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no responsibilityor liability for any errorsor inaccuraciesthatmayappearin thismanual.

Trademarks

High EndSystems,theFlying PigSystemslogo,andHog4 logosareregisteredtrademarksof High EndSystems,Inc.,
or High EndSystems,EuropeLtd. Flying PigSystems,EffectsEngineandHogareregisteredtrademarksof Flying Pig
Systems.

All otherbrandnamesandproductnamesusedin thisbookaretrademarks,registeredtrademarks,or tradenamesof their
respectiveholders.

FCC Information

Thisequipmenthasbeentestedandfoundto complywith thelimits for aClassA digital device,pursuantto part15of
theFCCrules.Theselimits aredesignedtoprovidereasonableprotectionagainstharmfulinterferencewhentheequipment
is operatedin acommercialenvironment.Thisequipmentgenerates,uses,andcanradiateradiofrequency energy and,if
notinstalledandusedin accordancewith theinstructionmanual,maycauseharmfulinterferenceto radiocommunications.
Operationof thisequipmentin a residentialareais likely to causeharmfulinterference,in whichcasetheuserwill be
requiredto correcttheinterferenceathisown expense.

Product Modification Warning

High EndSystemsproductsaredesignedandmanufacturedto meettherequirementsof UnitedStatesandInternational
safetyregulations.Modificationsto theproductcouldaffectsafetyandrendertheproductnon-compliantto relevantsafety
standards.

Mise En Garde Contre La Modification Du Produit

LesproduitsHigh EndSystemssontconçuset fabriquésconformémentauxexigencesdesrèglementsinternationauxde
sécurité.Toutemodificationduproduitpeutentraînersanonconformitéauxnormesdesécuritéenvigueur.

Produktmodifikationswarnung

DesignundHerstellungvonHighEndSystemsentsprechendenAnforderungenderU.S.Amerikanischenundinternationalen
Sicherheitsvorschriften.AbänderungendiesesProdukteskönnendessenSicherheitbeeinträchtigenundunterUmständen
gegendiediesbezüglichenSicherheitsnormenverstoßen.

Avvertenza Sulla Modifica Del Prodotto

I prodottidi High EndSystemssonostatiprogettatie fabbricatipersoddisfarei requisitidellenormativedi sicurezza
statunitensiedinternazionali.Qualsiasimodificaal prodottopotrebbepregiudicarela sicurezzaerendereil prodottonon
conformeagli standarddi sicurezzapertinenti.

Advertencia De Modificación Del Producto

LosproductosdeHigh EndSystemsestándiseñadosy fabricadosparacumplir los requisitosdelasreglamentacionesde
seguridaddelosEstadosUnidose internacionales.Lasmodificacionesal productopodríanafectarla seguridady dejar
al productofueradeconformidadconlasnormasdeseguridadrelevantes.
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製品変更に対する警告

High End Systems 製品はアメリカ合衆国及び、国際安全基準の必要条件を満たすよう設計及び製造されてい
ます。この為、製品に対する変更は安全に対して影響を及ぼす場合及び、関連安全基準に満たない状態にす
る場合があります。

Important Safety Information

Instructionspertainingto continuedprotectionagainstfire, electricshock,andinjury to personsarefoundin Safety
Warnings(p.429).

Pleasereadall instructionsprior to assembling,mounting,andoperatingthisequipment.

Important: Informations De Sécurité

Lesinstructionsserapportantà la protectionpermanentecontrelesincendies,l'électrocutionetauxblessurescorporelles
setrouventdansInformationsImportantesSurLa S�curit� (p.430).

Veuillezlire touteslesinstructionsavantd'assembler, demonteroud'utilisercetéquipement.

Wichtige Sicherheitshinweise

SicherheitsanleitungenzumSchutzgegenFeuer, elektrischenSchlagundVerletzungvonPersonenfindenSiein Wichtige
HinweiseFür IhreSicherheit(p.430).

Vor derMontage,demZusammenbauundderInbetriebnahmediesesGerätsalleAnleitungensorgfältig durchlesen.

Informazioni Importanti Di Sicurezza

Le istruzionisullaprotezionedaincendi,folgorazioneeinfortunisonocontenutenellSezione33.5,«ImportantiInformazioni
Di Sicurezza».

Si pregadi leggeretuttele istruzioniprimadi assemblare,montareeazionarel'apparecchiatura.

Informacion Importante De Seguridad

Enel InformaciónImportanteDeSeguridad(p.431) seencuentraninstruccionessobreproteccióncontinuacontraincendios,
descargaeléctricay lesionespersonales.

Lea,por favor, todaslasinstruccionesantesdelensamblaje,montajey operacióndeesteequipo.

重要な安全に関する情報

継続した火災、感電、及び、人の負傷からの保護に関する指示は、安全に関する情報 (p.433) を参照して下さ
い。

この装置を組み立て、設置、操作等を行う前に全ての指示を読んで下さい。

Warranty Information

Limited Warranty: Unlessotherwisestated,yourproductis coveredby aoneyearpartsandlabourlimited warranty. It
is theowner'sresponsibilityto furnishreceiptsor invoicesfor verificationof purchase,date,anddealeror distributor. If
purchasedatecannotbeprovided,dateof manufacturewill beusedto determinewarrantyperiod.

Returning an Item Under Warranty for Repair: It is necessaryto obtainaReturnMaterialAuthorization(RMA)
numberfrom yourdealeror pointof purchaseBEFOREany unitsarereturnedfor repair. Themanufacturerwill make
thefinal determinationasto whetheror not theunit is coveredby warranty.

Any Productunit or partsreturnedto High EndSystemsmustbepackagedin asuitablemannerto ensuretheprotection
of suchProductunit or parts,andsuchpackageshallbeclearlyandprominentlymarkedto indicatethatthepackage
containsreturnedProductunitsor partsandwith anRMA number. Accompany all returnedProductunitsor partswith a
writtenexplanationof theallegedproblemor malfunction.ShipreturnedProductunitsor partsto: 2105Gracy Farms
Lane,Austin,Texas78758,USA.
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Note:FreightDamageClaimsareinvalid for productsshippedin non-factoryboxesandpackingmaterials.

Freight: All shippingwill bepaidby thepurchaser. Undernocircumstanceswill freight collectshipmentsbeaccepted.

REPAIR OR REPLACEMENTAS PROVIDED FORUNDERTHIS WARRANTY IS THE EXCLUSIVE REMEDY
OF THE CONSUMER.HIGH END SYSTEMS,INC. MAKES NO WARRANTIES,EXPRESSOR IMPLIED, WITH
RESPECTTOANY PRODUCT,AND HIGH ENDSPECIFICALLY DISCLAIMS ANY WARRANTY OFMERCHANT-
ABILITY ORFITNESSFORA PARTICULAR PURPOSE.HIGH ENDSHALL NOT BELIABLE FORANY INDIRECT,
INCIDENTAL ORCONSEQUENTIAL DAMAGE,INCLUDING LOSTPROFITS,SUSTAINED ORINCURREDIN
CONNECTIONWITH ANY PRODUCTOR CAUSEDBY PRODUCTDEFECTSOR THE PARTIAL OR TOTAL
FAILURE OF ANY PRODUCTREGARDLESSOF THE FORM OF ACTION, WHETHERIN CONTRACT, TORT
(INCLUDING NEGLIGENCE),STRICTLIABILITY OROTHERWISE,AND WHETHERORNOT SUCHDAMAGE
WAS FORESEENOR UNFORESEEN.

Warrantyis void if theproductis misused,damaged,modifiedin any way, or for unauthorizedrepairsor parts.This
warrantygivesyouspecificlegal rights,andyoumayalsohaveotherrightsspecificto your locality.

Third Party Software Acknowledgements

AMD: ThisproductusestheCatalystfglrx drivers.

Boost:TheproductincludeBoostsoftwaredistributedundertheBoostSoftwareLicense,Version1.0,ht-
tp://www.boost.org/LICENSE_1_0.txt.

Botan: Thisproductincludessoftwaredevelopedby theBotanProjectandits contributors.Copyright � 1999-2005The
BotanProject.All rightsreserved.

Libtar: Thisproductincludessoftwaredevelopedby theUniversityof Illinois Boardof TrusteesandMark D. Roth.
Copyright � 1998-2003Universityof Illinois Boardof Trustees.Copyright � 1998-2003MarkD. Roth.All rightsreserved.

QT: TheQt GUI Toolkit is Copyright (C) 2011NokiaCorporationand/orits subsidiary(-ies).Contact:NokiaCorporation
(qt-info@nokia.com).Qt is availableundertheLGPL version2.1(GNU LesserGeneralPublicLicenseversion2.1).

X11(TM) and X Window System(TM): is a trademarkof TheXFree86Project,Inc.

XFr ee86:is a trademarkof TheXFree86Project,Inc.

Xorg: Xorg is copyright software,providedunderlicensesthatpermitmodificationandredistributionin sourceandbinary
form without fee.Xorg is copyright by numerousauthorsandcontributorsfrom aroundtheworld. Licensinginformation
canbefoundathttp://www.x.org. Referto thesourcecodefor specificcopyright notices.
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Declaration of Conformity
Accordingto ISO/IECGuide22andEN45104

High End SystemsManufacturer's name:

High End SystemsDistributor's name:

2105 Gracy Farms Lane, Austin TX 78758, USADistributor's address:

Declaresthattheproduct:

Hog 4Product Name:

AllProduct Number:

AllProduct Options:

Conformsto thefollowing EECdirectives:

73/23/EEC, as amended by 93/68/EEC

89/336/EEC, as amended by 92/31/EEC and 93/68/EEC

Equipmentreferredto in thisdeclarationof conformitywasfirst manufacturedin compliance
with thefollowing standardsin 2002:

EN60950:2000Safety:

EN55103-1:1996 (E2)EMC:

EN55103-2:1996 (E2)

I, theundersigned,herebydeclarethattheequipmentspecifiedaboveconformsto theabove
DirectivesandStandards.

KennethStuartHansen,ComplianceEngineer

30June2012
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Section 1: Getting Started

1.1 About this Manual

ThismanualdescribestheHog4OSasit pertainsto theHog4 rangeof consoles(Hog4, Full
Boar4, RoadHog4, HedgeHog4 NanoHog4, andHog4PC).

Someof theinformationcontainedin thismanualwill only applyto specificconsolesin theHog
4 family but thatinformationwill beclearlyidentifiedasconsolespecific.

In thismanualtheword ‘key’ is usedto indicateahardwarebuttonon theconsole'sfront panel.
For example:‘presstheEnter key’. Theword ‘button’, whenusedin thismanual,refersto
‘virtual’ buttonsthatcanbepressedon thetouchscreensor clickedonwith theTrackballor
mouse.

Thismanualcanbereadin any orderbut if youhaven'tusedaHog4 consolebeforeyoumay
wantto startwith theHog 4OSFundamentals(p.21)

Youcanopenyourconsole'sbuilt in UserManualatany timeby pressingtheHelpbuttonon
theWindow ControlToolbar, at thetopof theright-handscreen.

1.2 Manual Symbols

Thefollowing formattingconventionsareusedin thetext of thismanual:

XXXX - text thatis italicizedandunderlinedindicatesa referenceto a termin theglossary.

XXXX - darkredtext indicatesthenameof aninterfaceelementsuchasabutton,key, or window.

[XXXX] - darkredtext insideasetof bracketsindicatesabuttonthathasa labelspecificto the
show thatis createdby theconsoleor theuser.

XXXX- darkbluetext indicatesinformationthatyoushouldliterally input into theHog4OS
verbatim.

[XXXX] - darkbluetext insideasetof bracketsindicatesthemanualis only describingthetype
of informationthatyoushouldinput into theHog4OS.

XXXX, XXXX, XXXX- darkredtext separatedby commasindicateskey or buttonpressesthatare
sequential.

XXXX + XXXX - darkredtext followedby + indicatesakey or buttonpressthatis helddown
while thesecondkey or buttonis pressed.

XXXX → XXXX → XXXX - darkredtext mixedwith arrows indicatesasequenceof operations
thatnavigateyou throughwindowsandtoolbars.
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Youwill alsofind importantor usefulinformationhighlighted:

! Caution

Information regarding potetial hazards to the equipment or your person-
nel.

» Important

Information regarding items require special attention.

Tip

Information to help you be more productive in your programming.
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Section 2: Hog 4OS Fundamentals

2.1 The Command Line

Themajorityof userinput into theHog4 OperatingSystemis handledthroughthecommand
line. Keystrokesandbuttonpressesaccumulateon theCommand Line Toolbar whereusers
build executablecommandssuchasrecordingacue.In somecasescommandline entriesare
executedimmediatelybut in mostcasesyoumustpressEnter to confirmthatthecommandis
completeandreadyto beexecuted.To removeany unwantedkeystrokesfrom thecommandline
pressBackspace once.To completelyclearthecommandline double-pressBackspace.

2.1.1 Command Line Syntax

Thebasicorderandstructureof theHog4OScommandlinesyntaxis:Source,Mask,Command,
Options,Destination.

• Source:Thesourceis theobjectwithin theshow thatyouwantto takedata
from. It mightbeapalette,scene,cue,or theeditableeditor. With mostcom-
mandsthesourceobjectis notmodified.

• Mask: TheMaskis afilter for whenyouonly wantsomeof thedatafrom that
object.Therearetwo typesof mask:afixturemaskspecifiesonlydatafor certain
fixtures(for exampleCyberlight1); akind maskspecifiesonly datafor certain
kinds(for exampleColour, Beam).If nomaskis specifiedthentheentirecon-
tentsof thecurrentactiveeditorareincludedin thecommand.

• Command: TheCommandis theoperationyouwantto perform.Commands
includeCopy, Record,Delete,Move,Merge,Knockout.Someof theseonly
needasourceto bespecified,othersonly needadestination,but they all have
thesamesyntacticalform.

• Options: Thebehaviourof somecommands(for exampleRecord)canbealtered
with options.Theseusuallyappearonapopuptoolbaroncethecommandkey
is pressed.

• Destination:Thedestinationis theobjectthatwill beaffectedby thecommand.
Again it mightbeapalette,cue,sceneor theeditableeditor. If thedestination
alreadyexists,andtheactionto take is unclear, thenyouwill beaskedwhat
theconsoleshoulddo.

Someexamplesof commandline syntaxareshown below. Notethatafinal pressof theEnter
key is requiredto tell theconsoleto thecommandis completeandreadyto beexecuted.
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Figure 2.1. The Command Line

CommentsDestina-
tion

OptionsCommandMaskSource

Records a position palette
to location 1 in the posi-
tion palette directory. No
source is given, so the
content of the current ed-
itor is assumed.

Position 1Record

The Replace option (on
the Record Options Tool-
bar) ensures that the new
palette replaces the previ-
ously recorded palette.

Position 1ReplaceRecord

The Copy command takes
the Position 1 palette as
its source.

Position 2CopyPosition1

This example combines
using a source and a re-
cord option.

Position 2ReplaceMovePosition 1

Here Group 2 acts as a
mask for the record com-
mand, so that only fix-
tures in Group 2 are recor-
ded into the Position 3
palette.

Position 3RecordGroup 2

Here the parameter val-
ues of fixtures in Group 3
are copied from Cue 1 to
Cue 5. The Position option
applied to the copy com-
mand means that only
position parameters are
included.

Cue 5PositionCopyGroup 3Cue 1

Tip

The text of the command line turns red if your syntax is not valid.

2.1.2 The Status Bar

To theright of thecommandline is theStatus Bar.

Figure 2.2. The Status Bar
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TheStatusBargivesyoubasicinformationaboutthestatusof theconsoleaswell asconnected
network items.

Below is a list of thedifferentkindsof datathestatustoolbarcanshow:

ExampleDescription

--- (pointer)

POS (position)

POS, ortho (ortho mode)

The Trackball mode

Page 1The name of the current page

Programmer

Cue 3

The current editor

Master 4The currently chosen master

The network is working normally.

Consoles are syncing show data.

Connected DP8000's need a software
upgrade.

There is a problem with the network.

The network status

16:28The current time in hours and minutes.

2.2 The Graphical User Interface

In additionto theconventionalcommandline, theHog4OSusesagraphical user interface
similar to thosefoundonpersonalcomputers.

Theadvantagesof thegraphicaluserinterfacearefar-reaching,andwill becomefully apparent
asyougetmorefamiliarwith Hog4OS.

