width

Spinner

1

5

10

20

360

End Counter Clockwise

0
(]

=lcicles:1

2nd Preview
--Click To Edit--
--Click To Edit--
--Click To Edit--

RGB Modes

. Red

2
Smooth
0
0

54.36
824
10

[l Overlan checks enabled

m
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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 ‘Archl’ can
belong to the ‘All 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 right click within
the Model Groups window. Click on Add Group, enter a Model
Group name in the resultant window and click Ok.

In xLights, Model Groups are sequenced against an internal grid

representation.

Medel Group

Icicles Group

£ Lanterns Group
Model Group All

OutlineBottom
OutlineFull
OutlineGarage
OutlineRight

OutlineTopMid

Naorth Pole Group

Mega Tree Group

Delete Group

Rename Group

4

Model Group Mame:

1"

Arches Group

Default Layout Mode:

Max Grid Size:

Grid as per preview -
Grid as per preview

m

Minimal Grid
Preview: Horizontal Per Model
Vertical Per Model
Add to Group: Horizontal Per Model/Strand
Candy Canes « Vertical Per Model/Strand

The Default Layout Mode and Max Grid Size provides options

" L LN CandyCanel | Single Line
on how the ‘internal grid’ is to be calculated when effects run CandyCanea |Z Overlay - Centered
CandyCane3 Ovwerlay - Scaled

[T

[#]
(=]

CandyCaned
Driveway-Left
Driveway-Right
Garage Treel

Garage Tree 2

Garage Tree 3

Garage Tree d

Garage Tree 5

Garage Tree 6 i

Archs

across a model group. Arché

]

If ‘Grid as per preview’ is selected , then the buffer used will be

exactly as to how the the house preview appears i.e will be quite

[T Owerlap checks enabled

large.

If ‘Minimal Grid’ is selected then the buffer area will be an area

just surrounding the model group.

A list of all available defined models will be displayed in the left Model Group Name:  Arches Group

hand window. Default Layout Mode: |'Grid as per preview L

Max Grid Size: 400

Preview:

Use the arrows to add models to the Group, or remove them and

L. . Add to Group: Models in Group:
to move the position up or down. Click on OK when complete.
Candy Canes - Archl
CandyCanel §=| @' Arch2
CandyCane2 | Arch3
To modify the models that form part of a group, click on the CandyCane3 & (|| Archd
CandyCaned Archs
group name. Driveway-Left Arché
Driveway-Right
Garage Treel @
. . . . Garage Tree 2
The models that are currently in the group will be displayed in | Garage Tree %
. . . Garage Tree 4
the ‘Models in Group’ window and the other models will be GmgeT,ee 5
. . . Garage Tree 6 -
displayed in the ‘Add to Group’ window. Use the arrows to add or i

remove models as required and click on the Update Group when [] Overlap checks enabled

Save

done.
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To remove a Model Group, select the Model Group from the same list, right click and select Delete Group.

This will not change or remove any of the underlying models, however any effects that have been placed at

that 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.

To rename a Model Group, select the Model Group from the

same list , right click and select Rename Group. Enter the new

name for the Model Group.

Model Group i
@ Arches Group .
@ Candy Canes Addbionp

Driveway Gro Delete Group =
< [ — Rename Group 1 r

Element Name Start Chan End Chan »

1 [ [ :
Model Group Mame: Arches Group
Default Layout Mode: |§Grid as per preview v|

& Note: Selecting a Model Group from the list, sets it as a filter and only that Model Group is active on
the layout; as such only models that are part of that group are displayed on the Preview screen. In

order to revert back to all the models, Click on the ‘eye’ next to the Model Group name to deselect it.

If the ‘Overlap 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

Model Group
@ Spinner Group
Spiral Custom Group

any other model, then the other model will turn

red.

If you hover on a model name, it will display

details of the setup configuration.

Gl

o)

Spirals Group
4| n 2
Element Name Start Chan End Chan =
Spinnerl 11456 11575 =|
Spinnerl - Custom 11456 11575 -
pinner. 1158 1701 =
< T 5
MName Spinnerl - Custom
= Custom
Model Data --Click To Edit--
Background Image l:l
Start Channel 11456
Preview Default
Strand/Mode Mames --Click To Edit--
Faces --Click To Edit--
Dimming Curves --Click To Edit--

String Properties
Appearance
Size/Location

[] Overlap checks enabled

‘ Save

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.

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).
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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.
Another way is to Hold down shift, draw a box around the models to move, then let go of shift, and hold down

alt, then move the group of models.

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 blue dots is the key object that others will align to.

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

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

Background Image

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

] (B ties o)

sl (el

preference. The width and height depends on your screen size

and resolution. If unsure, start with a ,jpg 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.
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Intentionally left blank.




—L_ g Chapter Four:
Schedule Tab

LB B B B I N N | LB B B B N N

Schedule

Running the Schedule



Chapter Four: Tabs

Schedule

- Setup | Layout | Schedule

Sequencer

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

Prior to using this function, you must have defined at least one playlist via the Playlist function.

Click on the Change button next to the Show Dates label SchedulePlayist | | "
Set Show Dates ﬁ
to select the Show Start and Show End date ranges for Update Selected ftems 1
Show Start
your show. Select OK when done. The date selected will Delete Selected ltems ol ;
Sun Mon Tue Wed Thu Fn Sat
3 283 2 N 1 2 3 4
then be copied to the left panel. SeRn chang: : 28 % % 8
D 12 13 M 15 16 17 18
Start 07/24/15 19 0 2 2 AN DS
End 07/24/15 |Z_§l 2:"'. 2.? 22 32 31 ;
Show End
“ July 2015 »
Sun Mon Tue Wed Thu Fri Sat
B X 30 1 2 3 4
5 6 ¥ g 9 10 1
12 13 14 15 16 17 18
9 N R 2 A3 MBS
)27 8081 % 31 1
T 3 4 5 6 1T @
[ o [ concel
Click on Schedule Playlist and you will be e i e i s frman /s i s
s e e e
presented with a ‘Schedule Playlist’ S 20 53
T o e
. e e
window. e |

Lo . =
Rran F3L) Fiyint &
Wt W T 0

Click on the Playlist drop down window
and select the Playlist.

Select the start and end times, the date or

dates this schedule is applicable to and

other attributes such as:

® 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
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.

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

= Saturday, July 25, 2015

18:00 to 22:00 Xmas 2013 Playlist 1

=) Sunday, July 26, 2015

1800 t0 21:00 Xmas 2013 Playlist 1
Monday, July 27, 2015
Tuesday. July 28, 2015
Wednesday, July 20, 2015

Run Schedule
| Save Schedule

Schedule Playlist J

Update Selected lems
Delete Selected Items

Show Dates | Change
Start 07724715
End 01/29715
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To delete any item, select the schedule item and click on Delete Selected items.

Running the Schedule

To run the schedule, ensure that the ‘Output t0 3 sue g messages Ad »mEm Ty ﬁ

Lights’ button has been selected and click the ] |-« Myxlights Sequences » 201Ssequences » Search 20155equences £
‘Run Schedule’ option. As each scheduled item ~ Owenize~  Newiolde E=- @
. . . . ke 5 2 Mame Da -
is executed, the log details are displayed in the P Fmvockes n a =
. . . I Desktop L. Images 21/07/2015 2:33 PM i
window on the right. You can clear the details I8 Downloads (S| )i MatrixOverlay 40772015
Cq. . %L Recent Places | SingingFace2 11/07/2015 9:2
by clicking on the Clear button on the right. Ji SingingFaceimageC T T RTTE
. c oy "4 Libraries
You can save the log detail by clicking on the S Docoments
Save button on the right. You will be prompted & i
=/ Pictures : -
for a filename for the log file. i Videos s J '
File pame: -

Save as type: [All files () =
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Intentionally left blank.
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Sequencer

Windows
Timing Tracks
Models
Play Model
Export Model/Render and Export Mode
Import Model
Strands and Nodes
Render All
Rendering order
Timeline and Waveform
Zoom In and Zoom Out
Audio Scrubbing
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
Select 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

Value Curves

B9 9535985

Layers
Layer Blending
Samples
Layer Blending - Morph
Layer Blending - Transitions
Layer Blending - Mix Slider
Layer Blending - Settings
Persistent
Style
Transformation
Blur
Sub Buffer Selection
Singing Faces
Model definition
Coro Faces
Single Node
(Coro Faces)
Matrix
Node
Ranges
Timing Tracks
Using
Timing
Marks
Importing
Phrases
Breakdown
Phrases
Breakdown
Words
Checking for
Unknown Words

Importing Papagayo Files

Chapter Four:
Sequencer Tab
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Sequencer

Sequencer |

Setup | Layout | Schedule

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:

B ———
FDEdal e » DLl PSR- )
P 5 ) ) R N 2 T
Xmas 2013 Playlist 1

A @O O

View:

All Models

Time: 0:00.00

Vi
Model Group All
Singing Faces Group &
Singing Face - New
Top Rectangle Group?
P10 Matrix Group
Mega Tree Group
IB Arches Group

adaaadac
Sparkes [} 1

Sparkles refll

Brightness

B
T
|

HH
EiH
2

< [ »
Effect Settings x

Update (F5)

ot ~|

Im I lousel lorGroup.
HouseVert Group
Icicles Group

Pipes Group
Spinner Group.
Stars Group
Lanterns Group
Candy Canes Group
Rob Trees Group
TuneTo Sign
Singing Face2 - Matrix

This Fffect simply tums ever

< i 3

WModel Praview =

Garage Trees Group O |neal
North Pole Group

Layer Settings x
Buffer |Roto-Zoom

Render Style  [Default

Transformation [None | =

Blur 0

] Persistent
i

| «

Windows

i HEH

== AR NENES
o

T

HIEH ] HlH |
| HOg—a—

Edit Tools Playlist

On the left hand side of the sequencer (or M€
depending on how you have docked your
windows), a list of open Windows are displayed.

BEO&X®Ef

Se‘tup- | -Layo ut ] Sched ule-g

douse Preview

To select additional Windows, click on View,
Windows and select the windows that you wish

to have displayed, if the window is not open.

Color

. o
You can close a Window or move them around = g N |
or if you have an additional monitor configured, =" =
parkles | J

then one or move Windows can be moved to
The Windows are

described in the View, Windows section. i

\

% I

the alternate monitor. frect Seftings

Tip: You can save the windows that you normally have
windows will then be opened when you load xLights.

dagaddaadca

View Q_udin lmpnr‘t é_ettings Help
ZoomIn w E% w ﬁ';fp
Zoom Out
. Flﬁaﬁ PP a3 T
Perspectives 3 o - o1
m Display Elements

|7 Maodel Preview

S House Preview
Time: 0:00.00

Effect Settings
Colors
" Beats Layer Blending
= Layer Settings

Effect Dropper
Eff ect Assist

Model Group A

m

Singing Faces G
Singing Face - | Perspectives
Dock All

Reset to Defaults

Top Rectangle |

P10 Matrix Grou

Mega Tree Grouf
EH Arches Group

+

open as your default perspective.

These
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Select the Dock All option to reset the Windows perspectives and dock all
- Audio Import Settings Help .
S ‘ S the windows to your current set-up.

Zoom Out

HE@ESMa¥=E [his is sometimes required if you are using an xLights_rgbeffects file that

S Efki‘mm"minlz has been saved with a different default perspective e.g. two monitors and
isplay Elements F
Model Preview " that set-up is not present in your current environment.
House Preview
Effect Settings
Colors .~ The Reset to Defaults options used to reset the Toolbars.
L Blendi . . .
e This will take effect when you next start xLights.
X Layer Settings
1 IF [ [ -~ Effect Dropper
E| Effect Assist . . .
.I a E {5 {2 Miodlel Gr e You must Save these settings for it to take effect - you will be prompted to
Singing F, Perspectives L. .
<[ Singing Bl [ save when quitting xLights.
2 Top Recte Reset to Defaults

Timing Tracks

xLights can support multiple timing tracks on the sequencer, each

i [Eettinga Help

with different frequencies of timing marks. By default, a timing

track ‘New Timing’ is created for each sequence if you have not Sequence Settings 1
v Render On Save
v Backup On Save

Alt Backup Location

created one when creating a new sequence. Timing Tracks can be

L}

added via the Settings, Sequence Settings, Timing menu.

L= |-

Sequence Settings W . T g 4 ii]
it Tool Icon Size v
Info / Media I Meta Data| Timings |Data Layersl = G |

Grid Spacing r
, Tt | Grid Icon Backgrounds v

Beats E z
Bars Grid Node Values 4

New Timing
All 1 Want For Christmas Is You_ Bars Rende[ Mode 3
E Effect Assist Window r
3
e
Auto Save r
| Reset Toolbars

Then click on the New Button. The New Timing window will be displayed.

Clicking on the down arrow will provide a drop 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 & CreseTmingfield & 8 & &8 & L )
GaY & Sy
. . )| L« Myslights Seq... » 20165 » + [ 49 [ search 20165equences o
externally. Click on the Input button instead of the New /& I At —_ e |
Organize v New folder =~ O @

button. A window Chose Timing files(s) window will

1=, Recent Places = Name Date modified

open, enabling you to browse for and select the timing S Backup
e [ | SingingFacelmages
file to be imported. Navigate to the .txt file containing the ? i From 2015
. . . . . - Images
timing track and click OK to import it. g’ g =
18 Computer
& osic
cw DATA(D:)

&% DVD RW Drive (E:) 38951 » 4 i r

File name: | v [Textfiles (xt) -
Open 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.

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

If you have multiple timing tracks 2 Seuence
defined,

® FEach timing track has a different Time: 000,00

color of timing marks.

-
o

® You can select the timing track [EEEEEEEEE

radio button (to the left of the

timing track name) to enable that
track. You can also select more than one timing track to be displayed at the same time, however only
one timing track will be active for effects to calculate the start and end position.

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

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

Right Click , with your cursor in the area of the timing track names
and select Add Timing Track or Delete Timing Track.
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You can also import timing marks created externally (the most common being those created via Audacity or

another xLights sequence). This capability includes importing a Singing Face (xLights Papagayo) timing track.

\ Tip: If you wish to select and delete multiple timing marks all at once, uncheck the circle beside the
timing track and then drag select with the yellow dashed rectangle and hit the delete key.

In order to import a timing track, right click the
Timing names area, then select Import Timing
Track, navigate to the .txt ,PGO, LMS, LOR, LSP
or .xtiming file containing the timing track and
click OK to import it.

The timing tracks from the specified file are
imported as xLights timing tracks - the following
is an example of one that has been imported
from LSP.

Importing of a PGO timing track is covered
elsewhere in the document.

Similarly to export a timing track, right click on
the timing track name in the Timing names area,
and save as as .xtiming file.

This capability includes exporting a singing face
(xLights Papagayo) timing track.

You can export the file as a PGO file , if you wish
to provide the file for use in another type of
sequencer (LOR ). If you wish to use this in for
another xLights sequencer , then export as an
xtiming file.

&, Choose Timing files) 4 B B -
Ooﬂ\ « My Documents » My LightShow Sequences »
Organize - New folder
‘ & SkyDrive =~ Name Date modified Type
2 Dropbox
old 1/01/2015 5:26 PM  File folde
Libraries
% Documents
| & Music
= Pictures
B videos =

¥ Homeagroup

& Computer
& Local Disk (C)

~ < i »

File name: iming files (*xtiming) ~

Timing files (*xtiming)

Papagaya files (*.pge)
ext files (*.bct)

OR (=Ims)

OR (*las)

SP (*msq)

This Effect simply turns ever

2New Timing

il Modeis | «|

Time: 0:00.00

[ffect Settings. =| [ Model Group All | Import Timing Track
— [ singing Faces Grg| TS 1
Update (F5)
Singing Face - Ne| Import Lyrics

o = R e

This Effect simply turns every pixel
Copy Row
Paste Row
« i >

fodel Preview >

Spinner Group.

o Choose output file

<« AlmostReady » Light of Christmas

File name: Lyricsl

Save as type: | Timing xtirning)
Papagayo files (*.pgo)

files (*.
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Tip: Timings are created just like effects which means they have a duration. Every timing effect has a

starting edge and an ending edge. So you can have a timing effect that goes from 1 to 2 seconds and

then another from 3 to 4 seconds with nothing in between 2 and 3 seconds. If you want one in there

just select a range and hit "t" then drag the edges over to connect to the existing timing effects.

Models

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

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.

elements of your display. If you create an fseq called ‘background.eseq’

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

and upload to the FPP, it will execute as soon as the FPP has started i.e

no definition is required on the FPP.

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

1 P10 Matrix

Mega Tree Group

1 Arches Grou=-
Insert Layer Abowe
T HouscHorGl Insert Layer Below
T Delete Layer
Icicles Grou{l Play Model I
Pipes Group| Export Model
Spinner Grol Render and Export Model
_Stars Sl Toggle Models
Lanterns Gro
Copy Row
Candy Cane
Rob Trees G| Paste Row
TuneTo Sigy Edit Display Elements
Singing Fac

Singing Face - New

Top Rectangle Group
P10 Matrix Group
B P10 Matrix

Insert Layer Above

Insert Layer Below

M Delete Layer
B8 play Model
bxport Model
HH
Render and Export Model
H
Icif Toggle Strands
Pi Promote Mode Effects
5F Copy Row
5t Paste Row
La .-
—C; Edit Display Elements
Rob Trees Group

‘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.
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You will then be presented with a window where you can select the Epon Sequenc IR

target sequencer type and the filename to be created. Press OK when

Format Lch, LOR Clipboard *.Icb -
done. ’ £ l

File name

Status messages will be displayed on the last line of your sequencer as | [ Goncel |

the model is exported. The file will be created in your show directory.

\ 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 (unless it is a
custom model). 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.

<Hrgb>
<models>
<model name="Big Zrch 1" DisplayRs="Arches"™ S5tringType="REE Nodes" parml="1" parmZ="¢0" parm3="1" StartChannel="i
<model Displayhs="Arches" StringType="RGE Nodes" parml="1" parmZ="50" parm3="1" BtartChennel="£484" StartSide="B'

AR AR AN Insert new mCdElS hEIE AR AR AA A EARAE N AN
</models>
<effects wersion="0004"/>

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.

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. Insert Layer Above
Insert Layer Below
. . . . . . . M Delete Layer
With the strands view open (i.e. displayed), right click on a strand to either 7 i

toggle the strands closed or to Toggle Nodes and display the nodes for a Export Model

strand. Render and Export Model

P10 Matrix ICI':I Toggle Strands-
Strand 1 pil Promote Mode Effects

MNodel Copy Revad

M

e Paste Row

Node 3

MNode 4 | Edit Display Elements

Node 5 s

Node 6

Node7 This is often useful to see how a particular effect has been rendered

Node 8§

down to the node level.
MNode 9
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Tip: Dropping an effect on a Model group will give different results to dropping the same model on all
elements of the group (because in the former case the canvas is treated as a whole matrix and then the effect is
applied to the models within it). Some effects work at the Group level better than others.

= Beats

Mo del Group Al [~ 3

On the left column of the sequencer tab, Model Groups I Beats

have a symbol after the name that distinguishes them &

Model Group All =

from Models. o P S | Frome o= cone N
Singing Faces Group! ﬁt I Simging Face
Singing Face - Mew LSif"giFlg Face2

Singing Face - Mew

i Esconolebonp a Top Rectangle Group T8

P10 Matrix Group e P10 Matrix Group =

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

Render All

The ‘Render All’ function is used to force a render of all effects - that have either been created within

xLights, imported via the Import Effects function or has been imported as a Data layer.

Rendering order
The Data Layer order renders 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.

Model layers also render from the
bottom to top. Therefore the

bottom layer will be rendered first, R e n d e ri n g o rd e r

then the layer above it and do on (based on Master View)
until the top layer is rendered last.

However, the Models themselves Models Render Order Model/Data Layers Render Order

A : gy
4 = 2 ‘9—/;7/
A ,/73 P

- -

a| A4

render top to bottom based on how
they are laid out in the Master

View of the sequence. So the top

W || N -
w

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 by moving them up or down. You can similarly change
the order of layers within a model. And you can also change the order of models in the master view.

. Tip: Always put your large groups at the top. To view your rendering order you need to be in the
\ Master View and it renders top to bottom. Use the display elements window to change the ordering.

Set the render order in the Master View and then use all my other views for sequencing. All other
views don't affect rendering order they are for display purposes only.
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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.

400 600 7 200 You can select an area on the timeline — depicted by the

arrows - and you can then play that section once
independent of the section highlighted to be played on
the waveform. At the end of playing that section, the
highlighted arrows disappear, leaving the waveform
highlight to be played. Clicking anywhere in the
timeline or highlighting an area in the timeline initiates

auto play, without losing the waveform selection.

The waveform displays a sonographic representation of the audio portion of the media that has been
associated with the sequence.

Zoom in and Zoom out
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. NN
® To zoom out, hold the = 5 H,; PO B e
shift key and double
click on the waveform
or click on the ‘- Time: 0:06.143
button. T
® Click the edge of an b |
effect, hold down Bhue Chi Bar
control and wuse the Singing Fice

mouse scroll wheel to

go in or out.

When playing the sequence, a vertical line indicates the start
position and another vertical line extending 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.
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The FPS value displays the Frames Per Second that the sequence is outputting the data at.

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 will replay the highlighted section of the waveform. It will start from the
beginning of the highlighted area and when it reaches the end of the area , will loop back to play from
the beginning of that area.

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.

Audio Scrubbing

Hold the Ctrl key down and placing the mouse on the

4000

waveform, click and hold the mouse left button down

and and drag it across the waveform.

The audio will be played as you scrub the line.
Therefore you can play a small section again and again,
backwards and forwards so as to identify a particular

note inflection, timing mark or a word of a lyric.

Views

A view is used to be able to easily select a list of models and the sequence in which

they are to be displayed on the sequencer. [ T]

Views work across sequences, so once you have setup a view with the models that  Second Wiew

you require, if you open any sequence, that view is available to use in that sequence.  Matrix

WViews

[ Master View

CAll Medels
" Qutline

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

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

Similarly models can be removed from a View
by highlighting the model in the Model window
within the Sequence Elements window and
clicking on Delete Model.

o
iew Add Views
@ Master View :
Second View l Delete View ]
Timings / Models:
Timing/Model Al
pce [ Add |
@ eﬁ Imperted Timing |
@ EB  He's the Aussie Sant... 1 lr Delete |
@ 8 He's the Aussie Sant... ) :
@ @ Singing Face Position:
@ P Singing Face2 EW
@ @ MIREE - -
@ B P10 Matrix Move Down |
[ showan | [ Hidean '
Effect Seftings

Test | Cor!vert | Layout | Schedule

| Papagayo |

— Time: 0:00.00

Spinnerl - Custom

Spinner2

Spinner2 - Customn
Stars Group

Sequencer | Xmas 20

. Sequence Elements

=]

iews:

View

Master View

s

OK

Cancel

J |

Sequence Elements

| Views: =
Wiew Add Views
3 Second View [l
| =
e |=[Tooscvier
All Maodels
L, WP TN oy e
Timings / Models: £
Seq\;enc/e E_IEn"tents - [=]] Add Timings/Models ==

View Add Views Timings:
—tdstrix B AllIWant For Christmas Is You_ Bars
Ia> All Models |5| [ Delete view | e Tirting
=l -~
Timings / Models:
Timing/Model £
= & B = | T . Models:
cats | =
@ B Bars Delete Archl -
|| = B Model Group All :"':5 [
@ @ Singing Faces Group Position: o |=
<@ P Singing Face - MNew Archs L
@ @b Top Rectangle Group — Archb
f ! CandyCanel
A m L Move Down || Cand;Canez
[ showan | [ Hidean | . SondyCenes
andyCan
R — T — - Garage Outline
Garage Treel
- HouseVert Group. Garage Tree 2
North Pole Group. Garage Tree 3
[ Garage Trees Grou Smried
- g P Garage Tree5

Spirals Group

el
= sveny pres Spiral Custom Group

Icicles Group

Pipes Group

S80S (F (¢

Spinner Group

Garage Tree 6
Garage-Al

Multiple elements can be selected

Add [ clese |
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The position that the model appears within the = Sequence Elements =]
view can be changed by highlighting the model I View e A Wicwre =
and clicking on Move Up or Move Down. PMatris e
@ All Models =
B Cutline

-

Within each view, the models that are part of the

view can be marked as visible or non visible via Timings / Models:
Timing,/Model

<@ EF3  Beats :_'E |

@ €8 Bars Delete
I <= @b Model Group All

@I Singing FaCE-{-iroup Pasition: |
1 1 -
@ @b Singing Face - Mew | Move Up
@ @M Top Rectangle Group -
. 1 | *
| Mowe Down

[ Show All |[ Hide All ]

the “® button to the left of the model.

m

[ eicteview |
Add

< [, T ] »

& 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.

& 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 created

against that model for the sequence that you have open.

If you add a Timing Track to a view, it will be added to all views that you have defined.

Effect Presets

Presets are a way to save an effect and easily =&Ei=& »r ™ m@ nﬁ-.';izf.ﬁw:: N RNV Y
" SRS

recall it later to speed up sequencing.

Effect Presets Apply Preset

#- User Group Mew Preset

To save an effect (which can span layers and UpdmeFree
models) as a preset, highlight the effects that you Add Srow
want to save, right click and select Effect Presets. :::
Under the Favorites tree, you can first create a —

group that describes the type of effect that you | o

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.
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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.

Use the Sparkles slider to increase the sparkles for the e ] d
effect. If the Sparkles reflect music option is selected, [/] Sparkles reflect music =]
then the sparkles will increase from the selected value | Brightness U 10 |4

=]

based on the intensity of the music.
Y Contrast ﬂ 0

Use the Brightness slider to increase or decrease the
brightness of the effect.

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

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

Selecting Colors

For any effect, you can change the initial colors selected for the effect by
selecting a different color or colors from the Color Window. You can use the
Control key and select multiple effects.

Once you select all the effects and change the color, hit the Update button in the
color panel. It will modify just the colors for all selected effects.

You can open/close the Color Window by Clicking on the Effect Colors icon in
the toolbar.
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Tip: Double clicking on the any of the color icons opens up a Palette window, where the standard colors can

then be replaced with a new standard color or a custom color can be selected.

Tip: One you tailor an effect then use the effect again to a new timing mark, the effect will have all the
same settings as the previous effect did. However, if you were to highlight any other effect with

different colors selected then the colors will change to the colors of the effect that you have selected.

Single Channel Colors

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

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

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

the associated brightness of the component.

The strings will light up with the intensity of the color for each channel. So if you send Purple R=128, G=0,
B=128), that will light up all the Red and Blue strings but only about 50% intensity.

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.

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' for a
fade up. If you then need to adjust it, drag the end line.
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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 or 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 %
filled ie it will be pasted to the same proportion as the source cell.

Examples

1) You copy a single effect, select a target cell and hit Paste with Paste by Time mode. The result is the effect
is pasted with the original duration. So if the original duration was 2 seconds, then two seconds duration will
be pasted in the target irrespective of the length of the cells..

2) You copy a single effect, select a target cell and hit Paste with Paste by Cell mode. The result is the effect is
pasted to fit within the target selected cell based on a %.

If it was 100% of the source cell, then the full target cell will be covered.

If it was 50% of the source cell, then 50% of the target will be selected.

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

Tip: In order to delete multiple effects, use the left mouse key to highlight a range of cells and then
press delete. You can also right click on an effect and choose delete.
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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, right click and select Copy Row to copy the entire row of the effects.

North Pole Group a Morth Polel - Top

North Polel - Top Morth Pole 1
| Insert Layer Ab
North Pole 1 e North Pole 2 - Top
W Insert Layer Below - —— Insert Layer Above
Mﬂd EI Group A” ﬁ u I | Insert Layer Below
North Pole 2 Play Model H Garage Trees Grouy
Slﬂglﬂg Faces Grﬂ"—'F“ a Garage Trees Group | Export Model w_ Play Model
| Spiral Custom Groy Export Model
- z Spirals G | Render and Export Model e ————
Singing Face - Mew EEREE SIRE i Icicles Group | Rendler and Export Model
| _—
Spiral Custom Group | Toggle Nodes oG

Toggle Modes

Top Rectangle Group A

Icicles Group {
- : r Promote Mode Effects Spinner Group o e
P10 Matrix Group T Stars Group
= [ (CopyRow I C .
Spinner Group | Lanterns Group SR sehal
MEgE Tree GFOLIFI' Stars Group | fie Candy Canes Grou| Paste Row
B Arches G roup Lanterns Group | Edit Display Elernents Rob Trees Group | Edit Display Elements

H HouseHorGroup

HouseVert Group
Morth Pole Group

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

Then move to where you want to paste the effects (in the same sequence

Q@ Qe
2E

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.

Selecting Multiple Effects

In order to select a group of effects, use the left mouse key to select the range of effects.

The colour of the cells change, but also, the links in the selected cells will turn to magenta.

You can only select a group of cells, when the cursor looks like a pointing hand.
If two arrows are shown, then you can’t select the cells. You may need to zoom in to be

able to see and select the required effects.

Create Random Effects
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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. 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)

You can use the Matrix drawing tools to amend
a picture or draw your own pictures or
animations. Click on the Picture effect within
the sequence grid that contains your effect and
then open the Effect Assist window if it is not

already open. You will be presented with a

EER 4
window similar to the following i.e. the picture
of your effect is copied to a grid. ey T
v i ks
The Matrix Drawing Tool has 8 windows, each i fired

Curventt brage D' Uen 20001 Do urranti' &

with a color and a radio button under the color
to show you which color is selected. You can ::t,.::

change the color assigned to each window,

change the saturation, hue, brightness, change

the RGB setting etc.

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

grid.

New Image

Click on New Image to create a new image. The first time you use this function, you will be prompted for a
directory to store the image files in. As an example, create an ‘image’ subdirectory within your show directory.
You will be presented with an empty grid and you can then draw/paint your effect within the grid. Click on
Save image and name the image. The model window will display the model just drawn. (The model won’t be
updated until the file is saved).

Load Image

Load Image is used to load a previously saved image or any other supported image. If the picture loaded is

not as per the model scale, you won'’t be able to edit it.

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

Copy / Paste
Highlight the area that you wish to copy, press Ctrl C to copy to the clipboard buffer,
move to the area that you wish and press Ctrl V to paste it.
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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 ‘tfmpeg’ utility to break it up into frames.

Windows

ffmpeg is run from the DOS command line.
Example:

C:\

cd \tempdir

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

This will create a number of files 'fl-' 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:

ffmpeg i yourfile.avi s 30x50 ss 00:00:00 t 00:03:00 moviel% d.png
This will make a 3 minute capture starting at the beginning. The time is noted in hours:min:sec.

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

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

] 2] = Travis — bash — B0x24

Last logim: 5Sat Oct 31 BB:12:23 on tiysPB0

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


https://trac.ffmpeg.org/wiki/CompilationGuide/MacOSX
http://brew.sh/
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=

® 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;
libvo-aacenc is wsed by default.
To install with libfaac, you can:

brew reinstall fimpeg --with-Taac

You can also wuse the sxperimental FFmpeg encoder, libfdk-aac, or
libvo_sacenc to encode AAD audic:

fimpeg -i input.wav —cid a&c -strict experimental output.mda
Or:

brew reinstall fimpeg --with-fdk-asc

ffmpeg =i input.wav =c:a libfdk_sac 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 logim: Sat Oct 31 @8:11:48 on ttysdea

iMac-3:~ Traviss cd /Users/Travis/Documents/Christmasy Lights/Pl8/Anerican_Flag
iMac-3:American_Flag Travis$ ||

Enter the command to convert the file.

ffmpeg -1 “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.

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
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o Effect On f Effect Fire

o 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

Tip: The On and Ramp Up/Down effects also enables the intensity to be defined as a shortcut key.
Look at examples in the existing file which has a start intensity set to zero and and end intensity set to
100%.

Value Curves

The Value Curves functionality effectively changes the way an “effect” or setting works over time in a non
linear fashion , based on the type of Value Curve selected and other parameters off the curve. This is best
explained via an example.

. . . , | Effect Settings i
Consider the Bars effect. It has two attributes ‘Palette Rep’ and

‘Cycles’ that can be linearly adjusted using the sliders. They are 1]

currently set to 5 and 3 respectively. This means that the palette | = -

will repeat 5 times over the duration of the effect and the effect

will cycle through three times. Both will be applied evenly Paletiehiep y

||
|

. Cycles 3
across the duration. 4 U

Direction Alternate Left

Center Point - 0

[CHighlight &[]3D & [[|Gradient &

However , if you click on the Value Curve icon for either of these
attributes , you will be presented with options to change how

these repetitions are applied .

The Flat option is the same as the default linear option. The
level can be used to adjust the intensity.

The other sliders are labelled ‘N/A’ as they are not applicable to
the context and type of Value Curve thats is being used.

In other scenarios, Value Curves and for other effects, different
sliders are available.
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Click on the drop down link and a number of options are

—
Value Curve .’

presented.
15
Select the Ramp Value curve. As the image indicates, this will
cause the selected attribute (say Palette Reps), to increase (ramp 1
up) over time , starting from 20 % and ending at 80%. Note that = =
the Start level and End level sliders are now active. Dive ; =
Ramp
s /A Ramp Up/Down L
% MNfA Ramp Up/Down Hold 0
15 Saw Tooth
_____ 1 ; 0
_______ okt DA Parabolic Down
| mmammm T Parabolic Up
1 Logarithmic Up
Logarithmic Down E' |
Start Level %) 20 L Exponential Up B
Eri Lovel g P [ Exponential Down
N/A 0 Sine
N/A 0 Abs Sine
|| Wrap Values Square
Custom
|

Another type of Value Curve is the Saw Tooth variation. The = :

selected attribute to which this is being applied (palette reps) will

7 7
. . 15 \ \
increase and decrease twice (controlled by the Cycles selected) S , ./ A
y" b :’ N
from a start level to and End level. P = 4 .
f’ \\ ;f 1‘\
Il s ~
Saw Tooth v
Start Level U 0
End Level : U 100
Cycles g 2
N/A 0
[l wrap Values
Ok l l Cancel

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 are 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.
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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
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

Both layers will show, with layer 2 showing only where there is blank

Normal 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.

Effect 2 will show wherever effect one is not showing.
1is Mask If El=Fire, E2=Spirals, then the spirals would show on top of the fire, but
the fire would appear to be black.

9 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.

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

1is Unmask awesome power of this blending mode.

Make Bars El, Fire E2 and set both for 2 is Unmask. You'll see the

2is Unmask 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.

The the layer 2 effect will show in the shape of layer 1. Try E1=Circles,
Shadow 1 on 2 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

This what you would expect as layered. If E1 and E2 had yellow and blue

Average circles, they would turn a dull green where the circles overlap.

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

Bottom Top Effect 1 will appear on the bottom half of the model.

Left Right Effect 1 will appear on the left half of the model.
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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.

Layer Blending Samples

1 is Mask

Model Preview Model Preview
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1 i Unmask,

Model Preview

2 i Unmask

Model Preview

1 reveals 2

Model Preview

Z reveals 1
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Model Preview

Shadow 1 on 2

Shadow & on 1

Model Preview

Model Preview
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Left- Right
— —
E— —

Model Preview

Layer Blending - Morph

This is not to be confused with the Morph Effect. This is @ |ayer Blending

layering option that can be applied to any two effects.

Narmal

The morph option of layer blending will magically make effect 1 .
‘morph’ into effect 2 during the length of the timing cell that the In Transition | Qut Transition
effects are in. You will not see effect 2 at the beginning of the

Fade v‘Time(s] 0.00
timing cell, and you will not see effect 1 at the end of the timing L .
cell. Somewhere near the middle you will see the effect 1 ‘morph’ Adjustment s
into effect 2. Reverse
Layer Blending - Transitions
There are 10 layer blending transition choices. Using the  LayerBlending ]
transitions will help you bridge between effects providing a way Morph &
to smooth out abrupt changes between different effects. A |Ngrma|—v {J Tl
stylistic use would be between sections of a song such as the B vt Tiarsition |
chorus to verse or verse to verse. Keep in mind that the blending | -
is done within the boundary of the timing mark and does not ai——g T ) |00
transition between timing marks. Adjustment 50

Reverse

These transition choices are:

® Fade

® Wipe

® Clock

® From Middle

® Square Explode
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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.

® Slide Checks - This transition is a checkerboard type transition where the effect starts out with a
checkerboard type of mask on the model and then the black portions are filled in either left to right
depending on the reverse button selection. The size of the pattern is set via the Adjustment slider.

@ 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 “in” transition.

Layer Blending - Mix Slider

This slider adjusts the level of each effect in the combined output M

of the effects. You can use this to just put a hint (or more) of one I Morph a

|Effect1 v 0 8 3

effect on another.

In Transition | Out Transitionl

Adjustment 50

Reverse
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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 result is 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 17, then toggle Persistent on/off. You will see a
huge difference. Doing the same for a “Chase” effect also results

in a very different look.

The term came from high persistence scopes where each trace

just kept layering on top of previous traces.