Key featuresof the GUI are:

• Youcanwork with on-screencontrolsandwindowsusingthetouchscreenor
throughapointercontrolledby thebuilt in Trackball,or anexternalmouse.
Left-clicking themouseis thesameastouchingthescreenandis usedfor se-
lectingor activatingcontrols,while right-clickingbringsupacontext-sensitive
rangeof menuoptions.

• TheSoftKeysadjacentto thetouchscreensprovideanothermethodof accessing
functions,changingto matchwhichever toolbar is dockedalongthatedgeof
thescreen.

• Thegraphicalenvironmentishighlycustomisable,givingyoucompletecontrol
of theconsoleandindividualwindow layout.For example,youcanrearrange
columnheadersin list windows (e.g.theCuelist andProgrammer windows)
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toprioritiseinformationthatismostpertinenttoaspecificshow oruser. Inform-
ationdisplayedcanalsobesortedor filtered.Whenauserlogsout thesepref-
erencesandsettingsarestored,andretrievedagainon loggingin.

2.2.1 Window Management

Opening Windows

Windowscanbeopenedin four ways:

• From a Toolbar: Somewindowsmayhaveadedicatedbuttonthatcanbe
pressed;theProgrammer, for example.

• With the Open Key: To openawindow usingconsolekeys,holddown Open
andpressthewindow'sassociatedkey or button.For example:

• Open + Position : opensthePositionDirectorywindow.

• Open + List : openstheCuelistDirectorywindow.

• Open + Choose : openstheCuelistwindow for thechosen
master.

Youcanalsoholddown theOpen key to gainaccessthesecondlevel of the
maintoolbarwith buttonsfor many of theconsole'swindows,suchastheOutput
andParkedwindows.

• From the CommandLine: Youcanspecifythewindow to beopenedusing
thecommandline, andthenpresstheOpen key. For example:

• Position 5 Open : openstheeditorwindow for Position
Palette5.

• Cue 4 / 8 Open : openstheeditorwindow for Cue8 in
thecuelistonMaster4.

• DoublePressingKeys:Youcanalsoopensomewindowsby double-pressing
theappropriatekey:

• Position, Position : opensthePositionDirectorywindow.

Tip

If you prefer not to use the double-press shortcut to open windows, then
assign the double-press time to zero to disable it: see Keys and Button
Preferences (p.96).
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Closing Windows

Windowscanbeclosedusingthewindow'sClosebutton(markedwith across,at theright hand

endof its title bar),bypressingOpen + Backspace, orwith theClose button ontheWindow
Control Toolbar.

Fronting, Resizing and Moving Windows

Youcanopenasmany windowsasyouwish,but youcanonly work in oneata time.To work
in awindow make it thefrontmostby clicking or pressingthetouch-screenwithin it, or usethe

Focus buttonon theWindow Control Toolbar. Thewindow's title barwill turnblueto
show thatthewindow is frontmost;otherwiseit is grey.

Windowsandtoolbarscanbeplacedany wherewithin theconsole'sinternaltouch-screens,or
on the(optional)externaldisplays.

Youcanmoveandresizewindowsusingkeys andbuttons,or by usingthemouseor trackball.

Using Keys and Buttons

TheWindow Control Toolbar sitsatthetopof theright-handtouchscreen,andprovidesaquick
andeasyway to manipulatewindows. Its functionsarealsoavailableaskeyboardshortcuts.
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ShortcutFunctionButton

Page Up, Page Down, Page Left and Page Right scroll
the currently selected window. The cursor isn't
moved.

Open + [slash]Copy creates a copy of the selected window. This is
helpful when you need to view two parts of the same
window at once.

Open + [plus] or
[minus]

Size rotates through a range of set positions and
sizes for the selected window within its current
screen. The options are full screen, and top, bottom,
left and right half and quarter screens. Holding down
the Pig key while pressing Size rotates through the
options in the reverse order.

Open + @Move Screen moves the selected window between
touch-screens and external displays.

Open + FullMaximise toggles the size of the currently selected
window between full screen and its previous size.

Open + ThruFocus switches between windows in turn, bringing
each to the front.

Open + .The unlock button allows the positions and sizes of
all windows to be changed by the Trackball or mouse
(but not the toolbar buttons). Windows are unlocked
when this button is enabled.

Open + BackspaceClose closes the frontmost window.

Using the Mouse or Trackball

To moveawindow, click andholdon thewindow's topstatusbarwhilst draggingit to its new
position.To movea toolbarclick andhold its left-handedgeanddragto its new position.

Windowscanberesizedby clicking andholdingoncornersuntil theresizearrow appears.You
canthendragthecornerto make thewindow biggeror smaller.

Notethatyoucanonly usethemouseor Trackballto moveandresizewindows if youhaveun-

lockedthemwith theLock buttonon theWindow Control Toolbar. Keepingthewindows
lockedis usefulwhenusingthetouchscreens,sothatyoudonotaccidentallydragor resize
windowswith their title barsor borders.Youcanstill moveandresizewindowswith thebuttons
on thetoolbar.
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Scrolling Window Contents

Whenawindow'scontentsis toogreatto fit insidethewindow, scrollbarsappearalongtheright
andbottomedgesof thewindow. Youcanscroll by pressingor clicking andthendraggingon
thescroll bar'sslider, or by pressingor clicking on thearrowsat theendsof thescroll bar.

In addition,youcanscrollwindow contentsby holdingdown theOpen key andusingthe
Trackball,I-Wheelor parameterwheelsto scroll.

Desktop Views

Figure 2.3. The View Toolbar

Desktopviewsallow youto storearrangementsof windowsfor quickaccesssoyoudonothave
to re-openandre-arrangewindows to performspecifictasks.For example,youcouldcreatea
programmingview thatshowsthegroup,paletteandeffectsdirectoriesalongwith theProgram-
mer window. A playbackview coulddisplaythecuelistandscenedirectories,andtheOutput
window.

Desktopviewsaremanagedby theView Toolbar at thetopof theleft-handtouchscreen(see
Figure2.3,“The View Toolbar” ) andtheViews Directory (seeFigure2.4,“The ViewsDirect-
ory” ). YoucanopentheViews Directory by holdingdown theOpen key andpressingtheView
buttonon theView Toolbar.

Figure 2.4. The Views Directory

Tip

When you create a new show, it automatically contains desktop views
for palettes, cuelists, output and the Programmer.

Recording a Desktop View

To recordadesktopview usingtheView Toolbar:
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1. Arrangetheconsole'swindowsasyouwantthemstoredin thedesktopview.

2. Hold down theRecord key andpressoneof thenumberedbuttonson the
View Toolbar.

Naming a Desktop View

To nameadesktopview usingtheView Toolbar:

1. PresstheSet key togetherwith theappropriatebuttonon theView Toolbar.
TheQuickname window will open.

2. Enteraname,andclick onOK.

To nameadesktopview usingtheViews Directory:

1. Open + View : openstheViews Directory.

2. Selectthebuttonfor theview youwantto name.MakesurethattheGuard
buttonis depressed,otherwiseyouwill activatetheview insteadof justselect-
ing it.

3. PresstheSet key. TheQuickname window will open.

4. Enteraname,andclick onOK.

Tip

You can also assign view names, and add comments to them, in the
spreadsheet view of the Views Directory. SeeDesktop View Options (p.28).

Recalling a Desktop View

Youcanrecalldesktopviews in two ways:

• With the View Toolbar: locatedat thetopof theleft handscreen.Theviews
eachhave their own button,andareloadedin pagesof tenontothetoolbar.
Youcanloadthenext pageby pressingtheNext buttonat theright handend
of thetoolbar, while Pig + Next loadsthepreviouspage.

• With the Views Directory window: presstheview'sbuttonin theViews
Directory window. MakesurethattheGuard buttonisnotdepressed,otherwise
youwill only selecttheview, ratherthanactivatingit.

Desktop View Options

By default,whenyou recallonedesktopview it replacesthepreviousone,sothatall windows
notpartof thenew view areclosed.However, youcansetviewssothatthey areadditiveinstead:

1. Open + View : openstheViews Directory.

2. Selectthedirectory'sspreadsheetview.

3. Selecttheview'scell in theAdditive column.
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4. PresstheSet key to togglebetweenYes andNo.

Figure 2.5. The Views Directory in Spreadsheet View

Deleting a Desktop View

To deleteadesktopview usingtheView Toolbar:

1. Hold down theDelete key andpresstheappropriatebuttonon theView
Toolbar.

2. PressOK to confirm.

To deleteaview usingtheViews Directory:

1. Open + View : openstheViews Directory.

2. Checkthatthedirectory'sGuard buttonis depressed,sothatyoucanselect
buttonswithin thedirectorywithoutactivatingthem.

3. PresstheappropriatedirectorybuttonandthentheDelete key.

4. Click OK to confirmthedelete.

Tip

If you prefer not to be asked to confirm the delete action, select Don't
Ask Me Again in the confirmation window. You can reenable the confirm-
ation by going to Setup → Preferences → Programming and selecting
Confirm before deleting directory items.

2.3 Abstraction

A key advantangeto theHog4OSis thatyoudon'thaveto worry aboutthetechnicalitiesof how
eachlighting manufacturerimplemtentsthefeaturesof their lighting fixturesbecausetheHog
4OSactsasa layerbetweenyouandthelighting hardware,automaticallyconverting‘abstract’
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ideasof intensity, colour, andsoon into thespecificinstructionsthatthefixturesneed,defined
by theirDMX protocol.

2.3.1 Referring to Fixtures

TheHog4OStreatseveryfixtureasasingleentity. Everyfixture is assignedausernumberthat
allowsuserstoeasilyrecallafixtureandmanipulateit's featuresetnomatterhow many parameters
it has.For moreinformationongiving yourfixturescustomusernumbers, seeModifyingthe
UserNumber(p.119).

Hog4OStreatsconventionallights,consistingof aluminairecontrolledbyadimmer, asaspecial
kind of fixtureknown asa ‘deskchannel’.A deskchannelhasonly oneparameter:intensity.

2.3.2 Real World Units

Fixtureparametersaredescribedasfaraspossiblein realworld units.For example,rotationis
describedin degreeswhile chasesaredescribedin beatperminute.Thisspeedsupprogramming
andallowsfixturesof differenttypesto beselectedandadjustedat thesametime: for example,
youcanassignseveralfixturesof differenttypesto all strobeat10Hz withouthaving to worry
aboutthedifferentDMX valuesrequiredby eachfixture to achieve this.Hog4OSwill giveyou
thebestpossiblematchbetweenfixtures;theonly limitationsarethoseof thefixturesthemselves.

2.3.3 Complex Parameters

SomefixturesputmorethanoneparameterontoasingleDMX address.For example,afixture
mightuseDMX valuesin therange0-127for intensity, 128-250for strobe,and251-255for
fixture reset.TheHog4OSseparatessuchfunctionsinto independentparameters,sothatyou
donotneedto rememberthedetailedworkingsof aparticularfixture; in theexamplegiven
above, theintensity, strobeandresetfunctionsall appearasseparateparameters,sothereis no
possibilityof goingfrom strobeinto reset.With parametersthatshareaDMX address,changing
thevalueof onewill overridethevalueof all theothers,sincetherecanonly beoneDMX value.
In thecaseof ourexample,assigningastrobespeedwill overrideany intensityvalue;theconsole
will show a~ in placeof theintensityvalueto indicatethatthishashappened.

2.3.4 Interchangeable Fixtures

Any fixturealreadyprogrammedinto ashow canbereplacedby afixtureof adifferenttypeat
any timeandHog4OSwill asfaraspossibleconvert theprogrammeddatato applyto thenew
fixture type.If thenew fixturehasmorelimited capabilitiesthantheold one,this is handledas
gracefullyaspossible.For moreon replacingfixtures,seeChangingtheFixtureType(p.115).
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2.4 Tracking

All Hog4 familyconsolesaretrackingbydefaultwhichmeanstheHog4OSrecordsonlychanged
cuedatainto cuesandscenesallowing unchangeddatathatwasrecordedin previouscuesand
scenesto trackthroughuntil a changeis recordedfor thatparticularfixtureparameter.

Below is anexampleof how aseriesof cuesmightbeseenby aviewing audience:

CBAFixture:

10050100Cue 1

5025100Cue 2

7575100Cue 3

With anon-trackingconsole,eachvaluewouldhave to berecordedinto eachcueasdisplayed
above.However, with a trackingconsolesuchastheHog4, theonly datathatreallyneedsto be
recordedis muchsimplerasshown in thetablebelow:

CBAFixture:

10050100Cue 1

100Cue 2

75Cue 3

As youcanseefixtureA only hasto berecordedat100%in cue1 becausethatvaluewill track
all theway from cue1 to cue3. On theotherhand,sincefixturesB andC changevaluein each
cue,thetrackingconsoleneedsto haveuniquevaluesrecordedin eachcue.

Whendiscussingthecontentsof acueor thestateof playbackonstage,thefollowing termsare
commonlyused:

• Hard Values/ TouchedValues:Valuesprogrammedinto thecurrentcue

• TrackedValues/ Transparent Values:Valuesassigned

• State:Thesummationof bothtrackedandhard-codedvaluesin playback.The
Hog4OSautomaticallyrecallsthestateof any cueregardlessof whetheror not
thecuelistwasplayedin order;thisallowsallowstheconsoleoperatorto jump
aroundandplaycuesoutof orderwhile preservingtheway thecuewasmeant
to look.

2.5 HTP and LTP

Taditionaltheaterdesksthatarenotdesignedto handlemoving lightswill work onaHighest
TakesPrecedence(HTP)basis.Thismeansthatif afixture'sintensityis beingcontrolledby two
differentpartsof theconsole,suchasaplaybackandasubmaster, theintensitywill beat the
highestof thetwo levels.Forexample,if in theplaybackfixture1 isat50%,andin thesubmaster
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it is at100%,thenthelevel seenonstagewill be100%.If thesubmasteris reducedto 40%,then
theon-stagelevel will be50%,becausethelevel in theplaybackis higherandwill takepreced-
ence.

Thissystemgenerallyworkswell for non-moving light consoles,but moving lights introducea
problem.Parametersotherthanintensitydon'thave ‘higher’ and‘lower’ values:acolourof red
is nothigheror lower thangreen,andapanof 50%is nothigheror lower thanoneof 20%.
Workingwith moving lightsneedsanew way to decidetheprecedence,calledLatestTakes
Precedence(LTP).

With thissystem,thefixtureparametersareat thevaluethey havebeenmostrecentlyassigned.
In ourexample,moving thesubmasterto 40%wouldresultin a level of 40%,becausethis is the
latestinstructionandwill takeprecedence.Thesubmasterwouldeffectively ‘grab’ controlof
theparameterfrom theplayback.Of course,runninganothercuein theplaybackmightgrabit
backagain.

Many moving light consolesuseHTPfor intensityandLTPfor all otherparameters.By default,
Hog4OSusesLTP for all parameters,but youcanassignindividual cueliststo useHTP for in-
tensities(all otherparametersarestill LTP); seeUsingHTP andLTP (p.265).

2.6 Colour Matching

Fixturesof differenttypesusedifferentmethodsto performcolourmixing. Sendingthesame
parametervaluesto fixturesof differenttypesmightproduceadifferentcolouroneachtype.
For example,sendingC=50%,M=50%,Y=0% will alwaysproduceashadeof blue,but it'll be
adifferentbluewith differentfixture types.

Usually, youhave to compensatefor this yourselfby manuallycreatingcolourpalettesby eye
toproducesimilarcoloursonall fixturetypes.Thisisatimeconsumingprocess,andlaterrestricts
you to usingthepalettesyouhavealreadysetup.

TheHog4OS'scolourmatchingsystemprovidesanew way to choosecolours,without these
problems.