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 the buffer
representation for the model or group. The list of values that are

options are available to change

selectable are dynamic depending on the type of model.

Render Style [ Defautt -

Transformation | None '|
i

Blur

Eender SHIEI Default
|| Transformation == 'IE:
Per Preview
Blur Single Line |
Horizontal Per Model i
[ Persistent  Vertical Per Model

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

pl Overlay - Scaled

B

b W

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.

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.
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Transformation

The transformation attributes can be used to rotate the effect |iyersetings: =

clockwise, counter clockwise (90 or 180 degrees) or to flip it I.RenderSt)d; | Default al

either horizontally or vertically. a8
B Rotate ” -- A
[]Persistent  Rofate CW30 =]

Rotate 180
Flip Vertical
Flip Horizental

Blur

This attribute will cause the effect to ‘blur’ ie the colors become I‘ Buffer IRo‘tD—Zogm.;
less distinct (hazy) and the edges of two colors will fade into each H Render Style | Default v‘

d
other i.e. will not have sharp edges. The level of haziness can be ! :
) . . . . Transformation ‘ MNone A d
increased from O onwards using the slider or adjusted using the l_—
Value Curve functionality by clicking on the Value Curve icon. | Bjur ) ﬁ k =
[ Persistent =)

Sub Buffer Selection

The Sub Buffer selection can be used to limit the area that an

effect is active. This basically redefines the size of the | Renderstyle | Default - a
model/group (on a per effect basis). This option is different than | 1.ansformation [None = a
masking, because the entire effect is rendered based on thisnew | 0 5 a
model size, whereas a mask covers up what you specify. -

’ p y p fy "] Persistent =}

So if you only want the effect to be on the top half of the model
or group, bring the bottom part of the dotted yellow line to the
middle of the black box. The ‘handles’ of the yellow grid are in
the corners. Double Clicking will reset the defaults to the full size.

As an example, drop the Fire effect on a Model Group covering

your ‘whole house’. Then adjust the yellow dotted lines of the box inwards and look at the effect it has on your
house preview. You can limit the effect to say the left side of your house, with another similar one of a
different color on the right side of the house applied on another layer.

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.
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Model definition

Coro Faces

Setup | Layout | Schedule | Sequencer | Xmas 2013 Playlist3-k

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

The first drop down box is used

to select the type of face
definition that is required.

Select ‘Single Node’ or ‘Node
Ranges’ for Coro faces or
‘Matrix’ if you are going to use

images for each face position.

Face Definition

=

View: [ My Display - r I ——

Model Groups Name: [SingleNode

Add

J |

Delete |

Element Narme Start Chan  End Che = [smg|E Modes
RightVertin-B384 1001 1150
RightVertn-B4 1076 1150 [[Force Custom Colors
RightVertOut-C2C3 2481 2630
RobTrees 65 76 Nodes
RobTrees - Blue 65 7 Face Qutline | Outline
RobTrees - White 65 76 | | Mouth - Al Top Lip,Bottom Lip
Santa 5060 ai1g £ Mouth-E | Top Lip,Middle Lip
Singing Face 78 25 _Mouth - etc | Oval Mouth
Singing Face - New 78 85 Mouth-FV  Middle Lip
Ciniminn Earad 5 a2 g Mouth-L | Top Lip,Middle Lip
L o | 4 ‘Mouth - MBP _ Middle Lip
Name Mouth-0 | O Mouth
£l Custom Mouth - rest | Top Lip
Model Data ~~Click To Edit-- Mouth-U | O Mouth
Backgreund Image (| Mouth - WQ | Oval Mouth
Start Channel 78 _Eyes Open | Fyes Open
Strand/Node Names | --Click To Edit-- Eyes: (used §) Eyes Closed
Faces ~Click To Edit—- =)
Uimming Curves --Chick To Edit--
In My Display

@ String Properties
T Appearance
@ Size/Location

Single Node (Coro faces)

For each phoneme, select the channels that will
be turned on. Multiple selections can be
selected, by holding down the CTRL key.

Click on the Model Data box to define the layout
of the face. This has been described in the

Custom Model section.

Click on the Strand/Node Names box and define

the Node Names for each channel.

Matrix
If a matrix is selected, then the following

window will be displayed.

[ -

R N S|

Strand Mames MNode Names
1 1 |Outline
2 Eyes Open
3 |Eyes Closed
4 |0 Mouth
| '3 |Toplip
| L] Owal Maouth
7 _ Middle Lip
~ 8 |Bottom Lip
OK ] [ Cancel ]
L
i iy s rig g o ek wawiauar stal
Face Definition — w - 1
[Matrix '] A
Name: | Snowman '] [ Add ] [ Delete ] k-
Image Placement: 1
_ Eyes Open _ Eyes Closed -
- Al ;D:\Users\ Documents\My xLights Sequences\20155equences\Singi | |
| Mouth-E  |D:\Users ° Documents'My xLights Sequences\20155equences\Singi
| Mouth - etc ' D:\Users', \Documentsh\ My xLights Sequences\20155equences\Singi
| Mouth-FV | D:\Users\ . ‘Documents\My xLights Sequences\20155equences\Singi
| Mouth-L ||
| Mouth - MEP_|
(I Moutis (V)
Mouth - rest '
| U
b
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Node Ranges

If ‘Node Ranges’ is selected, then the following window will

Face Definition — Lli_z-lJEt
be displayed. Type in the list of node numbers (pixel e S ——— [
numbers) for what should be turned for each movement. |/ e A1
Example: ("1-12,24-30"). If Force custom colors is selected, @] Force Custor Calors !
then a color to be turned on can be specified for each linein ||| Nodes [ Cobor !

Face Outline | 1-12 1
the definition by double clicking in the Color column to L s

Mouth - E
bring up the Color palette. | Mouth-etc

Mouth - FV

Mouth - L

Mouth - MBP
Click on Add and specify a name for the face definition Thowts -0
(‘Snowman’) Mouth - U

Mouth - WQ

| Eyes-Open 22 |
. . Eyes - Closed 33 (=] -

Then select the image placement i.e. Centered or Scaled. "
Then for each mouth position, double click in the eyes open
column (you may need to double click more than once) and
navigate to and select the face image corresponding to that

mouth position. You can specify different images for the

Eyes Closed position or by default, the same image is copied across.
Click Ok when done.
exact location. If you move the location of your images, it won't pick up the new location. Similarly

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

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, right click and select Edit Display Elements or click on the icon 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.
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1. Importing the entire set of Lyrics. Obtain the lyrics from the internet or elsewhere, copy them,

then Right click and select ‘Import Lyrics’.

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

distributed across the song.

& Note: It is also possible to import an entire timing track (that another person has exported) containing

the Lyrics, Words and phonemes via the Import Timing Tracks option. The file must be an .xtimings

file.

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 Veacees P—

Singing Face - New

pertain to the phrase (or phrases) that belong between

Eyes Open

the two timing marks. Press Ok to accept. G

0 Mouth

‘ime: 0:00.00

Outline

I S S R ‘.
—iH—+— i+ El—+—B—+—A—+—E—+—E+—H

Idon't care about Christras

ok | [ concel

Toplip
Oval Mouth
Middle Lip

Bottom Lip

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

Breakdown Phrases

You can break down all the phrases into words by right clicking on the timing track to the left of the Papagayo

icon and selecting the Breakdown Phrases option. This will breakdown all the phrases into words or you can

do this in sections i.e.

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

& Note: 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.

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.

View: 00 2000 200 2400

Time: 0:00.00

(O | don't car h the Christmas @
Chmee =i { Breokdown Phrase

Model Group All

Singing Face - New

——+-
—@——H——E——E——E——E

@ — | don’t care ahout Christnas
01—+ -+ + B HIERE

Model Group All

Singing Face - Mew

Outline
Eyes Open
Eyes Closed
0 Mouth
TopLip
Oval Mouth
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A list of phonemes will be generated for the word or

words phrase in a timing track, just below the word

E-+B-+HE-+H-E+HE-HEHEH
———@

timing track.
) don] jcare ] avout} Chistmas
—E——HEHAEHEHEAHEHEAHHAHEHE A

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

Tip: If the Timing track name (‘Lyricsl’) 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.

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.

Model Group Al

Eyes Open
Eyes Closed
O Mouth

activate the outline when the face effect is Toptin

Ovel Mouth

You can also select ‘Show Outline’ which will

Midle Lip.

present and ‘Turn On/Off Eyes’, if you wish. _swo  ESEEE——_ "

PLO Matrix Group. ® Timing Track  [Lyrics

Setting the eyes to Auto will cause the eyes to

Face Definition [SingleNode .

Eyes &

blink every few seconds when the rest phenome

Show outline

is on.

The timings should automatically appear against
each mouth movement.

Repeat the process for the next phrase or group

of phrases. -+ T
LB AL

Singing Face - New,
Outiine

Eyes Open

Eyes Closed
O Mouth
TopLip
Oval Mouth
Middie Lip
Battom Lip.

Phrases / Lyrics for Voice 2

Similarly, repeat for the next Voice by selecting another model (‘Singing Face 2’), and the next Timing Track
(‘Lyrics 2°). When you drop the Face effect on the sequence grid, select the second timing track (‘Lyrics 2’) as
the Timing Track on the Effects option and proceed as described for Voice.

Tip: If you wish to assign a group of phrases/words/ phonemes from one Voice/timing Track to
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another, then against the model of the second voice (‘Singing face 2’), for the selected group of phrases
(‘Chorus’), when you drop the Face effect, select the first timing track (‘Lyrics’) and the effects from that timing
track will be duplicated.

Checking for Unknown words in the dictionary

This step will help eliminate any words that xLights may

not have in its library.

As you breakdown words in xLights, occasionally you may B————————— 0
BE——mmmm—————+——————————— [

see that there is no phonetic breakdown of the word placed

in the timing track. As shown below.

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.

Before continuing create a text file containing all the
words that did not have an associated xLights phoneme
breakdown created for. I 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.comu.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. W e

Then click the 'Compile' button. - —

B you sotice say ervors  the outpr fuach a3 &

€ 3 [ wwewsprechcsemuedu

vords. Ly just waat 10 see hiow o word is pronoused. 1y hese.

ean seod reports 10 air e

ceniacution). please sepest it el we will lock sans i

€« 1 wwwspeechas.cmuaedu ol

Once the processing has completed another web page e - =t — — SRR

will appear similar to this: s
3
Yosa dctioney appears 1o bave been succemflly convimcted) You cam retreve your ressdt throwgh thas sk
Note. Thas biwal page contauns hudden text that provdes a durect bk to the output dictionary. Thas can be uved for sstomatic processng of ths page.

Click the work 'link'

Another web page similar to this will appear.

€ & € [ wwwspeschoscmuedu

Index of /tools/product/1411311357_03081

Name Lastmocified  Size Description

213652014 10
215201410
50141088 1

ulez

) Server a wowss gpeech cx o e Pot 39

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.

Before following the rest of this process, close the current sequence and exit xLights.


http://www.speech.cs.cmu.edu/tools/lextool.html
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If your user_dictionary is not open, open it now. Highlight and copy this list and paste it into your open
user_dictionary and save the newly modified file. There is a small bug in xLights at the time this document
was written which you need to compensate for. After pasting in the newly added words do a search and replace

with a ‘ ‘ (space) for any ‘tab’ characters in the user_dictionary.

This process will work for one to how ever many words that you have. But if you just want to quickly check

one word past the following link into your browser.

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

This is the online CMU Pronouncing Dictionary. Here
you will look up each word that Papagayo did not find in

its dictionaries. Let’s take the first word 'ooky'. There is a

B+—— [

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 do a right click ‘Breakdown Word’ for the missing

phonemes. The image now shows the results after adding the word ‘honkey’ to the user_dictionary file.

Importing Papagayo files
This section describes how you can import a Papagayo (.PGO) file into xLights as a timing track, so as to
integrate it with xLights functionality and accordingly be able to edit and adjust it.

On the sequencer tab , after creating a new musical sequence or opening an existing musical sequence, right
click on the Timing name and select Import Timing Track. Browse to the location of the Papagayo pgo file
and select the file.

View: 20,00 £, Choose Timing file(s) (=)
Master View - ! I R e e e <% | searhsing 2
T Organize *  New folder @
Time: 0:00.00 + Name
-« Favorites
BN Desktop 5- HCtree
£l Recent Places
= Mew Timing I B Libraries
Add Timing Track 4 Dacuments 3
& Music
Delete Timing Track i) Pictures
B videos
| Import Timing Track |
% Computer
Export Timing Track & 0510
a DATA (D3
s Local Disk (Q:) - - .
Import Lyrics —
File name: =
Breakdown Phrases Open | [ canca |



http://www.speech.cs.cmu.edu/cgi-bin/cmudict
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Specify the number of frames to offset the data
by. Due to a performance limitation in the

Papagayo software, a sequence often had to be
broken up into segments. In which case the Enter the number of frames to offset the papagaye data by

second segment had to be offset by the number

q
' 4 =
of frames of the first segment.

For the first segment being imported the offset
is zero. Click on OK Ok | l Cancel

The Phrases , words and phonemes are imported and a timing track with the three components is created for
each Voice contained in the PGO file. The phrases, words and phonemes can then be edited , moved and

adjusted similar to one that had been created within xLights.

rMew Timing

ek
— - HEEH -
B8 <ic g A ma VEP SIS B8 ERIE S CRR (S Jiiw HAS

The following image shows a snippet of what the file contains. The 4th line contains the total number of frames
and the 5th line has the number of Voices in the file, followed by the details for each voice.

lipsync version 1
Little Drummer Boy-Ray Conniff.wav
20
4104
1
Voice 1
Come they told me |pa rum palm palm palm|A new born King to see |pa rum palm palm palm|Qur finest ¢
35
Come they told me
219
294
4
Come 219 249 3
219 etc
230 AI
238 MBP
they 250 262 2
250 ete
256 E
told 263 284 4
283 etc
268 0
274 L
279 etc
me 285 294 2
285 MBP
290 E
pa rum palm palm palm
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Intentionally left blank.
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New Sequence
Musical Sequence
Animation Sequence

Open Sequence

Save Sequence
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Close Sequence

Select Show Folder

Back Up

Alternate Backup

Quit
Edit

Tools

Test

Convert

Generate Custom Model
Static Channel Example
Pixel Node Example

Package Problem Files

Export Models

Playlist
Add
Rename
Delete

Refresh

Custom Script

View

Zoom In

Zoom Out

Perspectives

Windows
Sequence Elements
Model Preview
House Preview
Effect Settings
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Color

Layer Blending
Layer Settings

Effect Dropper

Effect Assist

Perspectives

Audio

Speeds

Import

Import Effects

Importing a LOR Sequence

Importing an xLights Sequence

Settings
Sequence Settings
Info/Media
Metadata
Timings
New
Import
Data Layers
Import
Delete

Move Up/Move Down

Re-Import
Render on Save
Backup on Save
Backup on Launch
Alt Backup Location
Tool Icon Size
Grid Spacing
Grid Icon Background
Grid Node Values
Render Mode
Auto Save
Effect Assist Window
Open GL
Reset Toolbars

Chapter Five:
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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 i_:; | B h s
is currently open, select a show directory, backup xLights sequences
to another directory and quit the xLights application. These actions

can also be done using shortcut keys and via icons on the top bar of the canvas.

If you click on the File menu, at the Fie] Edit Tools Playlist View Audio Import Settings Help

bottom, last 4 show directories that have || Newseauence ctn
. . = Open Sequence CTRL-o0
been used will be displayed. =
Save Sequence CTRL-S
‘% Save Sequence As
If you select any of the items listed, your Chr S
show directory will be changed to the Ny | et o o
selected directory.
&? Backup F10
Alternate Backup F11
P Quit Alt-F4
D\ Users'y ‘Documents\ My xLights Sequences\20165equences\xLightsCrashTest
D\ Users', ‘Documents\My xLights Sequences\20165equences\RandomGenTest
D:\Users'y ‘Documents\ My xLights Sequences\20155equences
D\ Users' ADocumentsi My xlights Sequences\20165equences_SetupManual\Backup
New Sequence
To create a new sequence, either use the New Sequence [seauencesetings =TT 8 (o
icon, select New Sequence from the File menu or press Wizard | Info / Media | Mets Data | Timings | Data Layers|

Ctrl N. The following screen is displayed:

. -
- I
Masical .J',.:q"' l A |

\\ Note: if you do change your mind about

Sequence T T 4
W

creating a sequence, click on the Don’t Create

Sequence button. ADimation

s

i Don't Create Sequence ] [ Done
Musical Sequence .
If creating a music sequence, click on Musical Sequence.
A ‘Choose Audio File’ window will open, defaulting to
. ; - . .
your media directory. i X
B, Choose Audio file i i —
QQ [0 « MyxLights Seq... » 2016Sequences » =[] [ searcn es 2|
You can select ‘FPP Audio files’ or ‘xLights Audio files’ to Orgarize = New folder )
. . 2| Recent Places « N ’ Dat dified
filter which file types can then be selected.
5 Libraries . Backup 1/03/2016 8:20 AM
'3 - From_2015 i DI? -1“34' PM i
J’ e Images 7/01/2016 2:44 PM
FPP Audio files: = L | SingingFacelmages 10:02.:20164:35 ?M
E e & Sleigh Ride 12/05/2015 9:28 AM
* * * *
.mp3;*.0gg;*. m4p;*.mp4 f
18 Computer = ]
&os@

. . DATA (D3 "
XnghtS Audio files: ; l:i DVD RW Drive (E) 89541 + ¢ | m I V[
*mp3;*.0gg;*. m4dp;*. mp4;*.avi; E| st = !
* wma;*.au;*. wav;*. mda;* mid;*. mkv;* mov;*mpg; *.asf; Lot Aol !

* flv;*.mpeg.
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If in doubt, select FPP Audio files.

Warning: The most common supported files on the FFP are . mp38 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 your sequence. The most common one used is 20{ps (50ms).

Press Skip>> on the next screen.

If creating an xLights sequence, at this stage you can
select ‘Done’ and import timing marks later (either via
the Timings menu or by Right Clicking on the
Sequencer menu ). Alternatively, you can click on the
Timings tab now — this will lead to the Timings menu.

On the Timing menu, you can select one or more of a
number of timing bar options, which will generate
timing marks automatically (similar to those that can be

done via Audacity).

If you click on the Edit Metadata tab, this will lead to the
Sequence Settings dialog box.

o Settings.

— . o

Wizard |Info/ Media | Meta Data | Timings | Dats Layers|
3
;

This option delines e smallest division i he sequence.
i Higher FP'S OPUONS result in larger fie Sizes. If you're Not sure CNoose 201ps.

E

T L o e )

Sequence Settings -

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

Other Optional Tasks:

Edit Metadata
Import Timings

Done >>

Deon't Create Sequence ] ‘ Dene

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

Creating/adding timing marks
Dropping effects on the sequencer grid

OO0OO0OO0Oe

Playing the sequence

Adding models for this sequence to the sequencer view,

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.
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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 Ctrl 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 with a progress bar

indicating the render progress.

Candy Canes Group
Rob Trees Group a\
TuneTo Sign

off Singing Face2 - Matrix

= M

____________________________________<

| Update 5] \ ]

HiH —H

i

OutlineFull

-oneRendering WMidHor-B5hull |
= —_— = g

4 = I

\Usersh ] \Documents\My xLights Sequences\20165equences\Sleigh Ride.fseq

When the sequence has completed saving, a LI

F-iH
B+
SR

Rendering Progres:

= | H

message will be displayed on the last line —HH |

indicating the name of the fseq file and how long

Model Group All
HouseHorGroup

the save process took.

HouseVert Group
Archl
Arch2

If you click on the green progress bar , a window
opens and you can see the render progress of

each model / model group.

Arch3
Archd
Archs
Arché

‘ace2 - Matrix

‘rees Group @ [iaNml
le Group

Arches Group

Candy Canes Group

One line is displayed for each model or Model

group that is being rendered.

You can stretch and expand the window to see

11l

E I | CAUsers\User\Docur

all the models.

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.



Chapter Five: Menus E‘

Candy Canes Group 3

update(75) | [l Rob Trees Group

TuneTo Sign

off Singing Face2 - Matrix

QutlineFull

Jane Rendering MidHor-Bomull | — “J:\Usas\ \Doc My sLights Sequences\201 es!Sleigh Ride fseq
= o =

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.

** 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 l [ Cancel J

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 @DE“ Look Popin View udo boporl Setgs Hep

New Sequence Ctrl-n
regularly — as good practice. B Crensequence crLo

Save Sequence CTRL-5

. . @ sovesequence s
your show, but in particular your xml sequences, your Close Sequence

What should be backuped? Anything you require to run

media files and your user specific xLights configuration | seeshouroe E
files.

Alt-F4

umentsiMy xLights Sequences\2016SequencesilightsCrashTest
uments\My xLights Sequences\20165equencesiRandomGenTest
umentsihy xLights Sequences\20155equences

umentsiMy xLights Sequences\2016Sequences_SetupManualBackup
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The xLights configuration files are located in your show directory and are: xlights_keybindings.xml,
xlights_networks.xml and xlights_rgbeffects.xml

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

Alternatively, from the File menu, select Backup.
You will be presented will a message indicating where a backup will be created. Click Yes to proceed.

Every time this step is executed, a copy will be created of all the *xml’ files from your show directory into the

Backup subdirectory of your show directory. A new subfolder is created each time a backup is executed.

Alternate Backup

The Alternate Backup function enables you to Ei] Edt Toos Playist View Audio Import Settings Help

. . . Mew Sequence Ctrl-n
specify and use a different location to back your D

ﬁ: Open Sequence CTRL-o0
files up, other than the default location that the S s o
F10 backup functionality provides for. {3, save sequences

Close Sequence

Click on F11 or select this function from the File |  SelectShow folder B
menu. The first time you use this function, you g Bk F10
will be prompted for the location that you wish - %
uit It-
to baCk the ﬁleS to. NaVlgate to the reqUIred D:\Users \Documents\My xLights Sequences\20165equencesixlightsCrashTest
location and SeleCt the folder The prompts after D:\Users\ \DocumentsiMy xlights Sequences\20165equences\RandomGenTest
. . K D:\Users\s \DocumentsiMy xLights Sequences\20155equences
that are Slmllar to the Backup funCtlonS. Di\Users\ \DocumentsiMy xLights Sequences\20165equences_SetupManual\Backup
Subsequently, clicking on F11 will save the files to the specified location. |A|T Backup Location |
lool lcon Size ]
. . . . . Grid Spacing 4
You can change this location via the Settings, Alt Backup Location menu. :
Grid Icon Backgrounds ]
Grid Mode Values 4

& Note: The F11 function does not do an auto (in memory) backup of the current sequence if you have
one open. It will backup the open sequence xml contents from when it was last saved.

Tip: It is a good practice to also separately backup any
N\ e EE

files that you may have used as inputs to your sequences

such as LSP, LOR, Papagayo files that you imported,

‘ ‘ ‘ @} Allxm files under 20MB in your xlights directory will be backed up to
‘ ‘ ‘ &Y puvser. \Documents\My xlights
]

media files that may have amended with audacity, gif or jpegs

Sequences\20165equences\Backup\2016-04-07-141134", Proceed?
etc. You may also wish to backup any fseq files, though this can

be recreated by saving the sequence again.

W.IIIIIIIIIIIII

different) to an alternate location is the simplest way to ensure that you have the files required.

Backing up the show directory (and media directory if it is
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Quit

To quit xLights, select Quit from the File menu or press ALT F4.

[ ey e )
If you have a sequence open and the sequence data has not been . |

saved since the last change, you will be presented with warning. @ seavence changec it betes. Doyou iz o continas?

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 EI xLights BETA (Ver 2016.26) May 06
and Paste functions and apply them where where il Edi Tool
applicable. As an example, when on the sequencer grid, e _—£ e

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 Ctrl keys instead ie Ctrl C

and Ctrl V in this case. The functionality of each option is

self explanatory.
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Tools

The Tools menu contains the Test , Convert, Generate Custom Models and Package Problem Files functions.

Test

The test tab enables you to test anything from a single channel, all  Fjle  Edit | Tools [| Playlist  View Audi
channels for a model or all channels by sending different test | _"
patterns to your physical lights. i |_

Ensure that output is enabled by selecting the Output To Lights button. The Lights

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.

[ ~ o™ LB B MW NN wwW U
T —r=
[tosa ][ sme
— ETTr
Seiectchannel, = Functon Background  Highlight
Controllers (1-7361) o o Intensity Intensity
7] EL31 MULTICAST (1) [1:04] 1-64) DM-Cane ice, RobTres Singing Face - s 5
JINACTIVE .31 MULTICAST (2} (1-460] (55-554) Outline-ALA2 A3 ALAS et =
FTEL31 MULTICAST (71} [1-293] (555-847) Unused
[ TE131 MULTICAST (5} 1-456] (848-1303) Outine-B1,82,83,8485 Sheeld
7] EL31 MULTICAST (72} (1-512] (1304-1815) Gioig
€131 MULTICAST (73} [1-512] 01816-2327) Attemate
B FIEL31 MULTICAST (74) 11231 2328-2450) Tuinkle 5%
! ] EL31 MULTICAST (1) [1-365] (2451-2815) Outline-C1,C2.C3,Ch Tuinke10%
B I EL31 MULTICAST (75 11-512] (2816-327) Tuinkie25%
B €131 MULTICAST (76 [1-512] G328-3839) .
B 16131 MULTICAST (77 [1-512) G840-4351) — 0 25
- 1 EL31 MULTICAST (78) [1-512] 4352-4663)
e F1EL31 MULTICAST (79} [1-512] 4864-5375) Backaround Only
L3I MULTICAST (80} 1-512] 5376-5887)
FIEL31 MULTICAST (81 [1-113] 5888-6000)
b I EL31 MULTICAST (21} 1-450] (6001-6¢50) Arches
(7] EL31 MULTICAST (82)[1-512] (6451-6962)
6131 MULTICAST (83} 1-277) 6963-7239)
TEL31 MULTICAST (12)1-210] 1240-7449) ipes
[TJEL31 MULTICAST (84} [1-512] (7450-7961) =
[C]EL31 MULTICAST (85} 11-38] (7962-7999) o <
71EL.31 MULTICAST (13} [1-390] 8000-6389) StarLantern
]E1.31 MULTICAST (86) [1-512] (8390-8901) - Speed Y

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.

B - - G B
Once you have selected a set of channels, you can save ==
. . . . . Loaz E Standard | RGB | 3B Cyde
this individual set up as a test configuration for future L
repeat teStlng by Cllelng on the Save button and i\ﬁ&f?;‘rw‘ 4 4] 190 DW¥Care izl RocTieeSngirgFace i z::im =
. . ] NACTIVE 21 31 MULTICAST {2 1-460] G5-55] Ouzine-£1, A0, 13,4445 ;
specifying a name for that group of channels. You can |« seommemesmsauna o
@ 1631 MULTICAST 5] 1-45€; (346-1313) Out me-B1,B2 B3 B4 65 "
. . . . & e Aemae
load a previously saved test configuration by clickingon S ot

the Load button.

B MULTCAST @}
@ [JE3IMUTCAST Bl -

@ FlEamu

0 [JE2MUTEST B4

0 [JE.21 MULTCAST 3538 027500

CJEL31 MLLTICAST 13 -350) B10-£38) St ancem 4
. - = 1

[

Testing |




Chapter Five: Menus E‘

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 =& il o o
which will then display all the models under :d‘ -— ! Wﬂfﬁm
the group. This is quite useful to test a model EB;'::Z(;;"M - mﬁvw R;ﬂ?‘
. [[] Avches Grotp 1 =3
or group of models at a time. Bersrs EEE
7] Gerage Outine el
Different test functions are available for = ‘12911 M:m;
RGB, non RGB lights as well as the option to E}Z::Si:j :;;
execute different test cycles. You can also s sone || P
select and change background as well as oo .
[cicles Grouy
highlight colors and control the speed of the }T;‘;ja:pp
function using the controls provided. DG

[7INorth Pele Group
[1P10 Matix Group

n‘U

7 PipesGroup

[71Reb Trees Group =
7] Singing Faces Group < Speed {J

\\\ Note: Output from the test tab is, in most cases, always in RGB sequence. It actually turns on every 8rd

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 8 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 == — =
Load E ~] Output to lights.

definition’ of your model be [ ummes. | [ enselaRGa =co cros

Function

> [] Controllers (1-77361)
used instead, then select the -7 4l s vee
R-G-B-W option instead. B

[ Garsge Outline Mixed Col

_

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.
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Convert

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.

ile Edit’_!oquIEla].rlist View Audic Impo

Test

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:

LOR Music Sequences (*.lms)

Falcan Pi Player, *fseq

Falcon Pi I.J'IE; Er, *.fsé " LOR Animation Sequences (*.las)
xLights Sequence, *xseq Vixen Sequences (*.vix)
Lynx Conducter, *.seq Falcon Pi Player Sequences (*.fseq)
Vi, Vixen 21 *.vix sequence file Glediator Record File (*.gled)
Wir, Vieen 2.1 *vir routine file Lynx Conductor Sequences (".seq)

' LOR Sequence *.las or *.Ims HLS hisldata Sequences(*.hlsldata)
Glediator Record File *.gled
Lecb, LOR clipboard *.Icb
HLS *.hlsnc

| setup | Test | | Layout | Schedule | Papageyo | Sequencer | Xmas 2013 Plait1 |

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 imports, 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: =
Map LMS Channels with no network

Show Verbose Channel Map: F
Time Resolution
Start Conversion

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 Falcon Bi I.’IE; or * fSF_:

to where your input file (i.e. LSP MSQ file, LOR LMS file etc) is  xLights Sequence, *.xseq
located. Double click to select the file. Lynx Conductor, *.seq

_FalrcnP't yEr,

L ol 3
2. Select the output Format to convert to. Supported output formats V!}(,VI.KEH 21 it file
Wir, Viken 2.1 *aar routine file
are:

'LOR Sequence *.las or *.Ims
3. Specify whether all channels should be turned off at the end of  Glediator Record File *.gled

the sequence. (Tick if unsure) Leb, LOR clipboard *.Ich
HLS *.hlsnc
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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

Select the Show Verbose Channel Map. This option will display messages pertaining to the input

sequencer channel mapping for some inputs and is useful to identify missing or misaligned

channel information.

Select the options specific to LOR conversion.

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.

Click on Start Conversion.
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

Output Format:

Falcon Pi Player, " fseq

All channels off at end: [
LOR Import Options

Map Empty LMS Channels: [

Map LMS Channels with no network [V]

Show Verbose Channel Map: W

Time Resolution

Start Conversion

S0ms -

i

Conversion Messages:

Reading: D:\Users\
Reading LOR sequence
Track 1 length = 12722 centiseconds
LOR Network 0: 30 channels

Total channels = 32

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

WARNING: CT2 - Ahh is empty

INFO: xLights Channel: 16 = LOR Name: CT3 -
INFO: xLights Channel: 17 = LOR Name: CT3 -
INFO: xLights Channel: 18 = LOR Name: CT3 -
INFO: xLights Channel: 19 = LOR Name: CT3 -
INFO: xLights Channel: 20 = LOR Name: CT3 -
INFO: xLights Channel: 21 = LOR Name: CT3 -
INFO: xLights Channel: 22 = LOR Name: CT3 -
INFO: xLights Channel: 23 = LOR Name: CT3 -

WARNING: CT3 - Ahh is empty

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

and/or define additional LOR controllers as required.

Generate Custom Model

The Generate Custom Model function enables you to generate an xLights custom model using a picture or
video of the physical item. You must already have defined your model definition via the Layout tab with the

correct start channel , type of nodes and number of channels.

Select the Generate Custom Model option from the

Tools menu.

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

Ahh

Outline
Eyes Open
Eyes Closed
Upper Lip
Mid Lip
Bottom Lip
Oh

Ahh

Outline
Outline
Eyes Opeh
Eyes Closed
Upper Lip
Mid Lip
Bottom Lip
Oh

File Edit [Tools] Playlist View Audio
ExH|

There are three type of models for which custom models can be generated:

L.

A static model - such as a wireframe silhouette (reindeer or similar) where a row of lights can be
turned off or on. You can use the video process described here or even use a photograph of the

image.

Pixel based effects where each node is three channels.

I Generate Custom Model
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8. Single Channel such as Singing faces where several LED nodes turn on and off for a single

channel.

A\

Note: The video or photograph should be done with the model in front of a plain dark background
with the lights on. There should not be too much of bright light (otherwise the bulbs as they light up

cannot be clearly distinguished), neither should it be completed dark, else this will cause a scattered

flash effect.

Click on the Prepare tab to generate the lights
that you need to record a video for.

If the model is a pixel based model, select
Type-Nodes. If the model is a single channel,
select Type-Single Channels.

The Node/Channels counts refers to the number
of Pixel nodes (Type =Nodes) or Channels (Type
= channels). A face with 7 channels would have 7
specified as the Channel count. A star with 100

nodes - would have 100 specified as the count.

Static Channel example
Set Type = Nodes. The
corresponds to the start channel of the model

start channel

definition.

Leave the intensity bar setting in the position
that it has defaulted to.

Click on the Run Capture Program. The
following prompt will be displayed.

Prepare I Process |

Use this page to generate the lights that you need to video before you can proceed to the processing tab to create your custom medel,

Using a steady video camera to record a clear videa showing ll the lights running this test pattern.
The test pattern must start within the first 30 seconds of the video,
Model details:
Type
@ Nodes

Single Channels
Node/Channel Count 1
Start Channel 1

Intensity {

Run Capture Pattem |

. _ __ _

| Prepare | Process |

| Use this page to generate the lights that you need to video before you can proceed to the processing tsb to creste your custom model
Using a steadly video camera to record a clear video showing all the lights running this test pattern,
The test pattern must start within the first 30 seconds of the video
Model details:
Type
@, Nods

-Ow Please prepare to video the model . press ok when ready to star,
ok |

When your camera is ready, steady and in position, click on OK. The software will flash the lights twice, then

run through the model definition, lighting each bulb in turn. When complete the following message will be

displayed to stop the video recording. The recording has now been completed.

Upload/Copy the video from the camera onto
your PC directory.

Click on the Process tab. Select the Type of
lights and press Next.

EEE———————

e Process |

Model Type | Choose Media | Start Frame | Bulb Identify | Custom Mode! |

Type
@iNodes
Single Channels

Static Lights
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When prompted for the location of the video

file, browse to and select the video file that was

Fragam  Fow

recorded in the earlier Prepare step. Then click
on Next.

The red dots are the lights that have been found
and retained. The blue dots are the lights that
have been found , but have been discarded
because they are too close to a red dot. If the
dots are too close, then the model generated

becomes too big.

There are three areas in the image where the

lights have not been detected (the yellow boxes
have been added for illustration in the manual
only ). Increase the sensitivity (move slider to
the right). The window at the bottom of the
screen indicates how many nodes have been detected, the number of bulbs detected, how many nodes are

missing, which nodes have more than one bulb and the size of the model.

Click Next and the model that is generated is
displayed.

R e ]

N Note: Use the -> and ‘+’ keys to zoom
N y

out and zoom in to see the model.

Click on Save to name and save the custom

model.

Then use the Import Custom model function

on the Layout screen to import the model that

has just been created.

m (@) =
L)

Pixel Node example

Select Type = Nodes_and repeat the same process as described under the Static Lights example (Prepare).
Similarly, when your camera is ready, steady and in position, click on OK. The software will flash the lights
twice, then run through the model definition, lighting each bulb in turn. When complete a message will be
displayed to stop the video recording.
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Then using the Process screen, browse to and select
the video that has been generated and uploaded to

g P

your PC i g Chomna laks it s ol bty ot Mt
’ it P v el 4 e et s P e i
B e | £ bt Dttt Lt st s S, Pt A g {_]
Click on Next. [
The software will examine the first fifteen seconds woniw ™=~~~ """~~~

on the video to identify the start point (ie when the

Mol Typ oo Mk | Tt fums | Bl ety (s e

Tha i P P P

s b i i g T it By 1 s 6 s b, 8 o ba &
el bl i T At it s e Bl B

first of two flashes occurred and will then check that

b g o
e

it can determine the pathway of the lights). A ‘Looks
ok’ message will be displayed along with the start

position on the video (2.95 secs in the example) if

this is detected. If it does not work ( a ‘Looks wrong’

[ ot

message will be displayed) , or the start position
does does not look right , you can use the four frame
buttons to move the video back or forward.

Click on Next to proceed to the next step. You can  www s
adjust the controls if required. The blur can be used

Bl fype Chpes Db it fapmg sl sty st Moo

(increased) to remove any dead spots, the sensitivity h:,_:::t.:ﬂ:::.*h e
adjusted (right if some bulbs are not detected and I
left if too many are detected).

If the “Video is steady’ is selected, then the software

will attempt to filter out some of the background to

get a better image. Otherwise it will retain much of
the background and try and compensate of an
unsteady video camera , but this may generate

fan e

additional pixels.