2.6.1 Colour Models

Traditionally, colourmixing fixturesusetheCMY (Cyan,Magenta,Yellow) systemto uniquely
defineeachcolourthey canproduce.With theincreasingpopularityof LED fixtures,theRGB
(Red,Green,Blue)systemisalsobecomingmorecommon.Thesetwosystemsarecalled‘colour
models’.Any colourcanberepresentedequallywell by eitherof thesetwo colourmodels- they
arejustdifferentwaysof conveying thesameinformation.Many othercolourmodelsexist,
perhapsthemostusefulof which (for lighting control,anyway) is theHSI (Hue,Saturation,In-
tensity)system:

Hue: This is thetermusedto specifythecolourspositionin thepossiblerange
acolours,from red,goingthroughyellow, green,cyan,blueandmagenta,and
finally returningto red.As therange‘wrapsaround’,youcanvisualiseit asa
circlewith thecolourspositionedaroundtheedge,with redat thetop,greenat
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thelower right, blueat thelower left, andtheintermediatecoloursin between.
Theanglebetween0 and360degreesspecifiesthehueof thecolour:redhas
ahueof 0 degrees,yellow hasahueof 60degrees,andcyanhasahueof 180
degrees;seeFigure2.6,“The HSIColourWheel”.

Saturation: This is how ‘strong’ or ‘pale’ thecolouris. Palecolourshave low
saturations,while strongcolourshavehighsaturations.Saturationis specified
asapercentagebetween0%(white)and100%(thestrongestpossiblesaturation).

Intensity: This is simply ameasureof how muchlight is beingemitted,from
0%(black)to 100%(thebrightestpossible).This is identicalto thedimmer
controlonmostfixtures.

Figure 2.6. The HSI Colour Wheel

With thesethreepiecesof information(hue,saturationandintensity),everypossiblecolourcan
berepresented.As mostfixturesalreadyfeatureadimmerto controltheintensity, it is only ne-
cessaryto specifytheHueandSaturationto uniquelyrepresentany colour.

The Hue and Saturation of White Light

Whiteisdefinedasthecolourwith 0%saturation;thehuedoesn'tmatter. However, while tungsten
andarclampsbothproduce‘white’ light, whenyoucomparethemsideto sidetheir coloursare
considerablydifferent.Thetungstenlamphasa ‘warmer’colourwith ahigherredandyellow
content,while arclampsusuallyhavea ‘cooler’ light with morebluein it. Oneversionof white
is notmore‘correct’ thantheother, soeithermaybechosento bethereferencepointdepending
on thesituation.In a theatricalenvironmentwheretungstensourcesaremorecommontungsten
white is likely to bemostappropriatebase.In otherenvironmentspredominantlyusingarc
sources,it will bemoreconvenientto usearcwhite;for informationonchangingthewhitepoint,
seeUsingColourMatching (p.135).
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2.6.2 The Colour Matching System

TheHog4OS'scolourmatchingsystemisbasedonafixturelibrary thatcontainscolourcalibration
datafor thefixturetypesin use.Thiscalibrationensuresthatfixturesof differenttypescaneasily
beassignedto thesamecolour, includingto achosendefinitionof ‘white’. It canalsobeused
for fixturesthathavenotbeencalibrated,but thecoloursthatwill beproducedmaynotmatch
thecoloursfrom fixturesthatdohavecalibrationdata.

Youcanchoosecoloursusingtheparameterwheelsto assigncyan,magentaandyellow values
or hueandsaturationvalues,or youcanusetheon-screenvisualcolourpicker; seeTheColour
Picker (p.136).

It is preferableto programusingHueandSaturationwheneverpossible.Theadvantagesare:

• SelectingcoloursusingHueandSaturationor thecolourpickerwill produce
thesamevisualcolouroutputonall calibratedfixture types.

• YoucanusefanningandeffectsonHueandSaturationto produceattractive
looksquickly.

• WhenyouuseHueandSaturationtopickacolour, Hog4OSwill automatically
usethebestpossibleDMX valuesettingsfor eachfixture typeto achieve
maximumlight outputfrom eachfixture.

• Youcancrossfadefromasaturatedredtoasaturatedgreenwithoutthesaturation
changing.Thecrossfadewill work throughall thesaturatedcoloursbetween
redandgreen,ratherthantakinganunexpectedpathto getthere,ascanhappen
whenusingCMY programming.

• CrossfadesbetweencoloursrecordedusingHueandSaturationwill remain
matchedonall fixturesthroughtheprogressof thecrossfade.Thisproducesa
better, moreeven-lookingcolourcrossfade.

Tip

It is strongly recommended that you do not change between the HSI and
CMY systems within a show.

2.7 Palettes and Directories

Paletteshelpto simplify theprogrammingprocessby allowing pre-definedlighting ‘elements’
to becreatedandthenusedasrequired.Onceyouhavecreatedapalette,suchasaparticularset
of positionsettingswith moving lights,youcanrecallthosesettingsinstantly, andrecordthem
into cues.Palettesarestoedin windowscalleddirectories.

A greatadvantageof palettesis thatwhenyou recordacueusingthepalette,thecuecontainsa
referenceto thepalette,ratherthantheparametervaluesthatthepalettecontains.If, later, you
changethepalettethenall cuesthathavebeenrecordedusingthepalettearealsochanged.This
is especiallyusefulif, for example,thepositionof apieceof setonstageis moved,andmoving
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lightshavebeenprogrammedto light it. Thepalettecanbeupdatedonceto accommodatethe
change,ratherthanin everycue.For moreinformation,seePalettes(p.153).

Palettesallow intensity, position,colourandbeamparametersto berecordedaseasilyaccessible
‘building blocks’ to beusedwhenprogramming.Palettesarestoredin classifieddirectories.For
generalinformationonworkingwith directories.

Whenyouuseapalettetoassignparametervaluesin theProgrammer, andthenrecordthecontents
of theProgrammerasasceneor cue,theHog4OSrecordsa referenceto thepaletteratherthan
numericalvaluesfor theparameters.Duringplayback,theconsolerefersto theparametervalues
storedwithin thepalettewhenoutputtingcuedatato thestage.Becauseof thisreferencing,when
youmodify apalette'scontent,thecuesandscenesthatwereprogrammedusingit will, in effect,
beautomaticallyupdatedwith thenew values.Thepaletteis saidto be‘referenced’in thecue.
This is averypowerful featurethatallowsyou to makeglobalchangesto theshow verysimply
andquickly, ratherthanhaving to re-programeverycueindividually.

If youwish to makeapalettethatis justaprogrammingtool, wherelaterchangesto thepalette
will not causecues,scenesandotherpalettesrecordedwith it to beupdated,thenyoucanuse
directpalettes.With directpalettes,actualparametervaluesareplacedinto cues,ratherthan
references.SeeDirectPalettes(p.162).

Tip

Hog 4OS can automatically generate a useful set of palettes based on
the fixtures in your show: see Creating Palettes and Groups Automatically
(p.116).

Directorywindowsgiveyouquickaccessto groups,palettes,scenes,cuelistsandsoon,andthey
all work in essentiallythesameway.

Figure 2.7. A Typical Directory
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Figure2.7,“A TypicalDirectory” showsa typical directory. Themainpartof thewindow is
filled with largebuttons,usedto accessthegroup,palette,scene,cuelistor page,aswell asdis-
playingtheir namesandsomeotherkey information:

DescriptionApplies ToDisplay

Shows the parameter types recorded in the palette.
I = intensity, P = position, C = colour, B = beam,
E = effect, T = time. See
Recording Palettes with Kind Masking (p.159).

Palettes. . C .

The palette is a direct palette. See
Direct Palettes (p.162).

Palettes

The palette contains references to other palettes.
See Reference Palettes (p.162).

Palettes

The palette is the Highlight Palette. See
Customising Highlight (p.244).

Palettes

The palette is the Lowlight Palette. See
Customising Highlight (p.244).

Palettes

The cuelist is a chase. See
Using a Cuelist as a Chase (p.276).

Cuelists

The cuelist has timecode active. See MIDI (p.303).Cuelists

The cuelist has clock triggers that are enabled. See
Clock Triggers (p.214).

Cuelists

The page is the template page. See
The Template Page (p.296).

Pages

The page has a Restore Activity macro defined.
SeeRestoringActivityWhenChanging Pages (p.293).

Pages

Youcanrenametheselectedbutton(with theredborder)by pressingtheSet key. Youcanalso
holdSet andpressany buttonto renameit.

At thetopof thewindow therearefour buttonscommonto all directories:

Switches to a spreadsheet view, allowing you to edit attributes of the
items in the directory such as their names. See Spreadsheets (p.39) and
Figure 2.8, “A Typical Directory in Spreadsheet View”.

Reports. This allows you to print the contents of the window.

Configure. This allows you to control various aspects of how the directory
window displays information.

When this is depressed, pressing the directory's buttons does not activate
them. Instead it selects the item and inserts it in the command line.

Guard
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Figure 2.8. A Typical Directory in Spreadsheet View

Tip

You can override the effect of the Guard button by holding down the Pig
key while pressing a directory button.

2.7.1 Automatic Naming of Directory Items

Whenyoucreateor copy adirectoryitem, theconsoleautomaticallygeneratesanamefor the
new item.For example,if youhave two positionpalettesandthemcreatea third, thenew one
will berecordedinto location3 in thedirectoryandnamed‘Position3’. If you thencopy this
positionpalette,thecopy will berecordedinto location4 in thedirectoryandnamed‘Copy of
Position3’.

Youcancustomisehow theconsoleautomaticallygeneratesthesenamesin theDefaultNaming
paneof theUserPreferenceswindow; seeFigure2.9,“The DefaultNamingpaneof theUser
Preferenceswindow”. To opentheDefaultNamingpane:

• Setup → Preferences → Default Naming

To customisethegeneratedlabels:

1. Click or pressonthetext boxfor therequiredtypeof directory(group,intens-
ity, position,andsoon).Labelsfor whenthenew directoryitemis createdby
recordingor by copying arehandledin separatetext boxes.

2. Set, [new label text] , Enter : typein thelabelyouwant.

3. Alternatively, click or presson thearrow at theright handendof thetext box
to geta list of usefullabels.Click on theoneyouwant.

Youcanusespecialtagsto have theconsoleinserttext into thenamefor you,accordingto the
directorynameandthelocationin thedirectory:
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Figure 2.9. The Default Naming pane of the User Preferences window

• &d: thedirectoryname

• &D: thedirectoryname(dynamic)

• &n: thedirectorynumber

• &N: thedirectorynumber(dynamic)

• &o: theoriginal text. This is usedwhenadirectoryitemis copied;theoriginal
text is thenameof theitem thathasbeencopied.

Lowercasetagsareresolvedonceonly, whenthenameis applied,while uppercasetagsremain
unresolveduntil thenameis displayed(known as‘dynamic’). So,pressingSetandenteringthe
nameof colourpalette3 as‘&d &n’ will assignthenameto be‘Colour 3’. If youassignthe
nametobe‘&D &N’, thenamewill alsobeassignedto ‘Colour3’. Thedifferenceis thatmoving
thispaletteto position4 will automaticallycorrectthenameto ‘Colour 4’.

2.7.2 Colour Coding Directory Items

Eachdirectorywindow allowsfor uniquecolourcodingof eachbuttonwithin thedirectory. The
default colourfor new directoryitemsis standardgrey. Whenyoucopy adirectoryitem, the
consolewill automaticallycopy thedirectoryitem'scustomcolouraswell seeFigure2.10,
“Dir ectoryItemColour” .

To customiseadirectoryitem in buttonview:
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Figure 2.10. Directory Item Colour

1. Usingthemouse,right click on thedirectorybuttonto opentheright click
menu.

2. Click ononeof the15optionsshown in Figure2.11,“The PresetColour
Options” to assignthedirectoryitem thiscolour.

3. Alternatively, click onChoose to selectacustomcolourfrom acolourwheel
or click None toselectthestandardgrey colour. Click onAuto tohavepalettes
in theColourdirectoryautomaticallydeterminethebuttoncolorbasedupon
thedominatecolourvaluerecordedin thepalette.

To customiseadirectoryitem in spreadsheetview:

1. SelecttheColourcell andpressSet to openthecolourselectionmenu.

2. Click ononeof the15presetcoloursto assignthedirectoryitem thiscolour.

3. Alternatively, click onChoose to selectacustomcolourfrom acolourwheel
or click None toselectthestandardgrey colour. Click onAuto tohavepalettes
in theColourdirectoryautomaticallydeterminethebuttoncolorbasedupon
thedominatecolourvaluerecordedin thepalette.

Tip

You can select multiple buttons or cells by clicking and dragging to assign
the same colour to multiple items.

2.8 Spreadsheets

Similar to Excelspreadsheets,many windows in theHog4OSsuchastheprogrammer, output
window, andcueeditorsarepresentedasspreadsheets.
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Figure 2.11. The Preset Colour Options

All of thespreadsheetsin theHog4OSshareacommonsetof features:

• To resizea spreadhseetcolumn: Placethecursorover theright-handedgeof
thecolumnheader. Thecursorwill changeto adouble-endedarrow. Click and
dragto resizethecolumn.

• To movea spreasheetcolumn: Click anddragon thecolumnheader.

• To hide a spreadsheetcolumn: Right-clickonthecolumnheader, andchoose
Hide.

• To show a hidden spreadhseetcolumn: Right-clickonacolumnheader, and
choosethenameof thecolumnfrom themenu.

• To sort the spreadsheet:Right-clickonacolumnheaderandselectSort to
sortthespreadsheetby thevaluesin thatcolumn.SelectSort againto thereverse
thedirectionof thesort.Youcanalsoright-click onacolumnheaderandselect
Sub-sort toassignasecondlevelof sorting.Forexample,if yousorttheFixture
window by fixturetype,andsub-sortby Patch,thenall theDeskChannelswill
beshown groupedtogether, in theorderof their patchaddress.
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• To selectall the cellsin a spreadsheetcolumn: Double-clickon thecolumn
headerat thetopof thespreadsheet.

• To selecta singlespreadsheetcell: Click or pressin thecell. Youcanusethe
cursorkeys below theTrackballto changewhichcell is selected.If thecell is
editable,it will havea redborder.

• To selecta rangeof cellsin a spreasheet:Youcanclick or pressandthen
dragacrossa rangeof cellsto selectthemall. Alternatively, youcanclick in
thefirst cell, pressandholdThru, andclick in thelastcell; this is usefulif you
wantto selecta largerangeandneedto scroll thewindow.

• To edit the contentsof cellsin a spreadsheet:Click or pressin thecell and
presstheSet key, or double-clickin thecell. Typein thenew value,andpress
Enter. Thisworksfor bothasingleselectedcell andarange.Cellsthatareed-
itablehavea redborderwhenselected.CellslabeledColourin cuelistsand
sceneswill openthecolourselectiondialogto allow you to colourcodethe
cell.

2.8.1 Compact Mode

In editorwindowssuchastheProgrammer, youcanusecompactmodeto savespaceandget
moreinformationontothescreenwithouthaving to scroll;seeFigure2.12,“A spreadsheetwith
andwithoutCompactMode”. In compactmode,fixturesonly havecolumnsfor theactualpara-
metersthatthey have,ratherthanfor all theparametersof any fixture in theeditor. Theconsole
usesthedisplayspacemoreefficientlyby having multiplecolumnsfor fixture typeswith few
parameters,suchasdeskchannels.

Youcantogglecompactmodeonandoff with theCompactbuttonin thewindow's toolbar.

Figure 2.12. A spreadsheet with and without Compact Mode

Notethatyoucannotsortaspreadsheetthatis in compactmode.

2.8.2 Aggregation

In windowssuchastheProgrammer, it is oftenusefulto keepfixturesof thesametypetogether;
this is known as‘aggregation’. Thespreadsheeteffectively becomesa list of fixturesin fixture
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typeorder, with headingsin thelist separatingeachfixturetype;seeFigure2.13,“A Spreadsheet
with AggregationTurnedOn” .

To useaggregation:

1. Makesurethespreadsheetis sortedby FixtureType:right click on theType
columnandselectSort. If theTypecolumnisn't visible, right click onany
columnheadingandselectType.

2.
Press to opentheConfiguration window.

3. SelectEnable Aggregation.

4. Click onOK.

Notethataggregationis alwayson if thespreadsheetis in compactmode;seeCompactMode
(p.41).

Tip

Aggregation is turned on by default in all editors, such as the Programmer.

Collapsing Aggregated Sections

Youcancollapseaggregatedsectionsto hideall therows in thatsection;seeFigure2.14,“An
AggregatedSpreadsheetWith CollapsedRows”. To collapseanaggregatesection,right click
theblackheadingbarandselectCollapse.

To expandtheaggregationsectionagain, right click thesection'sblackheadingbarandselect
Expand.
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Figure 2.13. A Spreadsheet with Aggregation Turned On

Figure 2.14. An Aggregated Spreadsheet With Collapsed Rows

Priority of Aggregated Sections

Youcanchangethepositionof anaggregationsectionin thelist by alteringits priority. Raising
asection'spriority will make it appearnearerthetopof thespreadsheet.
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To moveanaggregaterow upor down in priority, right click thesection'sblackheaderbarand
thenselectRaise Priority or Lower Priority.

Jumping Between Aggregated Sections

Youcanquicklybringaggregatedsectionsintoview usingtheJumpToolbarlocatedontheupper
right of aspreadsheetwindow, seeFigure2.15,“The JumpToolbar” . Thishasabuttonfor each
aggregationsection;clicking abuttonwill scroll thelist to bring thesectioninto view.

Figure 2.15. The Jump Toolbar

To enablethejump toolbar:

1.
Press to opentheConfiguration window.

2. SelectEnable Jump Toolbar.

3. Click onApply.

Tip

The jump toolbar is turned on by default in all editors, such as the Pro-
grammer.

2.8.3 Cut, Copy and Paste

Youcancopy andpastethecontentsof selectedcells:

• Right-click,andselectCopy or Paste from thecontextualmenu.

Or:

• Pig + Copy : copy.

• Pig + Record : paste.
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2.9 Editors

Editorsarewindowswhereyoucanview andassigntheparametervaluesof fixtures.Themost
importanteditorin theHog4OSis theprogrammerwhichactsasthedefault activeeditorfor
all parameterchangeswhennoothereditorsareopenor active. Individual cues,scenes,and
palettescanall beopennedin editors.Editingparametervaluesworksin essentiallythesame
way for all of editors;seeSelectingFixturesandModifyingParameters (p.125).

Figure 2.16. A Typical Editor

Youcanopenaneditorwindow for any cue,sceneor paletteby holdingdown theOpen key
andselectingit from its directorywindow. Alternatively, youcanusethecommandline:

• Cue 1 Open : opensaneditorfor Cue1 andmakesit editable.

2.9.1 Editor Window Controls

Themainpartof aneditorwindow shows thefixtureparametervaluesin aspreadsheetview,
with eachrow representingasinglefixture; seeSpreadsheets(p.39).

At thetopof thewindow therearethreetoolbarswith buttons:theEditorValuesToolbartoolbar,
theEditorToolbar, andtheJumpToolbar. Thefollowing sectionsdescribethebuttonsthatare
commonacrossall editors;someeditorshaveadditionalbuttonsthatarespecificto thattypeof
editor, andthesearedescribedin therelevantpartof themanual.

The Editor Values Toolbar

TheEditorValuesToolbarhasbuttonsfor: Value,Fade,Delay, Path,Size,Rate,Offset,Length,
Table,andN Shot.Usethesebuttonsto displaythedifferentkindsof informationassociated
with thefixture'sparameters;seeFade, Delay, andPath (p.202).
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The Editor Toolbar

TheEditorToolbarhasthefollowing buttons:

PurposeButton

Press this to make the contents of the editor editable, rather than just
to view it. Instructions given to the command line, or using the para-
meter wheels and I-Wheel, are directed to the editable editor.

In cue editors, press this to see all the parameters that will appear on
stage, including those that have tracked through from earlier cues in
the cuelist. With Show State deselected, only the hard values actually
recorded in the cue are displayed.

Press Show Palettes to see the palette name, rather than the parameter
value; see Palettes (p.153).

Press this to have parameter values changed in this editor fade rather
than snap onto stage; see Fade Changes (p.246).

Press this to toggle compact mode on and off. Compact mode fits more
information into the editor without having to scroll. However, the
column for a particular parameter won't necessarily be aligned across
different fixture types, so sorting is not possible.

Reports. This allows you to print the contents of the window.

Configure. This allows you to control various aspects of how the editor
window displays information.

The Jump Toolbar

TheJumpToolbarhasabuttonfor eachtypeof fixturecurrentlyin theeditor, allowing you to
quickly jump to theparametervaluesfor thattypeof fixture.TheJumpToolbaronly appearsif
aggregationis turnedon; seeAggregation(p.41).

2.9.2 Changing Parameter Values in the Editor

To makechangesto thecontentsof aneditor, youneedto have its Edit buttonselected.Youcan
haveup to eighteditorsopen,but only onecanbeeditableata time,andtheparameterwheels,
I-Wheelandcommandline all operateon thecontentsof thecurrentlyeditableeditor. If you
haveseveraleditorsopenatonce,youcanusetheEdit buttonto determinewhichoneyouare
controlling(evenif it is not thefrontmostwindow) or to ‘lock’ theeditorto preventaccidental
changes.

Tip

When you open an editor, all the fixtures within the editor are automatic-
ally selected. This aids quick editing of cues or palettes. You can also
deselect the Select All on active editor option under the Misc tab of the
preference window so that editors can be opened and closed without
changing fixture selection.
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After youhavefinishededitingacue,sceneor palette,presstheUpdate key to applychanges.
Until youdo this,changeswon'tshow up if yourun thecueor scene,or usethepalette.Theex-
ceptionto this is whenyouareworking in theProgrammer, whentheUpdate key will perform
theAuto Updatefunction;seeAutoUpdate(p.245).

If youholddown theUpdate key, theUpdateToolbarwill appear. Thisallowsyou to select
whichparametertypesarerecorded,whetherchangesshouldtrackforwards,andwhetherrefer-
encesshouldbeallowedwhenrecordingpalettes.SeeStoppingValuesfromTrackingForward
(p.184) andReferencePalettes(p.162).

If youclosetheeditorwithoutupdating,youwill beaskedwhetheryouwantto saveor discard
thechanges,or canceltheclosingof theeditor.

Tip

The name of the current editable editor is shown in the Command Line
Toolbar. By default, it is the Programmer. The name of the item being
edited appears in the title bar of the editor window.

2.10 Modifier Keys

TheHog4 family of consolesall shareacommonsetof usefulmulti-purposemodifierkeysthat
whenhelddown extendthebasefunctionalityof otherkeysandwheelsonthefrontpanelsimilar
way to aShift or Controlkey worksonpersonalcomputers.Thereareseveralmodifierkeysbut
thecoremodifierkeys in theHog4OSarePig,Open,Delete,Backspace,Set,CueandMove.

PigKey Modifier Examples:

1. Pig + I-Wheel : Changeswheelto proportionalintensitymode.

2. Pig + Record : Pastesinformationinto theselectedlocation.

Pig Key Commands(p.369) hasa full list of commandsthatusethePigkey.

2.11 Undo and Redo

TheUndo buttonfoundontheMain Toolbaris similar to theundocommandfoundin computer
applications,allowing theuserto work backthroughthelastcommandsenteredby theuser,
undoingthemeachtime thebuttonis pressed.In theHog4OStheundokey is global,working
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backthroughoperationsin chronologicalorder, andyoucangobackall theway to thepointat
whichyouloggedonto theconsole(generally, this is whenyoustartedtheconsoleup).In cases
wheremultipleconsolesarenetworkedtogethertheundotaskwill only undoactionsof thelocal
desk.

PressingthePig button,togetherwith theUndo button,will redothelastundoneaction.Again,
if youhavegonebackthroughseveralundos,youcanredorepeatedlyuntil yougetbackto the
mostrecentaction.

Theundoandredofeatureworksonyourshow data,but generallynotonotherthings.

Undois notavailablefor:

• Changesto thefixtureselectionin theProgrammer. However, theselection
maychangeasasideeffectof anundoaction.

• Changesto ControlPanelsettings,andotherthingsnotdirectly relatedto your
programmedshow.

• Changesto window positionsandviews,andthelike.

If undois notavailable,youwill alwaysbeaskedto confirmimportantchangesbeforethey take
place.

2.12 The File Browser

Youcanbrowseandorganizeseveraldifferentkindsof systemfiles in theFile Browserpaneof
theShow Managerwindow; seeFigure4.2,“The ShowManager Window”. On theleft is a list
of themainconsolefoldersandtheconsole'sdrives.Clicking ononeof thesewill displayits
contentsin theright handlist.

Thebrowsershows thename,description,andcreationdateandtimeof thefile, aswell asthe
versionnumberof thelibrary usedto createtheshow in parentheses.If theshow is markedas
modified,thenthelibrary hasbeenalteredthrougha library merge.

2.12.1 Moving, Copying, Deleting and Renaming Files

To moveafile:

• Draganddropfiles to destinationsin theleft handfolder list. Generally, you
will find draggingwith themouseor Trackballmucheasierthanusingthe
touchscreen.

To copy afile:

• Draganddropfileswhile holdingdown thePigkey (or theControlkey onan
externalkeyboard).

To deleteafile:
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• Right-clickon thefile andselectDeletefrom thecontextualmenu.Youwill
beaskedto confirmtheaction.

To renameafile:

• Right-clickon thefile andselectRenamefrom thecontextualmenu.Typein
thenew nameandpressEnter.

Tip

You can also copy and paste files by right-clicking on them and selecting
Copy or Paste from the contextual menu.

2.12.2 Creating New Folders

Youcancreatesub-foldersin theShowsandLibrariesfoldersto helporganiseyourwork:

1. Click on thefolderyouwantto makeanew folder in.

2.
Click on the button.

3. Enteranamefor thefolderandpressEnter.

NotethatyoucannotcreatefoldersonaCD-ROM.

Tip

You can also create a new folder inside an existing one by right clicking
on it and using the contextual menu.

2.12.3 Ejecting Disks

Youcannotejectadisk in theconsole'CD drive if it is in use.Beforeejecting,makesurethat
youdon'thave thedisksfolderselectedin theFile Browser. If adiskwill noteject,checkthat
youarenotbrowsingits contentselsewhere,andthattheconsoleis not currentlyaccessingit.

2.12.4 Burning files to CD

To burnfilesontoa recordableCD:

1. Setup → Shows → CD Burning : seeFigure2.17,“The CD Burningpane
of theShowManager window”.

2. Selectafile to becopiedin theleft-handlist, andclick theAdd to CD button
to move it to theright-handlist. Youmaybeaskedto archive thefile before
addingit to thelist; click OK to agreeto this.

3. Repeatfor all thefilesyouwantto copy to theCD.

4. Inserta recordableCD into theCD drive, locatedundertheconsole'sfront
wrist rest.
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5. PresstheBurn button,andthentheStart Burn buttonin theCD Burning
window. Thewindow will show theprogressof thewriting operation.

Figure 2.17. The CD Burning pane of the Show Manager window

Tip

You can use drag and drop to move files to the CD Master list. Note that
files will always be copied, not moved.
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Section 3: Setting Up the System

3.1 Setting Up the Console

3.1.1 Starting Up the Console

To poweronandstartup theconsoleplugoneendof astandardIEC powercableinto any 100-
220VAC powersourceandplug theotherendinto theconsole'sdedicatedIEC powerport and
thenturn thepowerswitchon thebackof theconsoleto theonposition.Makesurethatany ex-
ternalbootablemediasuchasbootableUSBflashdrivesor CDsareremovedfrom theconsole
beforebootingastheconsolemaytry to bootto thatmediainsteadof to theinstalledoperating
system.Whentheconsolehasfinishingbootingyouwill seetwo windows: theHog4OSsplash
screenandtheHog4OSstartscreen.Yourconsoleis now readyfor operation.

» Important

Using an ungrounded power source leads to a greater risk of shock and
may cause the motorized faders on the Hog 4 and Full Boar 4 consoles
to not function properly. Always make sure that the power source for
your console is properly grounded.
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Figure 3.1. Start Screen, your console is ready to use

3.1.2 Adjusting the Date and Time

Theconsolehasabuilt in clockwhich is shown at thefar right endof thecommandline toolbar.
To changetheconsole'sdate,time,andtimezoneopentheControl Panel andnavigateto the
Time and Date tab. To changetheformatin which theconsoledisplaysthedateandtime in
yourshow file openthePreferences window andnavigateto theAppearance tab. Theformat
preferenceis storedin theshow file andwill changebasedonwhichshow file you load.

Note:In orderto permanatelystorechangesmadeto thetimeanddateof theconsoleyoumust
restarttheHog4OSor properlyshutdown/reboottheconsole.Simply switchingtheconsole's
powerswitchoff/on will resultin any timeanddatechangesbeinglost.

3.1.3 Calibrating the Touch Screens

Thetouchscreensmayoccasionallyneedto becalibrated.To recalibratethetouchscreensbefore
launchingashow, selecttheTouchscreens buttonin theStart window. Toucheachtargetas
it appearssequentially;seeFigure3.2,“The CalibrationScreen”. After thecalibrationsequence
is complete,pressEnter. YoucanpresstheSet key to starttheprocessagain if necessary. You
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canalsocalibratethetouchscreensatany timewhile loadedin ashow by pressingtheCalibrate
Touch Screens buttonin theDisplays paneof theControl Panel. Userscanalsostartthe
touchscreencalibrationatany timeon their consoleby holdingtheSet key andpressingthe
encoderwheelbuttonbelow thefirst mainencoderwheel.

Figure 3.2. The Calibration Screen

3.1.4 Adjusting the Touschscreen LCD Backlight

Youcanadjustthebrightnessof thebuilt-in touchscreensbyadjustingtheLCD backlightsettings
of theconsole(Hog4 andFull Boar4 only). To adjusttheLCD backlightholddown theSetup
key andadjusttheparameterwheelslabelledLeft Backlight or Right Backlight.

Tip

If you find the graphics on the screens are too bright, you can change
the console's colour scheme to a darker one in Setup → Preferences →
Appearance.

3.1.5 Changing the LCD Backlight Timeout

Thebacklightsthatilluminatetheconsole'sprimarytouchscreensswitchoff automaticallyafter
aperiodof timeif theconsoleis idle. Youcanadjusttheamountof timethebacklightswill wait
beforeswitchingoff in theAppearance paneof theUser Preferences window:

1. Setup → Preferences → Appearance

2. Adjust theBacklightOff time locatedat thebottomof thepane,eitherby
pressingthearrowsto incrementor decrementthevalue,or by clicking onthe
value,pressingSetandtyping in anew value.

3. SelectOK to applyandclose.

Tip

Once the Hog displays are asleep you can wake them up by pressing any
key. It is a good idea to use the Pig key as this will prevent you from ac-
cidentally changing any data within the show.
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3.1.6 Adding External Monitors

Youcanattachthreeexternaldisplaysto theHog4 usingstandardDVI or VGA connectors.

To useexternaldisplays,youmustenablethemandsetthescreenresolutionin theDisplays
paneof theControl Panel:

• Setup → Control Panel → Displays

Youwill needto restarttheconsoleto enabletheexternalmonitors.

NOTE: TheFull Boar4’s DVI-D monitoroutputconnectionsdonot supportanalogoutputto
VGA displayssuchasthosefeaturedontheolderFull Boar3 playbackandprogrammingwings.

3.1.7 Adding External Touch Screens

ExternalUSBtouchscreensaresupportedontheHog4, Full Boar4, andRoadHog4 consoles.
Whenanexternaltouchscreenis requiredHigh EndSystemsrecommendsusingMasterWing
4 or PlaybackWing 4 for thegreatestlevel of compatabilityandintegration.Additionally Hog
4 OSconsolesarecompatiblewith touchscreenmonitorslistedbelow:
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Video
Notes

Part
Number

SizeModelManu-
fac-
turer

VGA
Only /

All Part
No.

12"AccuTouch
ET1229L

ELO

Must
use
VGA-
to-DVI
ad-
apter
with
for use
with
Full
Boar 4

VGA
Only /

E43253212"AccuTouch
ET1215L

ELO

Must
use
VGA-
to-DVI
ad-
apter
with
for use
with
Full
Boar 4

VGA/DVIE10304717"AccuTouch
ET1725L

ELO

VGA
Only /

E23207015.6"iTouch
ET1519L

ELO

Must
use
VGA-
to-DVI
ad-
apter
with
for use
with
Full
Boar 4
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Video
Notes

Part
Number

SizeModelManu-
fac-
turer

VGA
Only /
Must
use
VGA-
to-DVI
ad-
apter
with
for use
with
Full
Boar 4

E17602618.5"iTouch
ET1919L

ELO

VGA/DVIE10776622"Intel-
latouch
Plus
ET2201L

ELO

VGA &
HDMI /
Must
use
HDMI-
to-DVI
ad-
apter
with
for use
with
Full
Boar 4

VS1502323"TD2340VIEWSON-
IC

To connectanexternaltouchscreento yourconsoleconnectyour touschscreenmontor'sDVI or
VGA videosignalcableto oneof thevideooutputconnectionson thebackof theconsole.
Navigateto thedisplaystabof thecontrolpanelandusetheappropriatedropdown menuto set
theresolutionof theexternalmonitorandhit apply. Youwill thenbepromptedto restartthe
console.After theconsolehasrestartedplugin thetouschscreenmonitor'sUSBcableto any one
of theUSBportsontheconsole.Oncepluggedin thetouchscreenwill automaticallybedetected
andbegin workingbut mayneedto becalibrated;seeCalibrating theTouch Screens(p.52).