If Manual update is selected, then moving the sliders won’t do anything unless the Update button in then
pressed. The Restore Default button is used to restore the sliders and options to the default option.

The image shows the pixels generated (red dots). ===

The two yellow boxes (that have been added in the

manual only) illustrates spurious pixels. hl.i‘::h::h:::mu =R
The window displays the number of nodes, how 5y .

many bulbs were detected, missing nodes and a list :" S y

of nodes where more than one bulb has been Ly (]

detected. You want the number of bulbs to match | s

the number of nodes or be as close to it as possible. T — == (ESS] .

Prden 11

s 71

L
sty Pt By

fes L
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Use the Trim bars (i.e. drag them towards the image)
to eliminate the pixels around the image. The
number of bulbs should decrease as this occurs.
Increasing the sensitivity can also be used to try and

filter out others nodes.

Click Next and the model that is generated is
displayed.

\

Click on Save to name and save the custom model.

Note: Use the ‘-’ and ‘+’ keys to zoom out and
zoom in to see the model.

Then use the Import Custom model function on
the Layout screen to import the model that has just
been created.

Package Problem Files

The

functionality to package the required xLights xml and

Package Problem Files option, provides
log files into a zip file which can then be provided for
analysis. It is similar in content to the zip file created

when a system crash occurs.

From the Tools menu, with the sequence that needs to

be investigated open, select the Package Problem Files

option.

The

‘xLightsProblem.zip’ and you will be prompted to save it

required files will be zipped into a file

in the show directory.

You can change either the zip file name and/or the
location before saving the file.

The zip file will contain the xLights network, rgbeffects,
the sequence xml (if open is open) and a log file.

The zip file can then be provided to the xLights team for
analysis.

Bl Ty O s St P s iy oo Ml
Fha i o o s b T b, s e st it 1hs sttty e e

i a1 By Tl Dl bkt e e

w 0
T §
M g P '
r— v
[Come ] [ommmon]
:A-lﬂ‘ll
R e
Rk Ned
B et Gt e 0
E‘ - . - e ; - ; - - -
- - L - -
[ ket e
File Edit | Tools | Playlist View Audic Impod
E_i E Test
T Convert

.|J':' A Generate Custorm Model

| Setup | Lz |Package Problem Flles |

E-I Zip file to create. + ‘ 8 . . » -_- &
g@nu My xLights Seq.. » 20165equences » - |4, M Search 2016Sequences bl \
/ = —
Organize = Mew folder £ o- @
[%] Documents “  Name s Date modified Type
Music
Jj b 1 016Inputs 8/05/2001612:32 PM  File fold
§ V!d . |/ Backup 9/05/2016 4:23PM  File fold
ideos .
+ From_; 7/02/2016 1:37 PM le fol
From_2015 7/02/20161:37 PM  File fold
N i | Images T/01/2016 2:44 PM  File fold
1 Computer 2
: l" OS?C) 3 1) P10Testing 5/05/2016 &:57 PM  File fold
= DATA 5 1 SingingFacelmages 10/02/2016 4:35 PM ~ File fold
= (01 1, wlightsProblem 6/05/2016 8:23 PM  Compre
58 ~ (\EMFILEO004C
ca Local Disk () - ¢ ] " | r
T ightsProblem) -
Save as type: [ztp file(*zip} v]




Chapter Five: Menus

Export Models

The Export Models functionality creates a csv file with e bt Blayist = View: Audio

the details of all your models. Click on the Export :t:i_ Ij Test

Models menu item. You will be prompted for a filename Conwvert

and location to create the file in. Specify the filename .|:| : Generate Custom Maodel

and click OK. Lz Package Log Flles

| House Prev Export Models |

A csv file will be created with a row for each model defined.

Import

A B & D E F G H I J K
. |Model Name .DisplayAs String Type String Count Mode Count Channel Count Start Channel Start Channel Ne My Display Controller Type Controller Description
! |Archl Arches GRB Nodes 1 25 75 6001 6001 Default E131 Arches1,2,3,4,5,6
\ Arch2 Arches GRB Nodas 1 25 75 6076 6076 Default E131 Arches1,2,3,4,5,6
- |Arch3 Arches GRB Nodes 1 25 75 6151 6151 Default E131 Arches1,2,3,4,5,6
i | Archa Arches GRB Nodes 1 25 75 6226 6226 Default E131 Arches 1,2,3,4,5,6
i |Archs Arches GRB Nodes 1 25 75 6301 6301 Default E131 Arches 1,2,3,4,5,6
" | ArchB Arches GRB Nodes 1 25 75 6376 6376 Default E131 Arches1,2,3,4,5,6
i |Candy Canes Candy Canes RGB Nodes 3 54 162 1 1Default  E131 DMX-Unused
| |CandyCanel SingleLine  Single Color White 1 1 1 50 50 Default  E131 DMX-Candy Cane, Icicles, B
0 |CandyCane2 SingleLine  Single Color White 1 1 1 51 51 Default  E131 DMX-Candy Cane, Icicles, R
1 |CandyCane3 Single Line  Single Color White 1 1 1 53 53 Default  E131 DMX-Candy Cane, Icicles, R
2 |CandyCaned SingleLine  Single Color White 1 1 1 54 54 Default  E131 DMX-Candy Cane, Icicles, R
3 _Driveway-Left Single Line  GRB Nodes 1 50 150 76700 76700 Default E131 Garage LT, H, Drive Left
4 | Driveway-Right Single Line  GRB Nodes 1 50 150 76850 76850 Default  E131 Drive Right
5 |Garage Tree 1 Tree RGB Nodes 3 36 108 75541 75541 Default  E131 Garage Trees 1-2, North Po
5 |Garage Tree 2 Tree RGB Nodes 3 36 108 75433 75433 Default  E131 Garage Trees 1-2, North Po
7|Garage Tree 3 Tree RGB Nodes 3 36 108 75325 75325 Default  EL31 Garage Trees 3-6

Modellist ® K]
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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.

Hle Edit Ioo\srﬁ\a list ||View Audio Import Settings Help

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

B0O& W“‘ MW Ak R A S @ 8, Available Files Playlist
I LD | r— l"l-i_ﬂﬁ"!!ﬂﬂllllllllﬁﬂlm Files: [Audic [Video []Lights 7] Movie Mode (9] [ stdery | [ payrem | [ ey |
Delete Sequencer| Xmas 013 Plali 1

Avail  Refresh Playlist =) Show Directory F. Delay (s)
Custom Scrpt Sleigh Ride fseq
Files: [ Audio s —— [ Movie Mode [ Set delay ] [ Playltem ] l Play All I Sleigh RideVMTest fseq
TestNorthPole fseq

=+ Show Directory Fi Delay (5)

Sleigh Ridefseq

Sleigh RideVMTest fseq

TestNorthPolefseq

Add

To create a new playlist, click on the Add button and provide name for the Playlist in the pop up window. A
split screen will be displayed. On the left, the Available Files from the Show Directory are displayed. On the
right, the Playlist and the items within are displayed.

Filtering on the options against the Files line, enables xLights sequences, video and audio files to be selected

from the Show Directory. Use the arrows provided to add / remove files (one or all files) from the Available

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

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.

Test  Convert | Layout Schedule Setup  Papagaye Sequencer | Xmas 2013 Playlist 1

Available Files
Files: Audic Video [ sLights

Show Directory

Playlist
MovieMode (] (] [ Setdelay | [ Playkem | [ piayar |
Filename Delay (s)

He's the Aussie Santafzeq o

it sChvistmas Time Again_testvideo fseq o

Arnount of delay after the selected itern has finished playing

Set Delay

Enter the nurmber of secands (0-3600) 1

ok | [ cance |
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Rename

To rename a Playlist, click on the Playlist tab that you  ipagaye | Sequencer | Xmas 2013 Playlist 1 |

wish to change, then click on the Playlist tab, then select Blaylist
Rename. You will be prompted for a new name. [ Movie Mode | sctdely || Plykem || Playar |
. Filename Delay (s) .
He'sthe A Rename Playlist M
It sChristn

LittleDrurnf | Enter a new name

quTegt,.f- mas 2013 Playlist 1|
Sleigh Rid
Sleigh Rid
Spinnersa [ OK ] ’ Cancel

Delete

To delete a Playlist, click on the Playlist tab that you wish to delete, then click on the Playlist tab , then select
Delete. You will be prompted to confirm the deletion. Click OK to delete or Cancel to return.

Refresh

This option is used to refresh the screen with a list of Available files. To be used if you have just added any

new Audio, Video or xLights sequence files to your show directory. Select Playlist and then Refresh.

Custom Script

If this option is elected for a playlist, the BASIC Pleyit
: . . . MavicMode || [ | Setdelay Phay ey Play All Remove Scrpt
language scripts used to run the playlist is displayed. E— = o
. . He's the Aurisia Senta.fu n Iﬂ';ﬂEM Crested: t:.-il-‘n 123043
You can then edit/ add custom scripts to perform e 2 Ry
IR A RS vy o
. . v : i
actions such as send out RDS data, play a video etc. ik . R e
i ; e
o Pt
TR Farea s ines
i
; 163 Chetavmacueno 20
You can also set Playback options for the gl

200REM -
208 REM * Play item Hestitem
202 REM -

Playlist as follows:

Playlist View Audic Import Settings Help

e et

;I,g Playback Options - ~ M ’;'_i@

t |
| [] Repeat

[] Play first item once at beginning (if repeating)

= @ [] Play last itern once at end (if repeating) Ere
[T Random Order
shog = Lights off after each song | e
| BAussie 5
[ OK ] [ Cancel | -

| P10Test.fsea



Chapter Five: Menus E

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.

Z.oom 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.

. . . File Edit Tools Playlist [V Audio  Import  Settings  Hel
Particularly for dual monitor setups, it lets you =~ =~ = = -;-E—‘— = 2R

)
. . . = F=1 ZoomIn
move and size the Preview and Color windows = [ D = @ E D PN B
- - oom iy - - ——
away, giving you a bigger program area. Goingto | L IMEEF NER N LR ]
View / Perspectives / Save Current will store your | Setup | Layout | Schedule | : :
Windows » Edit/Load

settings to the currently selected perspective. wo TS

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 simultaneous t Igiew Igudio Import  Settings Help

ZoomIn |« »I ':' £

display of different views in xLights. When xLights first

loads, a default set of windows are displayed. Which = Zoom Out . - -
windows are open can be controlled via the Windows I, ) - 'I#.EMHHHI
. . . c s | Ferperine i | Cnmnmens | Moaae 2012 0|
menu by selecting View, Windows and then clicking on ' : 2
] ) ) ) i Windows i Display Elements ;
the required window to open it. The window is dropped e - Model Preview i
by default on the left side of the screen, however each :
House Preview
window can be moved and docked to alternate locations .
Effect Settings
on the same screen or moved to an alternate display Colors
screen if connected to your PC/ MAC. L : o
ayer Blending

Layer Settings

: Effect Dropper
| Effect Assist
Model GrjI
5inging F Perspectives
= || SingingF Dock All
| s z
_ Top Recte Reset to Defaults
ENNTE | nin h it - v
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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. It can also be

opened/closed by clicking on the icon on the toolbar.

a

House Preview

The House Preview window displays the effects of your
entire display where the model or model group has been
assigned to the currently selected Preview window. Refer
to explanations of multiple Preview windows in the
Layout section. It can also be opened/closed by clicking
on the icon on the toolbar

&

Effect Settings

Sequence Elements

View
@ Master View

Second View

Tirnings / Models:
Timing/Model

| AddViews |

| Delete View |

| Add |

@ €8 Imported Timing 3
@ €1 He'sthe Aussie Sant... 1 Delete B
@ QE He's the Aussie 5ant...
&> a Singing Face Position:
@ @b Singing Face? |TeUp|
@ @ MTREE —
@ P P10 Matrix |W|

| showan | [ Hidean |

1ouse Preview

The Effect Settings window displays the current or last
effect that is being worked with. If an effect on the grid
is selected or a new effect dragged to the grid, then
this window gets updated with the ‘current’ effect. |

Use the window to modify the attributes of the effect
as required. The results of the change are displayed in
the model window when selected and in the House
Preview window when the sequence is played. .

The Value Curves functionality in this window has

been covered under a separate topic entitled Value

Curves.

Effect Settings E
| Update(Fs) | IX

|Butterf|y '|
Colorisainbow vl =]

Style [ 1 a8

Bkgrd Chunks | ﬁ 1 |a
Bkgrd Skip | é] 2 &
Speed |j ﬁ 10 =)
Direction |Normal | 2!
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\ Tip: It is possible to select a group of the same effects and change the settings of all of them all at once.

. For example you wish to increase 5 instances of the Circle effect to have the Number of Circles = 10.
Select multiple instances of the effect by holding down control when you click on them.

Change the Number of Circles setting to 10 , then click on the Update (F5) button in the Effect ‘&

Settings window. The window can also be opened/closed by clicking on the icon in the toolbar.

Color
The Effect Colors window enables the user to

change the colors of the current effect that is

being worked with. If an effect on the grid is -
selected or a new effect dragged to the grid,

[«

[
=)

[l
=)

0
-
=

then this window uses the ‘current’ color. Sparkles U i

o

Use the window to modify the colors of the P Sk et _
ct
effect as required. The results of the change are Sslagiakasn s
displayed in the model window when selected Brightness U ﬂ 100
0

and in the House Preview window when the | Caontrast U

b b

sequence is played.

The Value Curves functionality in this window

has been covered under a separate topic

entitled Value Curves

Tip: It is possible to select a group of the same effect type and change the color of all of them all at
once. For example 5, spiral effects that are all on different models and need to be changed to the same
color. Select multiple effects by holding down control when you click on them. Change the color

palette then hit the Update button beside the colors. The window can also be opened/closed by clicking on the

icon in the toolbar.

o
i

By clicking on one of the colors, the color box will - Calar

appear allowing you to choose or create any color you

. . Basic colors:
desire. To create a custom color, click on the Define

&

Custom Colors >> button.

HERENT
HEEN ]
EEENTT

117 HWHEAEREAEE

Custom colors:

=]

171 TEEEEE
77 EEEEER
17 EEEER [y

171
177 AEEET

171
] |

Define Custom Colors ==

,_,
—

——

ok || Cancel |
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Layer Blending

A
-

The first option of Morph is used with two or more

layers. If selected, effect #1 will morph/blend/fade into

[] Morph =)

Effect #2 midway through the timing interval in which

the effects are placed. INr:rrmaI e | lj 0 d

In Transition | Qut Transiticn |

The drop down list has 12 different blending options.

| Fade - | Time (s 0.00
Adjustment |j 50
[] Reverse

Layer Settings
The Layer Settings menu has two tabs .

The first tab (Buffer) defines how the effect will be adjusted during the render process in the buffer for the
Model or Model Group.

Layer Settings

Buffer | Roto-Zoom |

Rotation |_J ﬁ 0

Rotations |:| ﬁ 0.0
Pivot Point X 0 ﬁ 50

Pivot Point ¥ 0 ]
Zoom |_‘J ﬁ 1

Zoom Quality |~J 1

Render Style |Defau|t

Transformation | Mone

Blur |_,|

[] Persistent

o b b

The second tab (Roto-Zoom) is used to apply the Roto-Zoom functionality to the model effect.
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Effect Dropper

The Effects Dropper window displays all the supported effects and ~ Ffe=t=

enables you to select a required effect and drag it to the sequence | m
grid.

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

HLNER TROENNEOS | EHRES M dRECCRSEIEERENEmN

Effect Assist

The Effect Assist Window is an additional window that helps you
determine how an effects is being drawn via a panel view.

For example, if you open this window against a morph effect, the
windows will display a grid corresponding to the x,y coordinates. If you
then grab a slider for the morph effect and move it, the Effect Assist
window shows exactly where the coordinate is being moved to, making it

easier to determine what is being done to the effect.

You can also grab a corner of the image in the Effect Assist window and

move it and have the slider values update in real time.

If you want single line morphs instead of area morphs then it's easier to

just click with the left mouse button to establish the start points and click

Efect st

with the right mouse button to establish the endpoints. For areas you can either click and drag with either

button or drag the handles.
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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.

You can specify a name for each Perspective (Single
Window Perspective, Dual Monitor Perspective etc). In
order to do so, with the windows arranged as required,
Click on Save as New. You will be prompted to specify

aname. Click on Save to save it.

View | Audic Import Settings Help

InCath

e g

ZoomIn

Zoom Out

| Perspectives

Windows

| 3 Save Current
3 Save As New
[ Edit/Load

1 Default Perspective

l'est Ferspective
E Single Window Perspective
[P

The solid circle to the left of the Perspective name indicates which Perspective you are using. To overwrite it,

click on Save Current. You will be prompted to confirm that you wish to override the current perspective.

Click on Save to save the Perspective.

Select a saved perspective and double click to load the required windows.

To load and use a different perspective or change/remove one, click on
Edit/Load. Select the perspective and use the ‘-’ button to delete it or

Click on Rename to Rename it.

Double Click to load and use the perspective. You can also do this by
selecting the perspective directly by clicking on its name in the previous
window. To revert to the default perspective, click on Default Perspective

in the previous window.

Perspectives (2]
[+ (2] [Reme ) [5oe

Default Perspective
Test Perspective

Dbl-Clk to load
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Audio

Speeds

This function enables you to to play the audio during sequencing [-5 d_f':;] Import  Settings Help
at normal speeds or at slower speeds. i ©  Play Full Speed
Play 3/4 Speed
Play 1/2 Speed

Play 1/4 Speed
oo

Click in the waveform and then select one of the speed options.
Click Play. The audio will then be played at the selected speed

and the vertical visual indicator will move along at the speed

being played. To return to normal speed, select Play Full Speed.
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Import

File Edit Tools Playlist View &udinl

T D E'__.f' @ @ & E IImpul:mrtEf'fects

Import Effects

This option enables you to import sequences from other sequencers. However, in many cases it generates a

large number of effects. In most cases, importing of RGB effects as Data Layers will suffice. There could be

some cases (A/C channel data or LOR singing face sequences) where it is desirable to import using the Import

Effects function.

The following example describes how to use this function to import an Arch effect from an LSP .msq

sequence.

1.

First ensure that you have created or opened an
existing sequence that has the models added to the
sequencer that you wish to import to.

Then click on ‘Import Effects’ from the Import tab
and select the LSP sequence (the same process can
be used for other supported sequence types from
the drop down list). After a short while (while the
sequence data is being parsed) the following screen
will be displayed.

Click on the drop down arrow and you will be
presented with a list of models that you have
defined on the sequencer. Select a model and Click
on the ‘Add Model for Import’ and press Enter. The
following screen will be displayed.