3.1.8 Keyboard

Using an External Keyboard

Youcanconnectanexternalkeyboardto theconsolevia theconsole'sUSBports.Choosea
keyboardmodel,andassignthekeyboardlayoutaccordingto thelanguageof thekeyboardyou
haveconnected,in theKeyboard paneof theControl Panel.
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Youcanadjustthetimingsfor RepeatDelay, RepeatPeriod,andDoublePressin theKey Timings
paneof theUser Preferences window.

Tip

You can use an external keyboard to control many of the console's func-
tions, as well as entering numbers and text; see Keyboard Shortcuts
(p.411).

Using the On-screen Keyboard

Youcanusetheon-screenkeyboardto entertext whenanexternalkeyboardis notpresent;see
Figure3.3,“The On-screenKeyboard” . Whenpromptedto inserttext, presstheSet key to
launcha touch-screenkeyboard.YoucanusethePig key asa 'shift' for uppercasecharacters.
PresstheEnter key whenyouhavefinishedtyping.

To closetheon-screenkeyboardwithoutmakingany changes,pressSet insteadof Enter.

Figure 3.3. The On-screen Keyboard

3.1.9 Trackball

Using an External Trackball

ExternalUSB trackballscanbeconnectedto theconsolevia theconsole'sUSBports.Most ex-
ternalUSBtrackballsaresupportedonlyasanexternalmousewith left andright click capabilities
howeveraselectsetof trackballs(listedbelow) arefully supportedasfunctionalHog4 OS
trackballs(supportfor all four trackballbuttonsandsupportfor theuseof thetrackballin both
pointerandPOSmode):

KensingtonExpertMouse(ModelK64325)

KensingtonOrbit WirelessMobile Trackball(ModelK72352US)- (note:doesnothave top left
andtop right buttons)

KensingtonSlimBladeTrackball(ModelK72327US)
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3.1.10 Shutting Down and Restarting the Console

To properlyshutdown or restartthedesk,selectSetup → Quit. TheQuit buttonis on theright
handendof theSetupToolbarAfterpressthequit buttontheShutDown dialogwill open(see
Figure3.4,“The ShutDownDialog” ), with thefollowing options:

Figure 3.4. The Shut Down Dialog

• Shut Down: shuttingdown will turn theHogconsoleoff completely.

• Restart Console:restartingis likeshuttingtheconsoledown andturningit on
again,andwill takeyou to theStart window.

• Log Off: loggingoff will closeyourcurrentdesktop,Programmerandoutput
screens,aswell asclosingthecurrentshow file. Theconsoleremainspowered
upandrunning,andreturnsto theStartwindow.

• Cancel:cancelsthequit command.

In all casesyourshow datais automaticallysavedto disk.

3.1.11 Locking the Console for Access

Consolescanbelockedfor accessatany timeby hitting thesetupkey ontheconsolefront panel
andthenpressingthelock buttonon thequit toolbar. Consolescanalsobelockedremotelyby
enablingthe"lock localaccess"buttonunderthesecuritytabof theconsolesettingswindow for
theconsoleon thenetwork youwish to lock.

Figure 3.5. The Lock Button on the quit toolbar

Whentheconsoleis lockedtheusercannotaccessany partof theshow file or changeany dmx
outputto thestage.To unlocktheconsoleenterthePIN codeyouhavesetupfor yourconsole
usingthetouchscreen,thenumerickeypadon thefront panel,or anexternalkeyboard.
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Figure 3.6. The Lock Window Requesting Pin

By default thelock codefor consolesis 1234.To changethelock PIN codefor theconsoleopen
thenetwork window, right click on theconsoleyouwantto changethesettingsfor, click on
settings,andnavigateto thesecuritytab. ChangethePIN codeto thedesiredvalueandhit apply.
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Figure 3.7. Security Settings Tab of Console Settings Window

If you forgetthepasscodeandarelockedoutof theconsoleyouwill needto powercycle the
consoleandrelaunchtheshow in orderto regainaccessto theshow. Lock pin codesarestored
pershow andperconsole.

3.2 DMX Processor 8000 Setup

To begin settingupyourDMX Processor8000plug in mainspoweratany voltagebetween100
and240VAC. TheDMX Processor8000'smostfundamentalsettingsareavailableusingthe
built in front panelmenusystem.

To navigatethroughthefront panelmenusystemof theDMX Processor8000:

Move the cursor through the options backwards.

Select the option currently highlighted by the cursor.

Move the cursor through the options forwards.

3.2.1 Setting the Net Number

Thenetnumberis displayedon themainscreenof theDMX Processorin thetop right-hand
corner. To assignthenetnumber:

1. Main → Network : navigateto theNetwork Configurationscreen.

2. Assignthenetnumberto any valuebetween01and99.
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3. OK : returnto theMain screen.

3.2.2 Setting the Port Number

To assignthePortNumber:

1. Main → Network : navigateto theNetwork Configurationscreen.

2. AssignthePortNumberasrequired.

3. OK : returnto theMain screen.

3.2.3 Setting IP Addresses for the HogNet Adapter on a DMX Processor
8000

By default,DMX Processor8000saresetto useDHCP to getanIP addressautomaticallyfrom
aHogconsole.Youcanturn thisoff in the IP Config screen:

1. Main → Network → Console → Console Link Config : navigateto theIP
Configscreen.

2. SetDHCPOnor Off.

3. OK : returnto theConsoleLink Statusscreen.

4. Close : returnto theNetwork Configurationscreen.

5. OK : returnto theMain screen.

Youmaywantto assignafixedor ‘static’ IP address,perhapsif theHogsystemis sharinga
network with non-lightingdevicessuchaspersonalcomputers.Youshouldcontactyoursystem
administratorto determinetheoptimumsettingsfor yournetwork.

To assignastaticIP address:

1. Main → Network → Console → Console Link Config : navigateto theIP
Configscreen.

2. SetDHCPOff.

3. SettheIP AddressandSubnetMaskasrequired.

4. OK : returnto theConsoleLink Statusscreen.

5. Close : returnto theNetwork Configurationscreen.

6. OK : returnto theMain screen.

3.2.4 Setting the DMX Processor back to Defaults

In theControlPanelscreenyoucansettheDPbackto it's factorydefault settings:

• Main → Control PanelSet to Defaults.
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3.2.5 Locking the DMX Processor Front Panel Controls

YoucanusetheLock functionto lock theDMX Processor'scontrols.ThedefaultPIN is 1234;
anew PIN canbeassignedfrom aHogconsolevia Setup → Network on theSetup Toolbar.
SelecttherequiredDMX Processorin thenetwork window andclick Settings. ChangePIN and
OK to applyandclosethewindow.

To lock theDMX Processorlocally:

• In theControl Panel, selectLock : theEnter PIN to Unlock screenwill appear.

To unlocktheDMX Processorlocally:

• Enteryourchosen4-digit codenumber, andcursorright to confirm.Thecode
numberwill bethedefault 1234if youhavenot changedit to yourown.

Youcanlock andunlockremotelyfrom aconsolevia theDMX ProcessorSettingswindow for
eachspecificDMX Processor:

1. Setup → Network : theNetwork buttoncanbefoundontheSetup Toolbar.

2. SelecttherequiredDMX Processorin theNetworkwindow andclick Settings
to opentheDMX ProcessorSettingswindow.

3. Lock or unlocktheDMX ProcessorandOK to applyandclosethewindow.

» Important

Make sure that you keep a record of your lock code close to hand if your
DMX Processor is located away from the console. The DMX Processor
cannot be unlocked without it or a console operator.

3.2.6 Backlight Off Time

SelectingBacklight in theControlPanelopensascreenwhereyoucanassignthedelaytime
beforethebacklightgoesoff. ThePermanent settingkeepsthelight oncontinually.

3.2.7 Watchdog

TheWatchdogfeatureautomaticallyrestartstheDMX Processorif its softwarestopsrunning
for somereason.Watchdogis onby default,andgenerallyit is bestto leave it switchedon.
However, if yoususpectthatanDMX Processoris notworkingcorrectly, youmaywantto turn
Watchdogoff sothatyoucanseeany errormessagesbeforerestartingit:

1. In theControl Panel, selectWatchdog.

2. DeselecttheWatchdog checkbox,andselectOK.
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3.2.8 Resetting the DMX Processor

Therearetwo typesof reset:soft andhard.Soft Reset resetstheDMX Processorsothatit re-
initialisescommunicationwith thenetwork. Hard Reset is equivalentto turningoff andon the
DMX Processor'smainspower. Youcandobothtypesof resetfrom theControl Panel. In addi-
tion, youcanresetaDMX Processorby right clicking on its entryin theNetwork window of
theconsole(Setup → Network) andselectingReset Node.

3.2.9 Checking a DMX Processor's Status

Theindicatorlightson thefront of aDMX Processor8000displayits statuson thenetwork.

OffBlinkingOnLight

Not Connected to a
show

ConnectingConnected to a showStatus

No DMX sending2Hz Keep AliveDMX Data outputDMX Data

Art-Net not configuredArt-Net configured, but
not connected

Art-Net outputNet Data

No USB Device foundUSB Device found but not
configured

USB Device connected
and active

USB

HogNet not connectedHogNet activityLink light for HogNet
connection

HogNet

Fixture not connectedFixture activityLink light for fixture
connection

FixtureNet
(Art-Net)

Normal activityFast: bootloader active

Slow: updating firmware

Writing flash memoryWrite

3.2.10 Expanding the DMX Outputs of a DP8000

TheDMX Processor8000is alwaysprocessing16universesof DMX. Theseuniversesare
availablevia theeight5-pinXLR outputson thefront of theunit aswell asvia Art-Net. You
canexpandtheXLR outputsto accessthefull sixteenuniversesby usingexternalUSBWidgets.

Expanding a DMX Processor 8000 Using an Expander

WhenyouconnectaUSBExpanderto aUSBportof aDMX Processor8000youwill needto
configureit to outputs9-16of theDMX Processor.

To manuallyconfigureWidgets:

1. Setup → Network : opentheNetwork window.

2. SelecttheDMX Processor8000in thelist by clicking on its netnumber, and
presstheSettings buttonto opentheDMX ProcessorSettingswindow; see
Figure3.8,“WidgetOutputspaneof theDMX ProcessorSettingswindow”.

3. SelecttheWidget Outputs pane.
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4. To configureanexpanderto outputports9-16of aDMX Processor8000,
click onaboxassociatedwith aport (9-16)andselecttheexpanderfrom the
list of serialnumbersthatappears.Repeatfor all theuniversesyouwantto
outputvia thewidget.

5. Click OK to confirmthesettings.TheExpandershouldnow have its DMX
Data indicatorilluminated.

Expanding a DMX Processor 8000 Using Widgets and Super Widgets

WhenyouconnectaUSBDMX Widgetor SuperWidgetto aUSBportof aDMX Processor
8000youwill needto configureit to thenext availableoutputof theDMX Processor.

To manuallyconfigureWidgets:

1. Setup → Network : opentheNetwork window.

2. SelecttheDMX Processor8000in thelist by clicking on its netnumber, and
presstheSettings buttonto opentheDMX ProcessorSettingswindow; see
Figure3.8,“WidgetOutputspaneof theDMX ProcessorSettingswindow”.

3. SelecttheWidget Outputs pane.

4. To configureanexpanderto outputports9-16of aDMX Processor8000,
click onaboxassociatedwith aport (9-16)andselectthewidgetfrom thelist
of serialnumbersthatappears.SuperWidgetportswill appearwith theserial
numberfollowedby anoutputnumber. Repeatfor all theuniversesyouwant
to outputvia theWidget.

5. Click OK to confirmthesettings.TheExpandershouldnow have its Active,
DMX OK andTX Mode indicatorsilluminated.

A singleWidgetor singleoutputof aSuperWidgetmayonly beconnectedto oneport atany
onetime. If aWidgetthatis alreadyconnectedto oneport is connectedto asecondport, it will
automaticallybedisconnectedfrom thefirst port.

3.3 HogNet Network

Onthebackof everyHog4OSconsoleis adedicatedBase-TEthernetjack thatcanbeusedfor
connectingto anetwork of DMX Processors,computers,andotherconsoles.If thereis more
thanoneEthernetjackonthebackof theconsole,thenthejack labeledHogNetshouldbeused.
ThehardwareonpersonalcomputersrunningHog4PCwill varybut at leastone100Base-T
Ethernethardwaredevicemustbeproperlyinstalledandenabledin orderfor Hog4PCto suc-
cessfullycommunicateto othernodesonanetwork.

All componentsof aHognetwork shouldbeconnectedusingcategory5 Ethernetcablesand
usingat leasta100mbEthernetswitchor router. Gigabit switchesarealsoHogNetcompatible.

ThesimplestHogNetnetwork consistsof aconsoleandaDMX Processorconnectedto the
lighting rig. Only slightly morecomplex is thecaseof asystemwith asingleconsoleandseveral
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Figure 3.8. Widget Outputs pane of the DMX Processor Settings window

DMX Processorsconnectedtogetherwith anEthernetswitch.Largesystemscanhaveseveral
consoles,Hog4PCsystems,andDMX Processors,controllinglargelighting rigs.

3.3.1 Configuring Console Network Adapters

At thetopof theHogNettabin theControlPanel,isadropdownmenuof all theinstallednetwork
adaptersusableby theHogOS.TheHog4 consolewill only list onenetwork adapterandit will
begreyedoutwhile WindowscomputersrunningHog4PCmighthavemorethanonenetwork
adapterlisteddependingonhow many networkadaptersareinstalledandenabledonthecomputer.
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Figure 3.9. The Network pane of the Control Panel

After selectinganadapterfrom thedropdown menu,theareabelow themenuwill show the
adapter’s currentstatus:

• A link statusof Up indicatestheadapteris connectedto anetwork andis ready
to beconfiguredto communicateto othernetwork devices.

• A link statusof Disconnected indicatestheadapteris runningbut is unable
to communicateto othernodesbecausethenetwork cableis not connectedto
anetwork.

• A link statusof Down indicatestheadapteris eitherdisabledor in anunstable
stateandis notusablefor show operation.

» Important

Only network adapters with a link state of UP will be able to communicate
with other nodes on the network. If none of the listed adapters are in the
UP state then the Hog 4OS will not operate on a network and will instead
operate as a standalone console using a loopback address.

Configuring an IP Address for the HogNet Network Adapter

In orderfor anetwork adapterto properlycommunicateonanetwork it mustbeconfiguredwith
anIP addresssettingthatis compatiblewith otherdeviceson thenetwork. Therearethreemain
optionswhenconfiguringanIP addressfor aHogNetadapter:

Default IP address:selectthisoptionto useanIP addressof 172.31.0.1.

Obtain an IP addressusingDHCP: selectthisoptionwhenrunningtheconsoleonanetwork
thatcontainsaDHCPserversuchasaDHCProuteror aHogconsolerunningaDHCPserver.
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» Important

If you choose to obtain an IP address using DHCP on the console and no
DHCP server is present on the network, then the console will revert to a
loopback address of 127.0.0.1 which is not a usable network address for
network show operation. In this case you should use a custom IP address.

CustomIP address:Thisoptionallowsyou to specifytheIP addressandsubnetmasksettings
of theConsole.Thisoptionis mostcommonlyusedonnetworkswhereaDHCPserver is not
presentbut multipleuniqueIP addressesneedto bespecified.

Enabling the DHCP Server

In additionto beingDHCPclient compatible,all network enabledconsolesarealsocapableof
runningaDHCPserverthemselves.EnablingDHCPallowstheconsoleto handoutIP addresses
to otherconsoles,DMX Processors,andcomputersonthenetwork withoutneedingto manually
configurestaticIP addressesfor everydeviceon thenetwork.

Choosing BOOT Server ONLY

Includedin theDHCPserveroptionsof theconsoleis theBootserver. TheBootserverprocess
isseparatefromtheDHCPserverandisusedbyHogconsolestoprovideremotesoftwareimaging
for theDMX Processor8000.Youcanselectoptionsto eitherrunonly aBootserver (with or
withoutacustomaddressrange)or to runbothaBootserverandaDHCPserver. Whenrunning
both,thecustomaddressrangeappliesto boththeDHCPserverandtheBootserver.

Using a Custom DHCP Server Range

Sometimesin morecomplex networkswheremorethanoneDHCPserver is present,specifying
acustomDHCPserver rangeis necessaryto avoid IP addressconflicts.UsingacustomDHCP
addressrangeappliesto boththeDHCPserverandtheBootserverprocesses.To useacustom
DHCPrangeonyourconsoleenabletheUse custom address range buttonandspecifythe
startandendaddressesin thefieldsbelow thebutton.

Firewalls and Hog 4PC

Firewallshelpto provide increasednetwork securityby controllingaccessto privatenetworks
andcomputersbasedonthepublicIP addressof theclient.SincetheHog4OSdependsonmulti-
castnetwork traffic for communicationto othersystemdevicesit is encouragedthatuserscon-
figuretheir network andcomputerfirewallsandsecuritysettingsto allow for HogNetnetwork
traffic. For somefirewall applicationsthismightmeanturningoff thefirewall completely.

Configuring HogNet Network Settings on a DMX Processor

In thefront panelmenusystemof theDMX Processor8000is anetwork configurationmenu
usedto configureIP addresssettingsfor thatparticularnode.Thismenucanbeaccessedby first
selectingNetwork, HogNet, HogNet Config.
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ConfiguringtheIP addressesandsubnetaddressesonHogprocessorsfollow theexactsame
rulesandprincipalsasoutlinedfor network adaptersconsolesin ConfiguringConsoleNetwork
Adapters (p.65)

Typical HogNet Network Configurations

ExampleA: A singleconsoleandsingleDMX Processor.

ExampleB: Theconsoleis aDHCPserver, andall othernodesobtainanIP addressfrom it.

ExampleC: A DHCPRouterservesall components.
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ExampleD: All componentshaveacustomuniquestaticIP address.

3.3.2 Port Number

Sincemultipleshowscanberunonasinglenetwork, eachshow server runningon thenetwork
musthave its own port numberto keeplighting datafor eachshow on thenetwork seperated.
Nodesconnectingto theshow servermustthenhave thesameportnumberastheshow server
console.For example,aconsolerunningashow serveronthenetwork onport6600meansother
nodessuchasDMX Processorson thenetwork will needaport numberof 6600aswell to join
thatsameshow.
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3.3.3 Node Types and Net Numbers

Therearetwo elementsthathelpto identify anode’s role in anetwork show: nodetypeandnet
number. Thenodetypeis inherentto devicehardwareandcannotbechanged.For example,a
Hog4 is a “console”nodetypewhile aDMX Processor8000is aDMX Processornodetype.
Secondly, thereis thedevice’s netnumber. Thenetnumberis auser-configurablesettingthat
furtherdefinesthenode’s role in anetwork show. For example,aDMX Processor8000setto
netnumber1 meanstheDMX Processor8000will loadandoutputpatchinformationstoredin
theshow file for DMX Processor8000#1.

» Important

Within a single node type each device must be set to a unique net num-
ber. For example you cannot set two physical DMX Processor 8000s to
net number 1 in a show. Only one of the DPs will actually load show data
while the other DP will sit idle as a duplicate. Consoles are the only ex-
ception to the duplicate net number rule. Individual consoles can be set
to identical net numbers which allows them to fully track one another in
terms of their current page, chosen master, and playback state. This
“tracking” feature, when combined with the failover functionality dis-
cussed in Configuring the Network for Console Failover (p.72) provides
the user with the ability to configure a tracking backup console on the
network.

3.3.4 Connecting Multiple Consoles

Multiple Hogconsolescanbeconnectedtogetherin variousconfigurationswhenrunningonthe
sameportnumber. Client/Serverconfigurationallowsmultipleusersto programon thesame
show file. ConsoleFailoverprovidesnetwork backupof two or moreconsolesrunningthesame
show. ConsoleTrackingcreatesredundancy of all consolefunctionsacrossmultipleconsoles.
Youshouldlink all consolesandnetwork devicesto anEthernetswitchusingcertifiedCategory
5 non-crossovercables.

High EndSystems70

Section3: SettingUp theSystem



3.3.5 Configuring the Network for Client/Server

Running the Console as a Show Server

WhentheRunServeroptionin theSettingswindow of thestartscreenis checked,theconsole
is enabledasashow server. A show serverconsoleis ableto do threemainthingsthatit would
nototherwisebeableto doasaclient:

1. StartNew Shows

2. Launchexistingshows from disk

3. Connecttoandsyncalocalcopy of show datafromothershow serverconsoles
on thenetwork.

Sinceconsolesthatareenabledasshow serverscontinuouslysyncandstorelocalcopiesof show
dataduringprogramming,settingupmorethanoneshow server in yournetwork allows for
continuedshow operationshouldoneconsolefail. This is methodof redundancy is called“f ail-
over”. SeeConfiguringtheNetworkfor ConsoleFailover (p.72)

71High EndSystems

Section3: SettingUp theSystem



Running the Console as a Client

WhentheRunServeroptionin theSettingswindow of theStart screenis not checked,the
consolewill operateonly asaclient to othershow serverconsoleson thenetwork. As aclient,
theconsolewill not keepa local copy of thenetwork show file andasa resultwill beforcedto
log off theconnectedshow sessionif all show serversrunningon thenetwork areloggedoff.

Tip

The generic word server is often mentioned when working with a Hog
4OS system. There are three types of servers that are at work in a net-
worked Hog show. The DHCP server manages IP address assignments to
other consoles, nodes, and computers on the network through the use
of Dynamic Host Control Protocol (DHCP). A Show server refers to the
server process running on the console, which manages show data and
distribution. The DHCP server and the Show server are independent of
one another and do not need to be running on the same console. The
Boot server process is used by Hog consoles to provide remote software
imaging for the DMX Processor 8000.

3.3.6 Configuring the Network for Console Failover

Whentwo or moreshow serverconsolesareconnectedto anetwork show, a featureknown as
failover is automaticallyenabled,allowing for oneof theconsolesto “f ail” without causinga
lossof controlover theshow dataor dmxoutput.Eachshow serveron thenetwork hasthe
ability to takeovercontrolof theshow shouldoneof theothershow serverconsolessuffer from
power loss,aseverednetwork connection,or localizedfailure.Usersareencouragedto runat
leasttwo networkedshow serverconsolesin liveperformancesituationsin theeventthat,if one
consolefails, theshow canremainrunningon thesecondaryconsolewhile thefirst consoleis
recovered.
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To enableconsolefailover:

1. Connecttwo consolesvia anEthernetswitch.

2. EnabletheRun Server optionin theSettings window oneachconsole.

3. ConfiguretheprimaryconsoleasNetnumber1 andthesecondaryconsoleas
Netnumber2.

4. Log onprimaryconsoleandthenconnectsecondaryconsole.

After configuringthenetwork for failover, eachconsoleconnectedto theshow will monitorthe
statusof theprimaryconsole(theconsolethatfirst loadedtheshow on thenetwork) for any
failuresor forcedlog offs.

In theeventthattheprimaryconsolesuffersacritical erroror is disconnectedfrom thenetwork,
all otherconsolesconnectedto theshow will postthemessageshown below, notifying theuser
thata failoverhasoccurredandindicatedwhichof theotherserverconsoleshastakenoveras
theactiveshow server (primaryconsole).
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If youseethismessage,first checkto seeif theoriginalprimaryconsoleis still physically con-
nectedto thenetwork, thenpowercycle theoriginalprimaryconsoleandreconnectit to the
show.

In theeventthattheconsoleoperatorintentionallyloggedoff theprimaryconsole,all other
consolesconnectedto theshow will postthefailovermessageshown below to indicatethatthe
primaryserverconsolehasloggedoff andanotherserverconsolehasassumedtheroleasthe
activeshow server (primaryconsole).

Sincethismessageis thedirectresultof theprimaryconsolebeingwillfully loggedoff from the
show thereis noneedto performany troubleshooting.Simply reconnecttheloggedoff console
to theshow andit will onceagainparticipateasashow serverconsoleon thenetwork.

3.3.7 Configuring the Network for Console Tracking

Consoletrackingallows two or moreconsolesto trackeachotherin termsof thechosenpage,
thechosenmaster, andplaybackstatewhile still maintainingindividualdesktop/programmer
experiencesbetweenthedesks.A backupsecondarynetworkedshow serverconsolesetto the
samenetnumberastheprimaryconsoleis recommmendedwhensettingupHogcontrolsystems
for liveshows.Thiscreatessystemredundancy andprotectsfrom total lossof controlshouldthe
primaryconsolefail.
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To enableConsoleTracking:

1. Connecttwo consolesvia anEthernetswitch.

2. EnabletheRun Server optionin theSettings window onat leastoneof the
consoles.Youcanchooseto enabletheRun Server optiononbothconsoles
to alsoengagefailover functionality.

3. Setbothconsolesto Netnumber1.

4. Log theprimaryconsoleto ashow andthenconnectthesecondaryconsoleto
thesameshow.

Thetwoconsoleswill now mirroreachotherin termsof chosenmaster, currentpage,andplayback
state.

3.3.8 More than One Show on the Network

If youwantto runmorethanoneshow on thesamenetwork, youneedto chooseaportnumber
for eachshow. Thedefaultportnumberis 6600,sothesecondshow couldbeon6601,thethird
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on6602,andsoon.Youneedto assigntheport numberof eachconsolesystemandnetwork
deviceaccordingto theshow it is usedwith.

3.3.9 Connecting to an Existing Network

Youcanconnecttheconsoleto anexistingethernetnetwork if desired.Contacttheadministrator
of thenetwork to obtainthecorrectnetwork settings.

» Important

You should disable the DHCP server of the console before connecting to
an existing computer network, otherwise it may interfere with the correct
operation of the network.

3.3.10 Network File Sharing

Youcanconnectto drivesona localnetwork or remotecomputerto transfershow files.Only
compressedshow file backup(.tar.gzor .shw)filescanbetransferredwith NetworkFileSharing.

Mapping Network Drives

Network drivesareavailablewithin theStart window andtheBackup window.

To mapanetwork drive:

1. Connecta remotecomputeror network to theHogNetnetwork.

2. Click theBrowse buttonin theStart or Backup window.

3.
Click on theMapNetwork Drive button.

4. Enterdatafor thefollowing fieldsin theConnect to Network Disk window:

• Server name: thehostnameor IP addressof theremote
computer

• Sharename: thenameof theshareddirectoryontheremote
computer

• Username: theusernameto accesstheshareddirectoryon
theremotecomputer(if required)

• Password: thepassword to accesstheshareddirectoryon
theremotecomputer(if required)

• Domain: if theuseraccountis amemberof awindowsdo-
main,enterthatdomainnamehere,otherwiseleavethisfield
blank.
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Notethatdependinguponyournetworkdriveconfiguration,notall fieldsmay
berequired.

5. Checktheboxif youwanttheconnectionto besavedwith theconsole.If this
optionis notselected,thenthismappingwill belostwhentheconsoleis re-
bootedor powercycled.

6. Checkthebox to save thepassword if youwish to have thepassword for the
drivemappingsavedwith theaboveoption.

Accessing Network Drives

Onceanetwork drive is mapped,it will appearin theStart andBackup windowsunderthe
consoleheadingasavalid drive to browseto. Subfoldersof theprimarynetworkeddrivewill
alsobeavailable.

Disconnecting Network Drives

Whenbrowsinganetwork drive, theEject buttonis availablein thetop right cornerof the
browsewindow. Pressingthisbuttonwill un-mapanddisconnectthenetwork drive.

77High EndSystems

Section3: SettingUp theSystem



3.4 Art-Net and E1.31(sACN)

Art-Net andE1.31(alsoknown asstreamingACN) aretwo communicationprotocolssupported
by theHog4OSthatallow for DMX512 datato besentoverEthernet.While eachprotocolis
uniquein termsof specificationandimplementation,they bothprovidetheability to carrymany
DMX universesoverasinglecat5 Ethernetcable.Thissectionof themanualwill helpyou to
understandhow to properlyconfigureyourconsoleor Hog4PCto outputArt-Net andE1.31.

Art-Net / sACN Output Capabil-
ity

Platform

16 unique universes (adding DMX
Processors to HogNet network in-
creases output capability)

Hog 4 Console

16 unique universesDMX Processor 8000

matches output capability of
physically connected USB DMX
widgets (8 universe maximum)

Hog 4PC

3.4.1 Identifying the FixtureNet Port

TheFixtureNetport is theethernetportHog4OSusesto sendArt-Net and/orE1.31datato fix-
tures,mediaservers,andDMX convertersthatarecapableof receiving theseprotocolsover
ethernet.TheFixtureNetport is locatedontherearpanelof theHog4 Consoleaswell asonthe
rearpanelof theDMX Processor8000.Dependingon theageof yourDMX Procressor8000
theportwill eitherbelabeledFixtureNet or FixtureLink.

WhenusingHog4PCyouhave theoptionto selectwhichof yourcomputer'snetwork adapters
will actastheFixtureNetport for outputtingArt-Net and/orE1.31.

To assignoneof yourcomputer'snetwork adaptersto actastheHog4PCFixtureNetport:

1. Control Panel → FixtureNet

2. Selectanetwork adapterfrom thelist of availableadaptersat thetopof the
window. If only onenetwork adapteris availablethenit will beselected
automaticallyandthedropdownboxwill begreyedout.If nonetworkadapters
areavailablethedropdown menuwill beblankandgreyedout.

» Important

Hog 4PC will only output Art-Net and sACN for universes 1 thru 8 and a
USB DMX Widget must be connected and assigned to the matching uni-
verse.

» Important

It is recommended that you do not combine HogNet and Art-Net or
E1.31(sACN) within the same network. This can produce network errors
and unreliable data. When using Hog 4PC you have the ability to assign
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both HogNet and Art-Net/E1.31 to a single adapter but using separate
network adapters is strongly advised.

3.4.2 Configuring the FixtureNet Port

In ordertosuccessfullyoutputArt-NetorE1.31fromyourHog4console,DMX Processor8000,
or Hog4PC,youmustfirst properlyconfiguretheFixtureNet'sIP addressto settingsthatare
appropriatefor yournetwork.

To configureDMX Processor8000'sFixtureNetfrom theDP8000front panel:

• Network → Fixture → FixtureNetConfig

To configureDP8000'sFixtureNetfrom theconsole:

1. Setup → Network : opentheNetwork window.

2. SelecttheDMX Processor8000andpressSettings.

3. SelecttheFixtureNet paneof theDMX ProcessorSettingswindow;

To configuretheHog4 consoleor Hog4PC'sassignedFixtureNetport from theconsole:

1. Setup → Network : opentheNetwork window.

2. SelecttheDMX Processor8000assignedtonetnumber1(orwhicheverDMX
Processoris associatedwith thelocal internalDMX Processor8000in your
show) andpressSettings.

3. SelecttheFixtureNet paneof theDMX Processor Settings window.

FromtheseconfigurationsmenusyoucanconfiguretheFixtureNet'sIP address(sourceaddress)
in oneof two ways:

• Obtain an IP addressusingDHCP: selectthisoptionwhenrunningtheArt-
Net sideof theconsoleonanetwork thatcontainsaDHCPserversuchasa
DHCProuter. WhenusingDHCP, the IP Address, Netmask, andGateway
fieldswill begrayedout.Theinformationcontainedwith themis not relevant
to theDHCPconfiguration.

» Important

If you select Obtain an IP address using DHCP on the
console and no DHCP server is present on the FixtureNet
network then the FixtureNet adapter will revert to a
loopback address of 127.0.0.1.

• UseCustomIP Settings:Thisoptionallowsyouto specifytheIP addressand
subnetmasksettingsof theFixtureNetadapter. Thisoptionis mostcommonly
usedonnetworkswhereaDHCPserver is notpresent.Onceselectedyouwill
needto enterthe IP Address, Netmask, andGateway for thisdeviceon the
network.
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3.4.3 Configuring Art-Net Output

Art-NetoutputisconfigurableusingtheArt-Net Outputs paneof theDMX Processor Settings
window.