Tip: Multiple models can be selected i.e. you
can select another Model (‘Arch 2’) and Click on

the ‘Add Model for Import’ again.

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

Tumer 000

Map Chermels

Arzal
Arzal
Azl
Arzal

| At
Arzal
Al

|3t
Al
Arzal
Azl
Aroal
Arzal
| Arzal
| Al
Arzal
| Arzal
Arzal

* 1= [ Ade odsl Forlmpart

Map Ly S2andiCCR

@ | [inriwapey | snebipueg |

Sand L
Send L
Stand L
Send L
Stand L
Stend L
Stand L
Stend L
St-and L
Stend L
Sand L
Stand L
Stand L
Stend L
Sand L
Send L
Sand L

v| | addWcdel Ferimport

Map by Sirand/ZCF,

|| concel

| Lo03 Mepping

Channel Color

Seveapping |

individual nodes will disappear and only the first two rows (i.e. model name and Strand name

)will be displayed.

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.
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Candy Cane 1
Candy Care 1
Canddy Cane 3
Candy Care 4
Ferce Arch 1

Fence Arch 2

Ferice Arch 3

Fence Archd

Fence Arch 5

Fench Arch 6

Garage Gutter-Al

H Gutter Left Top-A8
H Gutter Faght Top-C1
H Hor Left-B5

H Hor Wid Right-Cd
HEight-£5

H Vestscal Left Bottom- A2

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 reused by clicking on the
‘Load Mapping’ button the next time.

8. Click on ‘OK’ when ready.

. 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
within chapter 6, 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

Step1

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).
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Copy the music file to the new folder. (If the music has been edited and you own the original music it is ok for
you to have a copy of the edited file).

Open the sequence, click on Render All or Save and then play it. You should be able to see how the lights flow

in the layout window. Study the sequence and determine which models you wish to copy to your own models.

Tip: Print out the model names from the shared sequence as you will need to know those when you
import.

Look for the correct quantity of elements in the donor sequence that will match your elements. For example If
you have 4 windows but the donor sequence has 8, pick the 4 windows that you want to copy.

Make a note of the names of each donor model you want to copy to a model of your own layout. Watch the
sequence several times.

Step 2
Copy just the xml file of the donor sequence to your own show directory.

Make sure you have the appropriate music file in your own media show directory. Close the sequence you
were watching, go to the setup tab and change the show and media directories back to your own directories.
If importing into a new sequence, then

® 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.

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

40.00 50.00 1-00.00 H 1:10.00
| |

Archl
x® L Insert Layer Below
Arch3
Archd

Arch5

Insert Layer Above

Play Model
Export Model

m

Arché Toggle Nodes
Promote Node Effects

Edit Display Elements
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Settings

Sequence Settings

Select the Sequence Settings option from the Settings menu.
This screen can also be accessed by clicking on the button of

the toolbar. The Sequence Settings screen has four tabs.

Info/Media

Settings || Help

[Sequence Settings |

. 33

The Info/Media tab displays information about the sequence including the xLights release that was used to

create the sequence, the number of models saved, the Sequence Type (i.e. Media or animated), if media has

been specified then the name and location of the media file. The sequence duration, the sequence timing and

whether the media tags should be overwritten.

The sequence type, media file name or location,
the sequence duration and whether media tags
can be overwritten can be changed from this tab

after the sequence has been created.

If you have reduced the length of the media file
after starting on the sequence, and want the

sequence 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).

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

functionality in xLights.

information does not drive any

xLights will parse and retrieve the information
from the media file. It won't update any
information entered on the media/info screen
unless the Overwrite Media Tags setting on the

Media/Info screen is ticked.

After updating any data Click on Done to Update.

Sequence Settings T A ||

Infa / Media | Meta Data I Timings I Data Layers|

Filename: D:\Users\d228081\DocumentsiMy xLights Sequences\20155equences\P10Testxml

HML Version: 4.1.13

Sequence Type:

D:\Users\d228081\ Documents\My xLights Sequences\20155equences\Sleigh Ride.mp3

# Models: 4

Media:

Sequence Duration: 182,230 [T] Overwrite Media Tags

Sequence Timing: |50 ms

_ _
Sequence Settings IR PO — (o]

Info / Media| Meta Data | Timings | Data Layersl

Author:
Ernail:

Website:
Song:  AllTWant For Christmas Is You

Artist:  Mariah Carey
Alburm:

Music URL:

Comment:




Chapter Five:

Menus

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
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.

Q

Note: This component uses the VAMP plugins to
generate the timing marks.

Selecting one of the options then presents a window where you

can either select the defaults or change the timing name or any

of the plug-in settings.

Click Ok and the audio track will be analysed and a timing track |
will be created. You can then click New again to select another

timing track (‘Beats’) to be created

Click Done when complete.

Sequence Sevings IR ot
| Wizard [ Info / Media | Meta Data | Timings| Data Layers|
Timing Grids ‘ ‘
|

| |

| [ Don't Create Sequence ] I Done (l
Sequence Settings - . v |
| Wizard | Info / Media I Meta Data| Timings | Data Laye!s|
Map Channels ﬂ
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

Ear and Beat Tracker: Beats

Key Detector: Key

Key Detector: Key Mode

Key Detector: Tonic Pitch

Mote Onset Detector: Mote Onsets

Mote Onset Detector: Smoothed Detection Function
Polyphonic Transcription

Segmenter Equence Done
Tempo and Beat Tracker: Beats
= Tempo and Beat Tracker: Termpo —
Z Tonal Chanae: Tonal Chanae Detection Function 512
Sequence Settings T TR T - L=
Wizard | Info / Media | Meta Data | Timings | Data Layers
Timing Grids
Bars i
Beats
| ]
| ]
W
| :
i
| ]
| [ Deon'tCreste sequence | [ pone ||
Sequence Settings - » - ||
Wizard | Info / Media | Meta Data | Timings | Data Layers|
( (o)
Timing Name: [ars] o
Bar and Beat Tracker
Estimate bar and beat locations
Plugin Settings
Becke per Bt U 10
40
[ Don't Create Sequence | [ Done
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Import
The Import button enables you to import A oo<!mefed
. 3 @\Jvl « My Documents » My xlights Sequences » - 0,' Search My xlights
timing marks created externally for example ey
Organize » ew folder
using Audacity or where you have created a = p— = R ot =
timing track manually or wish to import one E 20155equences
. " AT Want For Christmas Is You Inputs =
from another sequencer in a supported format. o Amozing Grace Inputs d
- Backup
. = Blue Christmas Inputs
You will be presented with a window to navigate
to and select a file containing the timing marks
to import to the timing grid. This can be a text -
file (.txt), a LOR Ims file or a LOR LAS file. E —
File pame: v |Text files (7o) -
Tet files (.t I
LOR (*Ims) |
1OR ™ a<h 1
TIIE @ P U cga i g W gl = Select the required file, click OK to import the
S5 /)= PR memAEEEee | ¢ timing grid marks. If you select a LOR LMS or
3 Cheosz Tming Grid to use “ortiming import: —| LAS file and it has tlmlng marks in it, you will
Unnamedl be prompted to select the timing grid from
L 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.

EEEEE

iparkles

Dene

Inghtness,

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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\

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’ etc) 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.

The normal (and default) option is for the
xLights ‘layer’ to be on the top and the imported
When

rendered, the data is rendered from the lowest

sequence data represented below it.

layer upwards, so the xLights effects will be
rendered last. (Refer to discussion under Move
Up/Move Down).

On the Main Menu, click on the ‘Render All’
button, after which the sequence can be played.

B i ——— )

| Info / Media | Meta Data | Timings |

=) Layers to Render
- Mutcracker

|

I Import Delete Mave Up Move Down
1 Re-Import

|

4 oo e gt s e - s

QQ-".’-»?T;@-(--:ML Y @ 0T0F

ollig

e pimE |

T S .-

i
i
§

i

't

EEEEE
EEEER
S |

E
1

I > h

 [ofo £ et | Meta Dta [ Timings | Dot Leyers |
| & Layers to Render
| () Muteracker
= Feliz Navidad_3.5eq
| Souree: DAUs: D
Data: <waiting for file conversions

My xlights 5 Feliz Navidad InputsiF

Mavidac

Mumber of Channels: <waiting for file conversion>

| Channel Offset: 0
I [t i -
E Canverzsion Options
| Impart Dielete Move Up L |
| Re-Import e Turm off all channels at the end?
Il
I ] _—
fr—c 31 MULTICAST 75 — —

e —

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

& Nutcracker

= Feliz Navidad_3.zeq
Source: Dx\Users\d228081\Documents\My xLights Sequences\Feliz Navidad Inputs\Feliz Navidac
Data: D:\Users\d228081\Decuments\My xLights Sequences\20155equences\Feliz Navidad_3.iseq
Number of Channels: 16384
Channel Offset: 0

‘ i [

Move Up Move Down
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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.

Render On Save

The default setting is to render all the effects of all the models and groups Help

when saving the xml. If this setting is unticked (i.e. to turn off), then it will Sequence Settings

only save the sequence xml when you click Save/Save As, resulting in a ¥ | | Render On Save

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 what you are previewing is fully up to date.

Backup On Save

With this setting activated, xLights will perform an xml backup (similar to |_591"Ein95 | Help
a user pressing F10 to manually backup) each time the sequence is saved - | Seqguence Settings
when the user clicks on Save or Save As. ¥ Render On Save
S |Backup On Save
)—v' ackup On Launch

Alt Rarlkun | mratinn

The existing files, including the saved sequence xml, will be backed up to
the Backup folder in your show directory prior to the render executing
and fseq file being created.
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Backup On Launch

With this setting activated, xLights will perform an xml backup (similar to a user pressing F10 to manually
backup) each time xLights is launched. The existing files will be backed up to the Backup folder in your show
directory, prior to the application launching and updating any xLights files when it is launched. The Backup

sub directory created will have a suffix of °_OnStart’ added to the folder name.

Settings | Help 1library »  Sharewith~  Burn  New folde

-~

Sequence Settings b
v Render On Save
v Backup On Save I 2016-02-25-192112
v

Backup On Launch I 2016-07-03-173725
I |2016-07-04-192832 On5tart

ATt Backup Cocation

Tool Icon Size k

Crid Crumrminmm b

Alt Backup Location

The Alt Backup functionality (pressing F11 instead of F10) creates a backup folder in a location of your choice
that you specify the first time you use the function. If you wish to change the location , then you can do so via

this option.

Click on it and a window is presented to select an alternate location. Navigate to the location and select the
folder. Click on Okay. This location will henceforth be used for the Alternate backup function

S'E'tﬁ:l ngs I H E-I 8] I, Select alternate backup directory ﬂ
S equence S e tt nas O@d‘ |« My xLights Sequences » 20165equences » v‘*, H Search 2016Sequences P\
J Render On Save Organize ™ New folder =- @
J BECk_Up On Save # Yightsdocs team *  Name G S — i
J BE Ck_u p Oﬂ La u I"ICh ‘w‘ ik Alt Backup Z% 06/2016 7:43 PM ; e folde|
= o | Backup 25/02/20167:21 PM  File folde
Alt Backup Location ;M _ J. mages 7022016 209PM  Fiefolde
4 Music =
lool lcon Size L &, Pictures
Grid Spacing » 8 videos
Grid Icon Backgrounds L W Homegrap
Grid Mode Values b
- % I Computer
Render Mode & loalDik(© |
Effect Assist Window L
open G L » @4 Network x| 1Il | }
Folder:
Auto Save * P
Reset Toolbars
e e
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Tool Icon Size

This function enables you to change the size of the tool icons
that are used to represent the effects on the effects ribbon.

Four options are available:

Grid Spacing

This function enables you to change the size (i.e. width of each
band) of the sequencer grid.

Five options are available:
Extra Small
Small
Medium
Large
Extra Large

Grid Icon Backgrounds

When an effect such as the Morph effect is placed between
timing marks (as an example over several seconds long), a
representation of the color changes over time for that effect.

If you select Off, then the effect on the sequencer grid will only

show the generic effect icon and not the colors. Not all effects
have this difference.

Grid Node Values

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

off
recommended where

Turing it improves rendering performance and is

effects are only being dropped at the
model level. The value can be turned back on as required.

Sequence Settings
Render On Save
Backup On Save

Al 1
LSS

Backup On Launch

E

©

Alt Backup Location
rd Spacing

Grid Icon Backgrounds

Grid Node Values

Render Mode

Effect Assist Window

OpenGL

Auto Save

rrr oy vy oy ov v

Reset Toolbars

D101

s T ARE
5 -0 e N
1:00.00 1:2(

Small ALT-1

Medium ALT-2

Large ALT-3

Extra Large ALT-4

| Settings Iﬂelp

: Sequence Settings F" s - g ﬁ =
" ¥ Render On Save F. IEEEREEmT
= v Backup On Save
y v Backup On Launch
Alt Backup Location FU | 1:Uul‘uu | 1:20I.uu
Tool Icon Size [ | -
»| @ Extrasmall  CTRL-1
Grid Icon Backgrounds {2 Small CTRL-2 ]
Grid Node Values K Medium CTRL-3
B Render Mode 4 Large CTRL-4 L!
l= Effect Assist Window r Extra Large CTRL-5
€ OpenGL L IR

Auto Save LS

Reset Toolbars

=N §

:I Settings I Help

Sequence Settings
Render On Save
Backup On Save

i I
b RYRY

Backup On Launch
Alt Backup Location
Tool Icon Size

Grid Spacing

IGrid Icon Backgrounds I
Grid Node Values
Render Mode
Effect Assist Window
OpenGL
Auto Save

I+ -

Reset Toolbars

101

e =a
E-izEmEmE

[ et

Seguence Settings
Render On Save
Backup On Save
Backup On Launch

Aldt Backup Location
Tool Icon Size

Grid Spacing

Grid Icon Backgrounds
IGrid MNode Values I
Render Mode

Effect Assist Window
OpenGL

Auto Save

ey —

Reset Toolbars

s

Y ¥TYTY v vy
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Render Mode

If the Render Mode is set to Erase (which is the default value),
then the fseq file is erased before every render. If set to Canvas
Mode, then the data in the fseq is not cleared before a render,

rendering is done over the old data.

\\ 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.

Auto Save

[Setings] Help

e —

v
v
V

2

Sequence Settings
Render On Save
Backup On Save
Backup On Launch

Alt Backup Location
Tool Icon Size

Grid Spacing

Grid Icon Backgrounds
Grid Node Values

Render Mode

Effect Assist Window
OpenGL

Auto Save

Reset Toolbars

v Erase Mode |

Canvas Mode

The Auto Save functionality creates a copy of your working sequence xml, in your show directory. By default,

the open sequence will be saved every 3 minutes and will create or override a file ‘XXXxml.xbkp’ where ‘XXX’

is the name of your sequence. You can use this menu to change the timeframe this occurs at or to disable it.

The “*xml.xbkp’ files will also be included when you press F10 to back up your xml files from the show

directory. It won’t be included if F11 is used to back files up to an alternate location.

Sequence Settings

|§ettings ’-_Ielp N

| ¥ Render On Save e —r- —_ | AltBackup
| v Backup On Save E— © | Backup
Alt Backup Location Images
Tool Icon Size ’ = House-6
Grid Spacing 4 i i
: Sleigh Ride.fseq
Grid Icon Backgrounds 4 . \ !
Grid Node Values » £/ Sleigh Ride
Render Made b ‘s Sleigh Ride
Effect Assist Window ¢ |Sleigh Ridexml.xbkp I
; OpenGL . . £ xlights_keybindings
| dic | Bt | xights networks
Reset Toolbars @ 3 Minutes

10 Minutes
15 Minutes
30 Minutes

.

£ xlights_rgbeffects
- xlights_schedule
xLightsProblem
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Effect Assist Window

Always On will display the window in all cases,
Always Off won’t display the window and Toggle
Mode will display the window if the effect
supports it, else won't display the window if the
effect does not have this capability.

Click on an effect in the sequencer grid and

expand the Effect Assist window.

If Always on is selected and the effect is not
supported by this window , then you will see a

red X in the window.

OpenGL

The OpenGL setting is used to define what
version of the OpenGL API is being used for
certain components of xLight rendering of 2D
and 3D graphics.

This option does not have to be used unless you
see issues with the waveform or icons not being
displayed or the sequencer is jerky. In which case,
starting with 8.x and working downwards , select
an option and restart xLights and check the
results. Advise the xLights team, as it could be
that your video card drivers on your computer

need updating.

—..

Sequence Settings
v Render On Save
Tool Icon Size
Grid Spacing
Grid Icon Backgrounds
Grid Mode Values
Render Mode
| Effect Assist Window |
OpenGL
Reset Toolbars

i.é‘“ﬁ. fy 4
IsHEsEaEE

40,00 1
I | I

P e e e
At

Always On
Always Off
Toggle Mode

rbmﬁ1Asﬁ§s-----m§1

| Settings | Help

Seguence Settings

¥ Render On Save

v Backup On Save

v | Backup On Launch
Alt Backup Location
Tool Icon Size

= ]

Grid Spacing

Grid Node Values
I Render Mode
I Effect Assist Window

|OpenGL |
Auto Save

o Reset Toolbars

Grid Icon Backgrounds

A RE
B-laaEn=an

© Auto Detect
3.
2x
1x
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Reset Toolbars

The Reset Toolbar option, when selected will reset the Toolbars to
the default locations the next time xLights is started. A restart of
xLights is required for it to take effect.

This option should be used if you find that you are missing an icon
from the toolbar. This can occur when a new icons is added to the
toolbar, as the toolbar icon positions are stored in your
xLights_rgbeffects file.

You can also shift the toolbar icons to reveal any new missing icons.

[ Settings | Help

LKA

[ |

Seguence Settings
Render On Save
Backup On Save
Backup On Launch
Alt Backup Location
Tool Icon Size
Grid Spacing
Grid Icon Backgrounds
Grid Mode Values
Render Mode
Effect Assist Window
OpenGL
Auto Save
IRese‘t Toolbars I
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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 |

Content
About

F1




g Chapter Six:
Advanced Features

LB B B BN N N

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 a LOR sequence, import into xLights
Model definition
Import sequence data
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 ‘# Strings’ = 64 (corresponds to number of rows), ‘Lights/String’ as 64 (corresponds to the columns) and
‘Strands /String’ = 1. Starting corner = Top Left.

& Note: A single 32 * 16 P10 panel has 16 rows (height) and 32 columns (width). Right click on the image

in your Layout and select Node Layout to view the node definition.