1. Setup → Network : opentheNetwork window.

2. SelecttheDMX Processor8000andpressSettings.

3. SelecttheArt-Net Outputs paneof theDMX Processor Settings window,
seeFigure3.10,“Art-Net Outputspaneof theDMX ProcessorSettingswin-
dow”.

• Universe:this field denoteswhichDMX universeto configure.

• Broadcast:checkthisbox to enableBroadcasting.Whenenabled,all Art-Net
informationwill besentto all nodes.

• UnicastIP: whentheBroadcastfield is not checked,enteranIP addressof an
Art-Net nodeto Unicasttheuniverse’s datato.

• Subnet:click to selecttheArt-Net subnet(0-15)to transmitthisuniverse’s
dataon.By default, thesubnetwill matchtheNodenumberof theDMX Pro-
cessor8000.

• Universe:click to selecttheArt-Net Universe(0-15)to transmitthisuniverse’s
dataon.

• ChangesOnly: checkthisbox to transmitonly changesto Art-Net data.

• –/+ : click thesekeystoexpandor reducethenumberof Art-Netconfigurations
for aspecificDMX universe.

3.4.4 Configuring E1.31(sACN) Output

E1.31Outputis configurableusingtheE1.31 paneof theDMX Processorwindow.

1. Setup → Network : opentheNetwork window.

2. SelecttheDMX Processor8000andpressSettings.

3. SelecttheE1.31 paneof theDMX Processor Settings window, seeFig-
ure3.11,“E1.31 paneof theDMX ProcessorSettingswindow”.

• Universe:this field denoteswhichDMX universeto configure.

• Multicast: checkthisbox to enableMulticasting.Whenenabled,all E1.31in-
formationwill besentto all nodes.

• DestinationIP: whentheMulticastfield is notchecked,enteranIP addressto
UnicastE1.31datato.

• Universe:click to selecttheE1.31Universeto transmitthisuniverse’s data
on.

• ChangesOnly: checkthisbox to transmitonly changesto E1.31data.
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Figure 3.10. Art-Net Outputs pane of the DMX Processor Settings window

E1.31supportstwo stylesof priority. Thefirst is aper-universepriority thatdefinesasingle
priority for all of theslotswithin theuniverse.Thesecondstyle,per-slot priority, allowsasep-
aratepriority bebeassignedto eachindividualslotwithin thatuniverse.Not all E1.31receivers
supportper-slotpriority. Onthosereceiversthatsupportper-slotpriority, theper-universepriority
will beignoredwhenper-slot priority is enabled.

• Priority : : click to theper-universepriority for theE1.31databeingsentfor
thatuniverseof data.Valid settingsrangefrom 0 to 200,with highernumbers
representinghigherpriority.

• Per Slot Priority : : click ontheEnable buttonto enableper-slotprioritiesfor
theuniverse.Click on theConfigure buttonto settheper-slot priority values
for individual slotswithin thatuniverse.Valid settingsrangefrom 0 to 200.
Highernumbersrepresenthigherpriority. A slotpriority of 0 indicatesthatthe
slot shouldbeignored.

• –/ + : click thesekeys to expandor reducethenumberof E1.31configurations
for aspecificDMX universe.
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Figure 3.11. E1.31 pane of the DMX Processor Settings window

WhenE1.31is configuredandfixturesarepatched,theNetDataLED on theDMX Processor
8000will illuminateto indicateE1.31Output.

3.5 Adding Playback Wings

Youcanincreasethenumberof physicalmastersonyourconsoleaswell asaddanadditional
touchscreenmonitorby attachingaHog4 PlaybackWing.
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Figure 3.12. Docking Playback Bars with wings and external displays

To attachaPlaybackWing:

1. Apply AC power to thewing andconnectthewing'sUSBportandDVI port
to theconsole.

2. Setup → Control Panel → Wings : opentheWingspaneof theControl
Panelwindow (seeFigure3.13,“The Wingspaneof theControl Panelwith
Playback Wing Mapping”).

3. Attachthewing to oneof theplaybackbarsby selectingthewing'suniqueID
numberin thedropdown menufor thatplaybackbar.

4. If youhavemorethanonewing, youcanidentify which is whichby pressing
theBeacon buttonfor theappropriateplaybackbar. TheLEDson thewing
will flash.

5. Ensurethattheplaybackbaris visibleby selectingits Display button.

6. Enabletheexternalmonitorincludedonthewing navigateto theDispalystab
of thecontrolpanelandenablethecordinatingDVI outputwhereyouplugged
in thewing.

NOTE: TheFull Boar4’s DVI-D monitoroutputconnectionsdonot support
analogoutputto VGA displayssuchasthosefeaturedon theolderFull Boar
3 playbackandprogrammingwings.
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Figure 3.13. The Wings pane of the Control Panel with Playback Wing Mapping

3.6 Adding Master Wings

Youcanincreasethenumberof physicalmastersby addingMasterWingsto theconsole.The
MasterWing is aUSBdevicewith 30 faderlessmasters,a ratewheel,anda15" LED baclit
screen.ThebackitLED screencanbeenabledto displayany informationyoumove to that
monitorincludingPlaybackBars.TheMasterWing connectsto theconsolein thecontrolpanel
undertheplaybackwingssection.TheMasterwing'sdesklightandfrontpanelLED settingswill
alwaysmatchtheconsole.Thevirtual faderlevel of the30faderlessmastersontheMasterWing
canbeconfiguredin theVirtual Faderspaneof theUserPreferenceswindow.

To attachaMasterWing:

1. Apply AC power to thewing andconnectthewing'sUSBportandDVI port
to theconsole.Theratewheelon theMasterWing will alreadybegin to
functionat this timewith no furtherconfiguration.

2. Setup → Control Panel → Wings : opentheWingspaneof theControl
Panelwindow (seeFigure3.14,“The Wingspaneof theControl Panelwith
MasterWing mappings”).

3. Click onthedropdown menufor oneof theplaybackbarslistedin thecontrol
panelandselectoneof themasterwing'ssectionsto assignit to thatplayback
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bar. TheMasterWing hasthreethreeassignablesections:Hog4MasterTop,
Hog4MasterMiddle, andHog4MasterBottomwhichcordinateto thethree
rowsof masterson thecontrolsurfaceof theMasterWing.

4. If youhavemorethanonewing, youcanidentify whichwing is whichby
pressingtheBeacon buttonfor any assignedplaybackbar. TheLEDson the
wing will flash.

5. Ensurethattheplaybackbarsthatyouhaveassignedto theMasterWing are
visibleby selectingtheDisplay buttonfor thoseparticularplaybackbars.

6. To enabletheexternalmonitorincludedon thewing navigateto thedisplays
tabof thecontrolpanelandenablethecordinatingDVI outputwhereyou
pluggedin thewing.

Figure 3.14. The Wings pane of the Control Panel with Master Wing mappings

3.7 Adding DMX Widgets

Thenumberof physicaldmxconnectionson thebackof theHog4 ConsoleandtheDP8000is
actuallylowerthanthenumberof dmxuniversesthesedevicesareactuallycapableof outputting.
ConnectingexternalUSBdmxwidgetsto yourHog4 Console,DMX Processor8000,or Hog
4PCis thebestway realizethefull dmxoutputpotentialof yoursetup.

Widgets to fully
reach DMX output
potential

Built-in
DMX Out-
puts

DMX
Output
Poten-
tial

8 Single or 2 Super or
1 Super-duper

8 Universes16 Uni-
verses

Hog 4
Console

8 Single or 2 Super or
1 Super-duper

8 Universes16 Uni-
verses

DMX
Pro-
cessor
8000

8 Single or 2 Super or
1 Super-duper

None8 Uni-
verses

Hog 4PC

To attachanexternalDMX widgets:

1. ConnecttheUSBportof thedmxwidgetto theanopenUSBporton the
console(SuperwidgetsalsorequireanexternalDC powersource).

2. Setup → Network......

3. Assignthedmxwidgetto oneof theavailabledmxoutputsof theinternal
DP8000by selectingthewing'suniqueID numberin thedropdown menu.
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4. If youhavemorethanonedmxwidgetpluggedin, youcanidentify which is
whichby pressingtheBeacon buttonfor theappropriateuniverseoutput
mapping.
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Section 4: Shows

4.1 Launch a New Show

To launchanew show presstheLaunch New Show buttonin thestartwindow. A browser
window will open.Selectthedirectorywhereyouwish to storetheshow, give it aname,and
thenpressthefinishbutton.Theconsolewill thenlaunchall theneccessaryprocessesto getyou
upandrunningin yournew blankshow.

TIP

If the launch new show button is greyed out or unavalaible make sure
that the "run server" option is checked in the start screen's settings
window. If "run server" is checked but the new show button is still greyed
out then it's possible another console is running a show on the same port
on the network.

4.2 Launch an Existing Show

To launchanexistingshow presstheLaunch Existing Show buttonin thestartwindow to
launchthelastlaunchedshow file. Alternatively youcanpresstheBrowse buttonto selectfrom

existingshowsonyourconsole'sharddrive,aUSBflashdrive,or aCD. Show fileswith a

iconare"readyto launch"existingshow files.Show filesthathavea iconarearchivedshow
filesandwill needto beextractedto theharddrive in orderto load.Theunarchiving processis
doneautomaticallyby theconsolebut will slightly lengthentheamountof timeneededto launch
theshow.

4.3 Connect to a Network Show

To connectto ashow alreadyrunningon thenetwork look at the"connectto show" sectionof
thestartwindow. If ashow is runningon thenetwork andon thesameportnumberthenit's file
namewill show upon thebutton.Pressingthebuttonwill connecttheconsoleto thatshow.

If "No Show found" is displayedonthebuttonthenit's possibleyournetwork settingsmayneed
to bereconfiguredin orderto connectto anetwork show. First checkthefollowing :

• Makesureyourconsoleis setto thesameportnumberastheserverconsoleon
thenetwork.
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• Checkthatyourconsole'sIP addresssettingsarecorrectfor thatparticular
network setup.

4.4 Change the Currently Loaded Show

If youareloggedinto ashow but wantto changeto adifferentshow:

1. Setup → Quit

2. SelectLog Off.

3. In theStartwindow, eitherlaunchanew show or browseto launchanexisting
show.

4.5 Automatically Launch a Show at Console Startup

YoucanassigntheHog4OSto automaticallylaunchanexistingshow file at startup:

1. Setup → Control Panel → Auto Launch :

2. SelectEnable Auto Launch.

3. Chooseashow file youwish to auto-launch.

4. Assignadelaytimewhichwill determinehow longtheconsolewill waitbefore
theshow is automaticallylaunched.

At startup,apop-upwindow will tell you thattheshow will belaunchedautomaticallyafterthe
assigneddelay;seeFigure4.1,“The AutoLaunch window”. Click Load Now to ignorethere-
mainingdelayandlaunchtheshow immediately. Click Cancel to returnto theStartwindow. If
youspecifiedadelayof 0 seconds,thedelaywindow will notbedisplayed.

Figure 4.1. The Auto Launch window
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4.6 Managing Show Data

All show datais storedontheinternalharddiskof theconsole.Show filesandfoldersarestored
in theShows folderwhile librariesarestoredin theLibraries folder.

As youedit yourshow file all of yourchangesareimmediatelysavedto theconsole'sinternal
harddisk. In theeventof power failuretheHog4OSwill havealreadysavedtheshow datato
disksothatnoneof yourwork is lost.

YoucanusetheShow Manager window (seeFigure4.2,“The ShowManager Window”) to
backupyourcurrentshow file, checktheintegrity of yourcurrentshow file'sdata,or to move,
copy, anddeleteexistingshowsfiles.

To openthe Show Manager:

• Setup → Shows

Figure 4.2. The Show Manager Window

4.7 Startup Comment Macros

Youcanassigncommentmacrosto beexecutedwhenashow file is launched.Commentmacros
canbeusedto automateavarietyof taskssuchasrecallingviewsor changingpages.Startup
commentmacrosareassignedin theMisc paneof theUser Preferences window:

• Setup → Preferences → Misc
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For detailsof themacrosyntax,seeMacros(p.329).

4.8 Backing Up Your Show

It is recommendedthatyoubackupyourshow file regularlyby saving acompressedcopy of
yourshow file ontheconsole'sharddiskor onaUSBFlashDrive.Backupfilesaresmallin size
andarealsoeasyto transferfrom oneconsoleto another. Compressedbackupsprovideamethod
for revertingto olderarchivesof yourshow file shouldamajorproblemoccurwith yourshow
file.

Usethefollowing stepsto makeacompressedshow file backup:

1. Setup → Shows → Current Show

2. Click Backup.

3. Browseto a locationon theharddriveor anexternaldisk to save thebackup
file.

4. Click OK. A compressedcopy of yourshow will besavedwith ‘_bck’ appended
to its file name.
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Tip

You should backup your show files to external media regularly so that if
something catostrophic happens to you console or internal hard drive
you can still access the backups.

TheHog4 andFull Boar4 consolesalsofeatureaquickbackupbuttononthebottomright hand
sideof theright screen'smaintoolbar. Clicking on the"backup"buttonwill quickly generatea
backupof yourshow file in theshowsdirectoryusingyourshow file'sname.If otherbackups
with thesamenameexist in theshowsdirectorytheconsolewill automaticallyappendthenew
backupfile with anumber.

4.9 User Preferences

Settingswithin theUserPreferenceswindow arestoredaspartof theshow file andareapplied
whenever theshow file is launched.

4.9.1 Desklight, Worklight, and Vent Light Preferences

Youcanindividually adjustthebrightnessof theconsole'sdesklights,worklight,andfront panel
key LEDsby holdingdown theSetup key andadjustingthecordinatingparameterwheel.

Theventlight brightnesslevel ontheHog4,Full Boar4,andRoadHog4 consolesis controlled
by asliderthatis locatedin in theAppearance paneof theUser Preferences window. The
ventlight will turnoff duringperiodsof consoleunactivivity asdeterminedby theChangingthe
LCD Backlight Timeout(p.53) setting.Similar to thedesklights, theventlight will comeonat
full intensityonacoldbootbeforeyouhave loadedashow file.

ThedesklightsfeaturebothblueandwhiteLEDs.By default thedesklightsarewhiteduring
normalactivity andturnblueduringperiodsof unactivivity asdeterminedby theChangingthe
LCD Backlight Timeout(p.53) setting.If youpreferthedesklightsto alwaysbeblue,youcan
selectUse Blue Desklights in theAppearance paneof theUser Preferences window.

4.9.2 Touchscreen Backlight Brightness

Youcanadjustthebrightnessof eachof theconsole'stouchscreenbacklightsby holdingdown
theSetup key andadjustingthecordinatingparameterwheel.

4.9.3 Trackball and Trackball Ring Preferences

TheTrackballandit's outerring have two modes:

• Pointer Mode: Thetrackballcontrolstheon-screenpointer, likeamouseon
apersonalcomputerwhile thetrackballring actsasaverticalscrollwheel.
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• Position Mode: Thetrackballlightsup in blueandcontrolstheposition(pan
andtilt) of fixtureswhile thetrackballring controlswhichever functionis as-
signedto it in theTrackballtabof theUser Preferences window.

Youcanswitchbetweenthetwo modesby pressingthetop right Trackballkey.

To lock theTrackballto onemode:

1. Setup → Preferences → Trackball

2. SelectPointer or Position from thedropdown menuto lock theTrackballin
thatmode.SelectToggles to restoretheability to changemodeswith thetop
right Trackballkey.

3. SelectOK to applyandclose.

Tip

Make sure you have an external mouse connected if you lock the Trackball
in position mode, and you don't want to control the on screen pointer
only by pressing the touchscreens.

Trackball Keys

Youcanconfigurethefunctionof thefourkeyssurroundingtheTrackballaccordingto thecurrent
mode(pointeror position).For example,in pointermodeyoucanhaveRightClick, Left Click,
Flip andBall Modemappedwhile in positionmodeyoucouldhaveFlip, Next, OrthoToggle
andBall Modemapped.TheTrackballkeys areassignedin theTrack Ball paneof theUser
Preferences window; seeFigure4.3,“The Track Ball paneof theUserPreferenceswindow”.