The start channel has been set to 11800 (this will vary for your MName P10 Matrix
channel configuration) and Start Channel is set to 1. xLights will |5 Matrix

automatically calculate the end channels. Hyedion Horrants
# Strings 64
Lights/String B4 =
. . . . Strands/Strin 1
Tip: The starting corner must be set to Top Left irrespective : =
Starting Location Top Left
of how you configure or connect your panels on the BBB. 1 Indiv Start Chans &
Start Channel 11800
Strand/Mode Mames | --Click To Edit--
Faces --Click To Edit--
Dirnming Curves --Click Te Edit--
| S L R | GO A =
On the xLights Setup tab, what you define is not relevant as that = e fet - esdsseotom st oo
annels to 12311 Yes
. . . . an MULTICAST 3 512 Channels 12312 t0 12823 Yer
information is not carried over to the FP BBB. Therefore you can = mmcasT = W CmemneD® Y
a3 MULTICAST 3 512 Channels 13336 to 13847 Yes
. E13] MULTICAST ) 512 Channels 13848 to 14359 Yes
define them as E1.31 or define a block of channels of type NULL. i wimcst s B e e
a3 MULTICAST 3% 512 Channels 14872 to 15383 Yes
1 MULTICAST k) 512 Channels 15384 to 15895 Yes
(353 MULTICAST 33 512 Channels 1589 to 16407 Yes
8\ Note: If wishing to use the Falcon Player in Bridge mode, et B Gwemme e
\ (18] MULTICAST a 512 Channels 17432 to 17943 Yes
. . . MULT] 4. annels o Yes
then the channels pertaining to your matrix must be T o N G0 e
un MULTICAST 4 s12 Channels 18968 to 19479 Yes
defined (as below) and match your model i.e. they cannot be il = B crdinCEe e
[3E:} MULTICAST a7 512 Channels 20504 to 21015 Yes
left blank a3 MULTICAST ] s12 Channels 21016 to 21527 Yes
BBB definition
On the LEDScape/Octoscroller LED Panel page, Enable LED panel s = It e

Channel Outpits

must be ticked.

E1.31 BBE LED Panels Other
Start channel is 11800 — (This must match the model definition in A 1 s Chsnt 150
XnghtS) single Panel Size (WxH): '
Save Al save cha D Panels tab)

LED Panal Layout:

{o *0/02 0
The panel layout is 2 x 4. The channel count is calculated. The
vertical arrows correspond to the Up/Down physical setting of the
arrows behind the panel. P1 for each output is the panel that the B e umber

. = P-# Is panel number on physical output.

output from the Octoscroller is connected to. On the EL.31 page, | - ron 8 ndcats panlarentation, ik arow o rtae.

the Enable E1.81 should not be ticked. The channels and universes
must however be defined on the E1.31 page.

& Note: If wishing to use the Falcon Player Bridge mode, then ‘Enable E1.31’ needs to be selected.
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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
OA 145 1A 401
0B 161 1B 417
0oC 177 1C 433
0D 193 1D 449
OE 209 1E 465
OF 225 1F 481
10 241 20 497
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Running LOR in DMX mode

The following diagram shows an example of how LOR controllers can be connected in DMX mode. Refer to
the table above of Unit IDs to DMX channel conversions.

LOR in DMX Topography

This layout diagram shows an DMX
example of how LOR Comtroler
controllers can be connected

in a DMX network
Note: The cable colours in this example are
based on the 568A standard.

No Change
Over Cable
Required

Change Over
Cable

~+Data

B S D DN
AR AR AU
6
5 (56BA) RJ45 (5683

DMX Controller

LOR Céntroller LOR Controller

Used with permission from FastEddy (ACL)

| L Comvt o LOW 0P | LD I | gl 1 el | 700 YL il L. ] )
et e L L e A L B L L P
! Tirfup Comm 1'onf Halesd Usi in Conbgere. Dowelorsd | oel lma el B
st Dl | SR e AR - f M
S Tl Unifs Diisitions TEH ot Do e gt
Firam u a i kol g b= b R
o e “§ 3 1 ™4 L TE T e |
l-a-'l.l?-pﬂm!:-l.a s ®m ™ 13 M OE [Ty
™ g Ehaue Lreaperar
Bl M B Faa | — - ™
T L
e
At
i 1
gy
L bearim B miarag W Erd i
!'ﬁIIHE gty |
i 4 M . | :il I-* L k r=r
e e e
— ! R
Loy b o ==
.
o - i
v, ..I'i = o | Cirwin| Covbgas| Dardeors | Timsp Ligghey [

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
Last Channel: 37

I Dongle/Bridge
1 Universe
512 Channels LOR Controller
P 16 Channels
DMX Startaddress: 225
Last Channel: 241
LOR Channel ID: 0F

e
T

3 LED Secion

LOR Controller LOR CCR

DMX Controller 16 Channels 157 Channels
27 channels DMX start Address: 49 DMX Start address: 63
DMX Start Address: 8 Last channel: 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 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. Scroll to top .y - [ 111 -ey

of error messages and look at messages that says '*/" Tong so s 1100
“LOR Network”. e

The messages tell us that two networks are \REHING: channel 'CCRM-FH -Red * 5 unmapped

required: One with zero channels — (this was a

I

I
star where channels were deleted from), one JARMING: channel CCEM-P22-Red ' iz unmacped

with 1800 channels. WA :

I
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Go to the Setup tab and define these.

Setup tab

Baud Rate or EL31 Un Mum Chain sLights/Vizen/FPF Mapping

(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.

Mesaork Type Tor Baud Pateor EL31 Lin Purr Chann «Lights/ Wieen/FRPP Mapping

£r3l 1030, 206 2 5k Channels 2311 1o 2820
| 10 ! i ¥ rl= A0 o il
£13 {010 | 5 Channel 3331 1o 3840
£131 10,101,206 3 510 Channgls 3341 to 4350
| 11 | f Channels 4351 to 2650
1 i i 7 it Charnrelk 4861 te 5370
£131 10.50.1 206 3 30 _hanneis 5371 1o 544040
I 10 b E J - Channels 520] to 5402

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.

Converting a LOR sequence and importing into xLights
This section is based on a video created by Clyde Lindsey

L R
First ensure that within LOR, all the channels for the = ™™ J@HIU’HI JTTITTIT
‘,E‘ﬂDmlmD _-— e} LLLL m}m.u;m‘
controller have been defined and are in sequence. Tools, - p—— 3
-
' . - . . — s e =
Channel configuration will display an image similar to S g oo 97 21—
. M 2 o e i =l | || —
the following. B i e N e o | —
3] [Top Maut I [0 o Cob =] [Frow ENCEE R
A o Mo R s s B G 1 —
. . 2¢] fiude Mouth O[5 Fiama Corinch =] [Fie [ = F =
If there are any channels missing use the ‘Add Channels’ | . =/ s e e s | —
] o | x| e N e N o o [ —
function to add the missing (unused) channel. | X i e e R e [ —
|| ) [Furgkint I [ Rama Corirch =] [Fews He dmw a0
= Bl G i S B e ] —
| = e M B e o —
| 2 s W [Groremtmaz] 7 5 N I
| 2l Fargis B [ Fams Cowb =] [Fow Aw a3
F ey B ot s] [ g [ i I s [
%] [Purgiomt B [t 3Rama Corirab 2] [Fieo dfe dmw a0
futd Crarres | o | ceww |

fre | oiCouote | Chare Comctn | Do Cormm |
73
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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 8 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 — Unit id 0l. Repeat this step and add
another device - Unit id 02.

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.

UNOSTDUTE HASCREN_U L 5ms ™

Time Scale

MONIETHAE T A1 IWETEWONES UT LORGOoRImS™ |

: 1. 2,

:[_ “unn

nI
EARRARRARAAARD

 Epes Contant.

Top Mouth

Maidle Wcash

furs
¥ Inchude base unk 1D i charrel names

0 Mot

Device: [LOR/CTE (16 Channel] =l

W Addasa gop

I -~ LORJCTE Settings .

| v [EEEEN]  Newok [Regis <]

j! i
1 A

]

| Grostiuster_viaboween_20 13w

SorteMash_Halowesn 2017 ke Werewohves Of London.ms® |

Time Sosle ; 100 2.0
] umma
Ura 012
Ura01 3
Meme Fopromms
oer I |
Device Type [ giu-0-Fama Controlier -
2 P
U [
CT I
Semoce [ _|
Advarced Seftings 1
o Rewes |
L 11 1l

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.

=

1

2

E?

nink;

It is preferable to use a DMX (to E181) bridge if possible and then c

define the channels as E131.

Hetwork Type (protocol)
|LOR

|

LOR controllers attached to sny LOR dongie.

Max of 8 channels at 5600 baud.

Max of 48 channels 3t STEOD baud.

Max of 96 channels 2t 115200 baud.

Run your controllers in DX mode for higher throughput.

(3/rgh

neing\ATI Y

M E1.31 Univ

OACOMID
WACOMIT
WACOMIZ
WACOMI3
ACOMI
WACOMIS
ACOMIE
WACOMIT
ACOMIE
WACOMI9
ACOME2D
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Lightang Metwvoris

Save Sctup & Metweek Type Port Bsued Rate or E1.31 Univ Hum Chann sLights Veeen/FPP Mapping Enabled

E131 MULTICAST 1 64 Chanmels 1 8o 64 Vex
Add USE

Add E1.37
Add Nyl
Change

Delete

Diglete 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 Model Name  Small Tree 1 T
matches the LOR Channels of Unit 03. Display As [Tree 360 - | start Enc

Type of String [Single Color Custom - L1 33 e

Actual # of Strings 1

Let’s say that this was 16 single channels Trees.
# of RGB Modes per String 1

In that case create a model ‘Small Tree I’, with 1 st B

channel. The start channel must be set to 33 (not SerEiners 8 5 g TR
1) as this corresponds to the 1* channel of Unit 3. Starting Comer ) Top Leit © Top Right
@ Bottom Left () Bottom Right

Then you can copy the model, update the name S
Model Brightness 8} 0 =

(Small Tree 2) and change the starting channel Adjustment
First Strand for Export 1 =

to 384 and repeat this for all 16 channels,

[ ok |[ concel | [ Appesence | [ MNemes | [ Faces

increasing the start channel by 1 each time until

the last one is 48.

\ Tip: If within the LOR Unit 03 definition, there are unused channels, you do not have to create a
model for that channel or channel range. For example, let’s say within Unit 03, channels 10-14 are not
used. In which case, you would create 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.
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.
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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.

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 CMBI16 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 8

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.
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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.

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,
File Edit Search View Encoding Language Settings Macre Run  Plugins Window ?

th 1 struct is similar t : .
€ Xml Structure 1S similar to .IBEE a,a@|$’|§hlh|=¢|llr‘h|~t %|EE|§11‘E
0 1) [Elxights_rabeffects xmi £ |

the following:

I <?xml version="1.0" encoding="UTF-8"7?:>
2 [H==rgb>
= <models>
158 <effects version="0005">
171 <palettes/>
172 <views>
178 <modelGroups>
202 <perspectives current="Test Perzpective">
206 <settings>
213 </ rrgbh>
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 s G mpemmi]
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In the following image, the Models

Groups section has been expanded.
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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://nutcrackerl28.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?title=Main_Page

xLights Tutorials

http://www.nutcracker128.com/wk/index.php?title=Tutorials

xLights FAQs
http://www.nutcrackerl23.com/wk/index.php?title=FAQs



http://nutcracker123.com/forum
https://www.facebook.com/groups/628061113896314/
http://www.nutcracker123.com/wk/index.php?title=Main_Page
http://www.nutcracker123.com/wk/index.php?title=Tutorials
http://www.nutcracker123.com/wk/index.php?title=FAQs
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Effects

Oft
I

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

Description

Prerequisite information

Colors, Timing speed are ignored.

None

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



Effects

On

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

Cycle Count Number of cycles that the effects executes during the duration
Shimmer A shimmer effects is added to the On effect.

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.



Effects

Description

Bars

1 —

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

None
Option/Settings Description
Number of times the color palette repeats on a model.
Palette Rep . . .
Can be adjusted via the Value Curves options.
Number of cycles for the duration.
Cycles . . .
Can be adjusted via the Value Curves options.
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.

Bars are not animated like the other direction options. The

Direction Alternate 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).




Effects

Buttertly
X

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

Description
parameters.

Prerequisite information
None

Rainbow or Palette can be selected. If Palette is selected, then the colors from

Colors ; .
the Color selection window are used.

Style Up to 5 different styles can be selected for the effect.

Controls whether and how sections of black color are to be used between the
Bkgrd Chunks colors.
Can be adjusted via the Value Curves options

Used in conjunction with the background chunks to skip the black
Bkgrd Skip background.
Can be adjusted via the Value Curves options.

Controls the speed with which the effects change..

Speed
pee Can be adjusted via the Value Curves options

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.



Effects

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.

Circles
=

The Circles effect creates solid sphere like objects that move seemingly in random fashion on a model.

Description
Used most effectively on models such as a mega tree or a matrix.
Prerequisite information

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

up of the selected different colors.

Option/Settings Description
Number of Circles Number o.f c1rc1es. that displays on a mod.el.
Can be adjusted via the Value Curves options.
. The size of each circle of the effect.
Size . . .
Can be adjusted via the Value Curves options.
Soeed The speed at which the circles move on the effect.
p Can be adjusted via the Value Curves options.
Bounce The effect creates a noticeable bounce up and down of the circles.
Radial The circles stretch outwards and back radially.
Plasma The circle edges blend into each other.
Radial 3D The circles stretch outwards and back radially.
Bubbles Each circle displays an outline rather than being solid in color.
Linear Fade Causes each circle to blur and have its edges fade to black.

Tip: Place the effect to initially span at least a few seconds. After placing the effect on the model, adjust
the number of circles and the speed down until the circles can be seen moving 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.


https://en.wikipedia.org/wiki/Fast_Fourier_transform
https://en.wikipedia.org/wiki/Discrete_Fourier_transform
https://en.wikipedia.org/wiki/Discrete_Fourier_transform
https://en.wikipedia.org/wiki/Massachusetts_Institute_of_Technology
https://en.wikipedia.org/wiki/Viterbi_algorithm
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Color Wash
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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.

Number of times the colors selected will be repeated for the
Count duration of the effect.

Can be adjusted via the Value Curves options.

Vertical Fade Controls whether the wash effect should fade vertically.
Horizontal Fade Controls whether the wash effect should fade horizontally.
Shimmer Applies a shimmer effect to the Color Wash effect if selected.

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.

Circular Palette
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Description

Curtain

I — |

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.

Denotes whether the curtain should open, close, open then close or

Effect close then open. Used in conjunction with the curtain edge direction.
Defines the curve of the curtain effect. A value of zero will depict a
Jdth straight curtain edge. A value of 10 will depict a curved curtain edge
Swag Widt with a sweeping drop.
Can be adjusted via the Value Curves options.
Swag Speed Defines the speed at which the curtains will close or open.

Can be adjusted via the Value Curves options.

Tip: You can use the curtain effect layered with any other effect as a mask to reveal the other effect.
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Description

The DMX effect is used to output a value between 0-255 to the model.
Channel 1 in the DMX effect corresponds to the first channel of the model and up to 18 channels can be

controlled.

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

Channels 1-9 Tab Select the tab to control Channels 1 -9

Channels 10-18 Tab Select the tab to control Channels 10-18

Select the DMX value (from O to 255) for the Channel that has been selected.

DMX Value 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.

Click on the Value Curves icon to open a list of additional nonlinear effects.
Use the Ramp effect to vary the output anywhere from 0 to 255.

\ Tip: For Pan/Tilt head control movement, select the Use Ramps attribute and set it to a timing mark of
say 10 seconds long. It will move the head for 10 seconds between the ramp values.
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Faces

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

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

% I

Description

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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Fill
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Description
The Fill effect starts from the left, right, bottom or top edge (position) and does a complete fill to the position
value. The position has a Value Curve so you can make it do precise dynamic positioning during the duration

of the effect. Select multiple colors to fade (equally) between those colors for the duration of the effect.

Prerequisite information

None

0 -100%.

Position value . . .
Can be adjusted via the Value Curves options.

Direction Determines the direction that the effect starts and ends.
- Up Starts at bottom and moves up.
- Down Starts at top and moves down.
- Left Starts at right and moves left.

- Right Starts at left and moves right.
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Fire
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The Fire effect creates an effect that appears as licks of flames.

Description
Used most effectively on models such as a mega tree or a matrix.

Prerequisite information

None

. Defines the ‘length’ or height of the flames.

Height . . .
Can be adjusted via the Value Curves options.

Hue Shift Defines th.e color .Of the flame. '
Can be adjusted via the Value Curves options.

Growth Cycles Defines th'e total lfength that the flames sbould grow to.
Can be adjusted via the Value Curves options.

Grow with music When enabled adjusts the height according to the music intensity

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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Description

Fireworks

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.

Option/Settings

Description

Number of Explosions

Defines the number of explosions to be created.

Particles in Explosion

Controls the number of particles in the explosion.

Velocity of Particles

Controls the speed of the particles exploding.

Particle Fade

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

Fire with Music

Controls whether the audio signal should be used to control the effect. If
not selected then a set number of fireworks are triggered instead.

Trigger level

Controls how high the music level needs to be before the effect will be
triggered, if ‘Fire with Music’ is selected. Where the waveform is relatively
flat, the fireworks may trigger repeatedly if the waveform does not drop
below the trigger level.

\ Tip: Add multiple layers of fireworks with different colors on each layer to get more explosions with

multiple colors at the same time. Set different velocities and number of explosions on each layer.
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Galaxy
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Grid Icon Background setting turned on showing colors selected within the color pallet window.

Description

The Galaxy effect creates a spiral like effect that expands around the model either clockwise or

counterclockwise. Used most effectively on models such as a mega tree or a matrix.

Prerequisite information

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

up of the selected colors.

Options/Settings

Description

Start: Center X,Y

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

Start: Radius

Defines the lower radius of the galaxy.

Start: Width

Controls the width of the lower end of the spirals.

Start: Angle

Controls the angle of the spirals.

End: Radius Defines the upper radius of the galaxy.
End: Width Controls the upper width of the spirals.
End: Rev’s Determines the number of full revolutions each arm makes in the

given timeframe.

Options: Head Duration

Controls the swell i.e. the amount of time that the head of the spiral
uses.

Options: Acceleration

Sets the speed of a non-linear movement for the head color and body.

Options: Reverse

Reverses the direction of the rotation of the galaxy effect.

Options: Blend Edges

Each edge blends to black. Turning it off converts the galaxy effect to
a full circle at the end of the rotation.

Options: Inward

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

The Garlands 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.

Controls the spacing of each cycle of the garland.

Spaci
pacing Can be adjusted via the Value Curves options.

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

Cycl
yees Can be adjusted via the Value Curves options.

The direction in which the garland effects move or drop. Up to 8 variations are

Stack Direction possible i.e. Downwards, Upwards etc.
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Glediator
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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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Life
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The Life effect simulates the Game of Life cellular automation model.

Description

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.




Effects

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

Description

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

Option/Settings Description

Defines the number of zigzag segments to be used in the effect.
Number of Segments : : .
Can be adjusted via the Value Curves options.

. Controls the width of the zig zag. A value of 1 will form a straight vertical line.
Width of Bolt . . .
Can be adjusted via the Value Curves options.

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.
P ¥ Can be adjusted via the Value Curves options.

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

Can be adjusted via the Value Curves options.
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Marquee
]

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

Description
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.

Option/Settings Description
. Controls the proportion ( % wise) of the circumference of the marquee effect
Band Size - f
that the pixels will light up.
Skip Size Controls the proportion (% wise) of the circumference of the marquee that will
p be skipped by the pixel color ie will be dark.
Thickness Controls the thickness of the marquee effect ie how many pixels wide.
St Defines the orientation of the pixel band thickness (visible if the thickness is >
agger D.
Speed Controls the speed at which the marquee effect moves around.
Reverse If selected, reverses the direction of the effect to counterclockwise.

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

Meteors

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

Prerequisite information

None.

Option/Settings Description
Defines whether the Rainbow collection of colors is to be used for the effect or

Colors 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 Down, Up,
Left, Right, Implode, Explode, Icicles and Icicles_bkg.

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.

Horizontal offset

This attribute (applicable for the Implode and Explode effect options) adjusts the
center of the effect horizontally.

Vertical offset

This attribute (applicable for the Implode and Explode effect options) adjusts the
center of the effect vertically.

Adjust count based
on musical
intensity

If selected, will increase the number of meteors when the song intensity is high and
will decrease it for quieter sections of the song.

Starfield
Simulation

Enabled if the effect value is Implode or Explode - Simulates a starfiled burst.
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Morph
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Description

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

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 mega trees, 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.

Option/Settings Description

Start : Xla Defines the first lateral position starting point (O is bottom).
Start : Yla Defines the first vertical position starting point (O is left).

Start : X1b Defines the second lateral position starting point.

Start : Ylb 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
Quickset Options

These options allow the user to quickly choose a commonly used morph type
and 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 8 on the vertical axis.

End : Head Length

Defines the relative size of the head when the morph reaches the end points.

End : Link Points

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

Head Duration

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

Acceleration

Defines a non-linear speed for the movement of the morph.

Repeat Count

This is used when selecting a single morph and you want it to repeat x
number of times.
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Sets the number of legs on the model that the morph will skip when the

Repeat Skip repeat option is enabled.

This is used in conjunction with the single line morph and repeat. It can be set
Stagger to positive or negative values for left or right sweeping type morphs. Small
values look best (1-4).

When used with the stagger option, the head of each morph will show prior to

Show Head at Start the morph moving based on the stagger interval.

Tip: Open and use the Effect Assist window. The window will display a grid corresponding to the x,y
start and end coordinates. If you then grab a slider for the 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.
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Music
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The Music effect analyses and displays a representation of the frequency breakdown of the song from the

Description

waveform.

Prerequisite information

Select at least two colors.

Option/Settings Description

Controls the number of bars that are displayed for the effect. The bars

Bars displayed is also influenced by the range of notes selected.

Separate - Color bars starts in the middle and separates out.
Morph - starts at the bottom and goes to the top. (Use layer settings to
change/rotate direction).

Type Bounce - Similar to Morph , but bounces after each completion.

Collide - Color bars starts at the outside and move inwards.

On - The bar comes on and fades away.

Controls (narrows) the range of notes (MIDI values) that are used for the effect
Start , End Note i.e notes outside this range will be filtered out. Value 60 corresponds to

‘Middle C’.

Controls the threshold level of the music at which the effect gets triggered.
Sensitivity The effect will last as long as the intensity is above the threshold. Increasing
the sensitivity raises the threshold and therefore reduces the effects.

Enables the effect to be moved horizontally to the left or right. Useful if you
Offset wish to layer another effect offset in the other direction.

Can be adjusted via the Value Curves options.

Scale Bars If selected, will cause the bars to be spread out (i.e scaled across the whole
effect spectrum).

If selected , will increase activity of All/Individual notes in quiet areas of the

Note Scaling Song

Changes the way that the colors are rendered . Options are Distinct , Blend or
Cycle.

Color For the Cycle option, the first time the note is triggered , the first color of the
palette will be selected, the next time the second color etc as the colors are
cycled through.

Fade Controls whether the effect fades over it duration.
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Piano
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The Piano effect displays a piano keyboard effects where the keys modulate based on the beat and frequency

Description
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.

Option/Settings

Description

Notes Source

Indicates what the source for generating the Piano effects is.

Options are: Audacity Timing file, Midi file, xLights generated Polyphonic
Transmission or Notes Source.

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.

If Notes Source is selected, then a timing track source can be used (further
described after the table).

Type Indicates how the piano keys should be displayed - ‘“True Piano’ or ‘Bars’.
The Start and End Midi channels defines the range that the Piano keys should
Start Midi Channel 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 Flats If selected , then the Sharp and Flat ‘Black’ keys of the piano are shown and

played.

Vertical Scale

Used to adjust the height of the effect vertically i.e. lengthen or shrink the effect.
Can be adjusted via the Value Curves options.

Horizontal Offset

Controls the position of the effect horizontally ie can be shifted left or right.

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

File 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).
- 1 . If a Midi file has been selected , this attribute can be used to adjust the
R/I&%lsftart Time synchronisation of the midi file to the song being sequenced in case they are
J 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).

Source = Timing Track
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Set the source to timing track and select
the Track from the list of Timing tracks

you have generated in the sequence.

Then, expand the view so that you can
see the labels of the timing track and
change the labels to match the required
keys.

The label can be the key letter or can be
the MIDI value of the key.

You can also specify multiple values in
one label and accordingly multiple keys
will be depressed.

You can use a value of C# to depress the
C# key , C to depress the C key or
multiple values such as C F A to depress
three keys.
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Description

Pictures
ha

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.

Option/Settings Description
Controls how the image will move across the model layout. In addition to
Movement 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.

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 (O - 1000%) independently of the start position.

End Scale

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

Tip: The playback rate is influenced by the length of the effect. So if you change the time length of
\ your effect and have an image that is non stationary, the rate of movement will adjust according to the

new time length.

0 Caution: If you move the image that you have used for the picture effect to a different location or
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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. The only time this won’t happen is if only the drive letter has
changed, and the rest of the path is the same.
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Description

Pinwheel
r’

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

Prerequisite information

None
Option/Settings Description
#Arms Defines the number of radial arms to be used for the pinwheel.
Size Defines the outer circumference of the effect.
Can be adjusted via the Value Curves options.
Controls whether the arms should be straight or twist clockwise or
Twist counterclockwise (within the rotation).
Can be adjusted via the Value Curves options.
. Controls the color thickness of each arm.
Thick . . .
Can be adjusted via the Value Curves options.
Controls the speed of the rotation.
Speed . . .
Can be adjusted via the Value Curves options.
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.
Can be adjusted via the Value Curves options.

Y-axis Center

Controls the position of the fulcrum of the pinwheel along the vertical axis.
Can be adjusted via the Value Curves options.
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Plasma
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The Plasma effect generates cycles of changing color to give an illusion of a liquid organic movement effect.

Description

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.
P Can be adjusted via the Value Curves options.
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Ripple
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The Ripple effect generates a ripple like spreading movement of color similar to when an object is dropped

Description
into water.

Prerequisite information

One or multiple colors can be used for the effect.

Defines the shape of the object that will ripple. The Circle is the default and the most

Object to Draw 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).

Controls the thickness of each line of the ripple.

Thick
lckness Can be adjusted via the Value Curves options.

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

Can be adjusted via the Value Curves options.

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

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

Description

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

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

Can be adjusted via the Value Curves options.

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

Can be adjusted via the Value Curves options.

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
& B

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.

Controls the center of the effect. Moving
Center X, Y either value changes the horizontal or
vertical axis position.

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.

Radius 1, 2

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

Controls the speed at which the effect

Acceleration
expands and contracts.

If selected, the circle colors will have a
Blend Edges fuzzy look. If not selected the edges of the
circle will have a sharp look.
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Description

Single Strand
e —

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

Option/Settings

Description

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:Number of
Chases

Defines the number of chases.
Can be adjusted via the Value Curves options.

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.

Can be adjusted via the Value Curves options.

Chase: Cycles

Defines the number of cycles of the chase that will execute during the timeframe.
Can be adjusted via the Value Curves options.

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 8D effect should be applied to the chase.

Chase: Group All
Arches

When set, will synchronize the chase effect across multiple elements in an Arches
model.

Skips: Band Size

Defines the relative size (from one to twenty) of the strand that will be on. Used in
conjunction with the Skip Size.

Skips: Skip Size

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

Examples:

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

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

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

Skips: Starting
Position

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

Skips: Number of
Advances

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

Skips: Direction

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

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

Prerequisite information
This effect works best with a single color selected. Multiple colors can be selected and depending on the type

of the snowflake either one color or multiple colors will be used.

Max Flakes Defines the relative % of flakes that should be used for the effect from a small number
to a large number.
Type Up To five different forms of flakes can be generated.
Speed Controls the speed at which the flakes descend.
Fallin 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
&

The Snow Storm effect paints a picture of particles blowing i.e. a similar to an ice or dust storm..

Description

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

Max Flakes Defines the relative % of particles that should be used for the effect from a small
number to a large number.

Trail length Defines and controls the length of the trail that the particles leave before fading out.

Speed Controls the speed at which the flakes descend.
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Spirals
//

The Spirals effect provides different representations of two and three dimensional spirals and helix.

Description

Prerequisite information
One or multiple colors can be used for the effect. However, this effect looks best with at least two colors
selected.

Option/Settings Description

Defines the number of times (between one and five) that the selected colors are
repeated during the duration of the effect.

Can be adjusted via the Value Curves options.

Palette Rep

Controls the vertical orientation of the spiral. A value of zero is used for vertical lines
Spiral Wraps and the spirals can be adjusted to lean towards either direction.

Can be adjusted via the Value Curves options.

Controls the thickness of the strands of the spiral.

Thick
Heess Can be adjusted via the Value Curves options.
Controls both the speed and direction that the spirals will move.
Movement . . .
Can be adjusted via the Value Curves options.
If set, then all the colors selected are blended together in each strand of the spiral. If
Blend :
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
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) VY

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.

Option/Settings Description

Defines the speed at which the spirograph will move.

Speed
P Can be adjusted via the Value Curves options.

This defines the radius of the outer or fixed circle that is used to calculate the
R - Radius outer circle spirograph movement.
Can be adjusted via the Value Curves options.

This defines the radius of the inner or moving circle that is used to calculate
r - Radius of inner circle the spirograph movement.
Can be adjusted via the Value Curves options.

Defines the offset distance of the point of the spirograph that is used to
d - Distance calculate the spirograph movement.

Can be adjusted via the Value Curves options.

Defines the level of animation or movement of the spiral away from the axis.
d - Animation A higher value will cause the spiral to expand outwards.

Can be adjusted via the Value Curves options.

Defines the length of the expansion of the animation.

Length
ng Can be adjusted via the Value Curves options.

Note: r should be <= R
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State
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Description
The State effect is similar to the Faces effect, but enables you to have similar functionality for props that are

not ‘Faces’ such as Reindeers , “Tunes to’ sign figures .

Prerequisite information

Option/Settings Description
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Strobe
i

The Strobe effect provides an effect where light particles turn off and on rapidly, but at fixed intervals.

Description

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.

Controls the duration of the particles being on; as a result affects how quickly or

Strobe Duration slowly the particles turn off and on.

Strobe Type Unused at this stage.

Reacts to Music If selected - will cause the effect to grow with the intensity of the music.
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Description

Tendrils
e —

The Tendrils 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.

Option/Settings

Description

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.

@ Horizontal Zig Zag Return - As per Horizontal Zig Zag , but the string drops
down straight to the starting point at the end of the zig zag.

@ Vertical Zig Zag Return - As per Vertical Zig Zag , but the string returns
straight to the starting point at the end of the zig zag.

@ 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.

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.

Can be adjusted via the Value Curves options.
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This is how thick the string is. By default it is just 1 pixel wide.

Thick
rexness Can be adjusted via the Value Curves options.
Friction is how much the surface resists the string moving. When set low friction is
Friction high and the string won’t move much. When set high the string will wildly flap
about.
Controls how quickly the string will try to resume being in line with the tail point.
Dampening When set low it will come back quickly. When set high it can take a long time to
align.
Tensi This behaves much like dampening. Set low and the tail of the string will tend to
ension : . .
stay still and only the moving end will move much.
The effect can draw multiple lines (not just the one). On low resolution displays or
Trails 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 enables you to lower the frame rate. 10 is full speed. Anything lower may make

the movement slower and jerkier

Horizontal, Vertical
Offset

Enables adjustment to the starting position of the effect horizontally and/or
vertically.

Can be adjusted via the Value Curves options.

Manual X, Y

Controls the X and Y positions of the effect.
Can be adjusted via the Value Curves options.
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Text

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. Linel.. Line4) to select the Line of text to be defined.

For each line of text, the following settings can be defined:

Option/Settings Description

Text Contains the text that is to be displayed for the line.

Defines the font that is to be used for the text. Click on the attribute to open up a
Font window where the type of font, style, size, color and other related attributes can be
defined.

Defines the direction of the movement of the line of text. One of several options are
possible such as Left, Right, Down, None, etc.

If the box next to the Movement setting i.e. ‘C’ is ticked, then the text will reach the
center and stop.

C 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.

Movement

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.

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

Countdown Fri, 25 Dec 2015 00:00:00 MST

Fri, 25 Dec 2015 00:00:00 -0800




Effects

These must be specified in the Text field without any quotes.

Option Format

100

seconds 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.

, Fri, 25 Dec 2015 00:00:00 +0100

todate’dhm s’ | (i 45 olay 83d 3h 88m 14

Fri, 25 Dec 2015 00:00:00 +0100
to date ‘h:m:s’ Will display 3h 88m 14 - the time is calculated to
the next day in hours, mins, secs

Fri, 25 Dec 2015 00:00:00 +0100
to date ‘m’ or ‘s’ Will display 217m - the time is calculated to the
next day in minutes

Fri, 25 Dec 2015 00:00:00 +0100
to date ‘s’ Will display 18011 - the time is calculated to the
next day in seconds

/Fri, 25 Dec 2015 00:00:00 +0100/ %D

Ito date !%tofmt Will display 183

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.

Position Only the first line of text can be controlled vertically and horizontally. The other lines
have a horizontal control only.

You can however use multiple Layers each with one or more text lines if required.

\ Tip: In order to stop the text after one cycle, use the "Vector" Movement option and define your vector
motion. It will complete that motion in the duration of the effect. This option can also be used to stop

text at a particular point on a matrix.
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Tree
n

The Tree effect creates a series of zigzag branches against a colored background.

Description
This effect is best used against a tree type of model such as a mega tree.
Prerequisite information

The first color selected will be used as the background color for the model (i.e. the mega tree).

Subsequent color(s) will be used for each branch.

Number Branches Defines how many individual branches are created for the effect.

Speed Controls the speed at which the lights of the branch move across the effect.
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Description

Twinkle

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.

Defines and changes the number and pattern of the lights twinkling from a scattered

Number Lights 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.

Re-randomize
after twinkle
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Video
B

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

Description

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.

Option/Settings Description

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

Defines the point in the video at which the effect should start playing. The

Start Time default is to start from the beginning.

Normal, Loop , Slow/Accelerate.

Normal will play the video once for the duration specified. If the length of the
video is less than the duration , the effect won’t be active after the video ends.
Loop will loop to the beginning and play the video again if it ends before the
duration of the effect.

Slow/Accelerate will adjust the video speed to fit the duration.

Duration Treatment

If selected , then the video aspect ratio (16:9 or 4:3) will be used, else the effect

intain A Rati . : . .
Maintain Aspect Ratio 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.

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

but the effect will render a blank image. The only time this won’t happen is if only the drive letter has
changed , and the rest of the path is the same.
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Description

VU Meter

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

Each bar represents a note on the scale and the height of each bar represents the intensity.

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.

Option/Settings Description
Bars Controls the number of bars to be used for the effect.
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, Color On , Timing Event
Color, Note On, Note Level Pulse.
Type ‘Timing Event Color’ will change color based (from the palette) triggered on the
timing of the Timing Track selected.
‘Color On’ will change color (from the palette) as the intensity of the music
increases.
‘Note Level Pulse, will turn on a color (i.e pulse) when the note range crosses
the sensitivity level and then quickly fade out.
Defines the timing track from the sequence against which the effect will be
Timing Track 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.
Applicable for the Level Shape and Level Pulse effect types. Controls the
Sensitivity threshold level of the music at which the effect gets triggered. The effect will
last as long as the intensity is above the threshold.
Shape Enabled when the Type attribute is ‘Level Shape’. Options are:
p Circle, Filled Circle, Square, Filled Square, Diamond, Filled Diamond
Controls (narrows) the range of notes (MIDI values) that are used for the effect
Start Note, End Note i.e notes outside this range will be filtered out. Useful to filter out the bottom
notes or the top notes in different songs. Value 60 corresponds to ‘Middle C’.
Horizontal offset This attribute adjusts the center of the effect horizontally.
. This attribute adjusts the center of the effect vertically.
Vertical offset i i i
Can be adjusted via the Value Curves options.
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Wave
WA

The Wave effect generates a waveform effect across the model. Different types of waveforms are possible as

Description

described below.

Prerequisite information

One or multiple colors can be used for the effect.

Option/Settings Description

Defines the type of waveform to be generated by the effect:

Sine

Decaying Sine

Wave Type Square

Triangle

Fractal/Ivy

Defines the color of color selection to be used for the waveform.

If ‘None’ is selected, only the first color selected is used.

Fill Colors 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.
Can be adjusted via the Value Curves options.

Controls the thickness of the waveform.

If multiple colors have been selected, as the thickness increases, then the
Thickness of Wave different colors form part of the waveform.

For a thin wave, the first color selected is used.

Can be adjusted via the Value Curves options.

Defines the height of the waveform.

Scale Height of W
cale Helght of Wave Can be adjusted via the Value Curves options.

Soeed Controls the speed at which the wave moves across in the specified direction.
p Can be adjusted via the Value Curves options.

Wave Direction Defines whether the wave moves from Left to Right or Right to Left.
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