High EndSystems92

Section4: Shows



Figure 4.3. The Track Ball pane of the User Preferences window

Thefollowing navigationfunctionsareavailable:

• Ball Mode: switchestheTrackballbetweenpositionandpointermodes.

• Ortho Toggle:switchestheTrackballbetweenOrthoandNormal.Whenin
positionmode,with orthoon, theTrackballwill only controlpanor tilt, not
bothat thesametime.Thiscanbeusefulfor accuratelysettingfixtures.

• Right Click: thesameasa right-click with themouse.This is usuallyusedto
bringupacontextualmenuwith commandssuchascopy andpaste.

• Left Click: thesameasleft-click with themouse.

• Shuffle: shufflesthepointeracrosswindows,bringingthatwindow to thefront
(unlikeshuffleon theWindow Control Toolbar whichshufflesthescreen
view).

• Swapto Screen:movesthepointerbetweenscreens(usefulfor whenexternal
displaysareconnectedto quickly movebetweenscreens).

• Set: thesameastheSet key, but closerto theTrackballfor quickcell editing.
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• CloseWindow: closestheactivewindow.

• ToggleKindK eys/CmdKeys:togglesthefunctionkeys betweenkind mode
andcommandkey mode.

In addition,thefollowing fixtureandplaybackfunctionsareavailable:

• Next: sub-selectsthenext fixture in thecurrentselection.SeeSubSelections
(p.127).

• Back: sub-selectsthepreviousfixturein thecurrentselection.SeeSubSelections
(p.127).

• SelectAll: selectsall thefixturescurrentlyin theProgrammer. SeeSelectAll
(p.126).

• Flip: changesthepanandtilt of amoving headfixture to pointat thesame
positionon thestage,but from theotherendof its movementrange.SeeFlip
(p.131).

• FadeChanges:togglesthestateof theFadeChangesbuttonin theactiveeditor.
SeeFadeChanges(p.246).

• NextPage:advancesto thenext pagein thepagedirectory. SeeChangingPage
(p.290).

• Out: assignsthecurrentselection'sintensityto zero;seeIntensity(p.129).

Thedefault settingsfor theTrackballkeys are:

Position ModePointer ModeTrackball Key

flipfliptop left

ball modeball modetop right

nextleft clickbottom left

ortho toggleright clickbottom right

4.9.4 Center Wheel Preferences

Theuserpreferencefor whichfixture functionsareassignedto thecenterwheelon thefront
panelof theHog4 Consoleis managedin theCenter Wheel paneof theUser Preferences
window. In thiswindow youcanassignasmany functionsasyou like to thecenterwheelby
draggingfunctionsfrom left handsideof thewindow to thewheeldisplayontheright handside
of thewindow. To deletefunctionsfrom thecenterwheelclick on thefunctionin theright hand
paneof thepreferenceswindow to highlight thefunctionin blueandthenpressthedeletekey
on theconsolefront panel.
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Whenafixtureselectionis madefunctionsassignedto thecenterwheelwill bediplayedon the
toolbarlocatedat thebottomof thefront panel'scenterdisplay. Functionsthatyou'veassigned
to thecenterwheelwil only bedisplayedif they arevalid for yourcurrentfixtureselection.

To cyclethecenterwheelthroughthefunctionspressthebuttonto thebottomright of thecenter
wheel.Theactionof thebuttonto thebottomleft of thecenterwheelisdeterminedby theEncoder
WheelOptionspreference(seeSeeEncoderWheelButtonOptions(p.96)). Theinnerpartof
thecenterwheelactsexactly like themainencoderwheelson thedesk.Theouterspringloaded
ring of thecenterwheelactsmorelikeashuttlewherebyamovein eitherdirectionwill initialize
avaluechangeatafixedrate.Themoreyou turn thering thehigh therateof change.
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4.9.5 Encoder Wheel Button Options

Youcanadjusttheactionthatoccurswhenpressingthegrey encoderwheelbutton(locatedto
bottomleft of eachencoderwheel)in theProgramming paneof theUser Preferences window:

FunctionSetting

makes encoder wheel adjustments more refined (same as holding
pig key) when encoder wheel button is held down

Fine Mode (de-
fault)

changes the feature mode of the function assigned to the encoder
wheel when the encoder wheel button is pressed

Cycle Feature
Mode

opens a direct entry dialogue box for the encoder wheel when
button is pressed (similar to holding set and turning encoder wheel)

Set

sets wheel to max value when button is pressed first time; sets
wheel to minimum value when pressed second time

Max/Min

sets wheel to negative value when button is pressed first time; sets
wheel back to positive value when pressed second time

Neg/Pos

increments wheel by one real world value when button is pressed
(descreases wheel value by one when holding pig and pressing
button)

Adjust by One

4.9.6 Keys and Button Preferences

Youcanadjustvariouskey timingsin theKey Timings paneof theUser Preferences window:

FunctionSetting

When you hold down a key, this is the delay before it starts
to repeat.

Key repeat delay

When you hold down a key, this is the time between repeats.Key repeat period

When you press a key twice within this time, the console in-
terprets this as a double-press.

Key double press time

Note:thesetimingsonly applyto thephysicalkeys on theconsole'sfront panel,andnot to the
on-screenbuttons.
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Tip

Double-pressing a key is often a shortcut way of opening the window
associated with the key; for example, double pressing the Beam key will
open the Bean directory window. If you prefer not to use the double-press
shortcuts, then assign the double-press time to zero to disable it.

4.9.7 Importing and Exporting Show Preferences

Youcanexport theuserpreferencesettingsasaseparatefile sothatyoucanlaterimport them
into any show thatyouareworkingon.To export youruserpreferences:

1. Setup → Preferences : opentheUserPreferenceswindow.

2. Click on theExport button,andselecta locationto save thepreferencesfile
to.

To loadyourpreferencesinto thecurrentshow:

1. Setup → Preferences : opentheUserPreferenceswindow.

2. Click on the Import button,browseto thelocationof yourpreferencesfiles,
andselectapreferencesfile to import.

4.10 Merging Shows

Show mergingallowsyou to take theprogrammingfrom oneshow andmergeit into another
show. To mergeshow filesyoumustfirst loadtheshow youwantto mergedatainto. This is
known asthecurrentshow. Theshow you thenselectto mergedatain from is calledthesource
show.

To selectasourceshow to mergein:

1. Setup → Shows → Current Show : openstheCurrentShow paneof the
Show Manager.

2. PressMerge tobeguidedthroughthemergeprocess.TheMergeShow window
will open;seeFigure4.4,“The SourceLocationpageof theMergeShow
window”.

3. Chooseasourceshow file. Notethatif youhavechosenabackup(.bckor
.shw)file, it maytakeafew extramomentsfor theconsoleto uncompressthe
show file andreadits contents.

4. Onceyouhavechosenasourceshow, youwill beofferedseveralmergeop-
tions:FixtureTypes,Fixtures,andProgramming(groups,palettes,cuelistst,
scenes,pages,macros,andviews).
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Figure 4.4. The Source Location page of the Merge Show window

4.10.1 Merging Fixture Types

Onceyouhaveselectedasourceshow, Hog4OScomparesthefixture typescontainedwithin
eachshow file andcreatesa list of fixture typeswhichhavechanged;seeFigure4.5,“The Type
Mergepageof theMergeShowwindow”.
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Figure 4.5. The Type Merge page of the Merge Show window

An expandingtreeshows thefixture typesthatdonotmatchexactlyandwill explainwhattheir
differencesare:

• Newer: thefixture typein thesourceshow is anewer revision.

• Older: thetypein thesourceshow is anolderrevision.

• Not In Show: thetypeis in thesourceshow but not thecurrentshow.

If youwantto seeall fixture typesin thesourceshow file evenif they matchthefixture types
destinationshow, pressShow Same Revision.

Selectthefixturetypestomergebyclickingontheircheckboxes.TheDeselect All buttonallows
you to clearthecurrentselectionandstartagain.PressNext to continue.

4.10.2 Merging Fixtures

After choosingto mergefixture types,youcanmergethefixturesusedin thetwo shows; see
Figure4.6,“The FixtureMergepageof theMergeShowwindow”. If youchoosenot to merge
fixtures,youwill notbeableto mergeany programming.
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Figure 4.6. The Fixture Merge page of the Merge Show window

Therearetwo optionsfor mergingfixtures:

Append: appendingfixtureswill addacopy of all of thefixturesfrom thesourceshow into the
currentshow. Any programmingthatis mergedfrom thesourceshow will usetheappended
fixturesandall programmingin thecurrentshow will continuetousethesamefixturesasbefore.

Replace:replacingfixtureswill matchfixturesfrom thesourceshow with fixturesin thecurrent
show if they have thesametypeandusernumber. If amatchis made,thefixture in thecurrent
show is replacedwith theonein thesourceshow andall programmingin thesourceandcurrent
show thatusedthatfixturewill usethemergedfixture. If nomatchis made,thesourcefixture
is appendedto thecurrentshow asabove.

» Important

If you merge fixtures and then merge programming, because both the
source show and the current show are using the same fixture, any pro-
gramming from the source show using that fixture will overwrite the
programming in the current show.
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4.10.3 Merging Programming

After mergingfixtures,youcanmergetheprogramming(groups,palettes,cuelistsandcues,
scenes,pagesandviews) from thesourceshow; seeFigure4.7,“The GroupMergepageof the
MergeShowwindow”.

Figure 4.7. The Group Merge page of the Merge Show window

Whenmerginggroups,palettes,cuelistsandcues,scenesandviewsthefollowingmergemethods
areavailablefrom thedropdown menuin theMerge field:

• Append: addsall of theprogrammingfrom thesourceshow to thecurrent
show.

• AppendDiffer ent: if programmingwith thesamenamecannotby foundin
thecurrentshow, theprogrammingfrom thesourceshow is appended.

• MergeBy Name: if programmingwith thesamenameis foundin thecurrent
show, mergethesourceprogramminginto thecurrentshow. If thereareany
clashes,thesourceprogrammingwill overwritethecurrentprogramming.This
optionis notavailablewhenmergingviews.
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• MergeBy Number: is thesameasMergeBy Name,but thematchingis done
by number. Thisoptionis notavailablewhenmergingviews.

• Replace:if programmingwith thesamenumberis foundin thecurrentshow,
it is overwrittenwith programmingfrom thesourceshow. If nomatchis found,
thesourceprogrammingis appendedto thecurrentshow.

After selectingthemergemethod,youcanselectwhichgroups,palettes,cuelists,andcues,
scenes,andviewsto mergeby clicking oneachitemdisplayedin thewindow. Itemshighlighted
in blueareselectedfor merging.

Tip

You cannot replace palettes in the current show because you could replace
a palette with one that doesn't contain programming for fixture paramet-
ers that other programming expects it to have.

4.10.4 Dependencies

In orderto mergecertainpartsof ashow, youmusthavechosento mergeotherparts:

• To mergegroups,youmusthavemergedfixtures.

• To mergepalettes,youmusthavemergedfixtures.

• To mergecuelistsandcues,youmusthavemergedpalettes.

• To mergescenes,youmusthavemergedpalettes.

• To mergepages,youmusthavemergedcuelistsandscenes.

4.10.5 Merging Examples

Example1: Youhaveprogrammedyourshow ontwoseparateconsoles(perhapsonecontrolling
movingfixturesandonecontrollingconventionals)andyouwanttomergetheshowsfor playback
ononeconsole.Eachshow file containsidenticalpaletteandcueliststructures,but they just
controltheir own fixtures.

In this case,AppendfixturesandMergeBy Namefor all programming.

Example2: Youhavetwoshowsprogrammedusingthesamerig, whichyounow wanttomerge.
Eachshow containsexactly thesamefixtures.

In thiscase,Replacefixtures,andAppendDifferentall of theprogramming(assumingall of the
programminghasuniquenames).

High EndSystems102

Section4: Shows



Section 5: Adding, Patching, and Managing
Fixtures

5.1 Adding Fixtures

To addafixture to ashow:

1. Setup → Patch : openstheFixturewindow.

2. PresstheFixture Schedule buttonin thetop left handcornerof theFixture
window. TheFixture Schedule window will openwith a list of fixtureper-
sonalitiesin thecurrentshow file aswell asfixturesthatarepartof thecurrently
chosenFixtureLibrary.

Thecurrentlychosenfixturelibrary is listedatthebottomof thefixtureselec-
tion window. To addfixturesfrom anotherlibrary youmustfirst install the
libraryontoyourconsolebyopenningthefile browseranddraggingthefixture
library archivefile from aUSBstickor CD into thelibrariesfolder. After the
library is installedyoucanselectit asyourcurrentlibrary in thefixtureselec-
tion window.

Eachfixture is listedunderits manufacturer, while conventionalfixturessuch
asDeskChannelsandScroller-DimmersarelistedunderGeneric.Youcan
filter thelist of fixturesto only thefixturescurrentlyscheduledin theshow
by clicking on theLimit to fixture in use buttonat thetopof theFixture
window. Alternatively, youcantypeafixturenameinto theSearch fixture
name field atthetopof thewindow to filter thenamesof thefixturesto more
quickly find theexactfixture typeyouarelooking for.

103High EndSystems



Figure 5.1. The Fixture Schedule window

3. Onceyoufind thefixture typeyouwish to add,click onor touchthefixture
in thelist andusethecountcolumnto input thenumberfixturesof thattype
yourwish to add.

4. WhenyouhavefinishedselectOK andyouwill now seetheseaddedfixtures
list in thepatchwindow whereyouwill patchthemto outputs.
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5.2 Patching Fixtures

Oncefixtureshavebeenaddedto theshow, they needto bepatchedto theappropriateDMX
address. Many fixtures,suchasmoving lights,useseveralDMX channelstocontroltheirvarious
parameters.Generally, theseDMX channelsarein acontinuousnumericalrange,andit is the
first of thesechannels(known asthe‘start address’)thatis theDMX addressthatyouassign
duringthepatchingprocess.Hog4OSusestheinformationaboutthefixturecontainedin the
FixtureLibrary to calculatehow many DMX channelsareusedby thefixture,andassignsthem
accordingly, startingat theStartAddressyouhavegiven.

To patchafixture:

1. Setup → Patch : thisopenstheFixture window.

2. Selectthefixturefixturesyouwishto patchandthenpressthePatch@button
to opentheFixture Patch window. SeeFigure5.2,“The FixturePatch win-
dow”.

3. SelectaDP8000in thelist on theleft-handsideof thewindow. If thereare
noDP8000sshown, or youwantto patchto onethatisn't listedshown in the
list, youneedto addit. SeeAddingandRemovingDMX Processors (p.108).

4. Click or pressoneof theavailableDMX universesshown to selectauniverse
to patchto. Thedisplaygivesagraphicalindicationof whichaddressesare
alreadyoccupied.Typein anumberfor thefixture'sDMX startaddress;the
next freeaddressis shown below eachuniverse.

5. Click onOK or pressEnter.

6. If youhavefinishedpatching,click onApply Patch or closetheFixture
window to sendthenew patchinformationto theDMX Processors.
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Figure 5.2. The Fixture Patch window

Youcanalsousethekeypadto patchfixtures.For example,to patchStudioColor1 to DMX
Processor2, Universe4, ataddress17:

• Fixture 1 @ 2/4/17 Enter

To patchfurtherfixturesto thesameDMX Processoranduniverse,youcanusetheshorthand:

• Fixture 2 @ 33 Enter

To patchafixtureat thenext availableaddresson thesameDMX Processoranduniverse:

• Fixture 3 @ Enter

Again, if youhavefinishedpatchingclick onApply Patch or closetheFixturewindow to send
thenew patchinformationto theDMX Processors.

5.2.1 Patching Several Fixtures at Once

If youselectseveralfixturesandpatchthem,Hog4OSwill allocatethemto acontinuousrange
of DMX addresses,assigningeachfixture'spatchaddresssothatit followson from thelast.

For example,to patch5 StudioColors,startingatDMX address1:
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1. Open + Fixture : opentheFixture window

2. Fixture 1 Thru 5 Patch @ 1 , Enter : Youcanusethe@ key asanal-
ternative to thePatch @ button.

StudioColors1 to 5 will now have theincrementalpatchaddressesof 1:1,1:17,1:33,1:49,and
1:65.Notethatthefixturesselecteddonothave to befrom acontiguousrange,andthey canbe
of differenttypes.

Tip

When you patch a range of fixtures, Hog 4OS takes the selection order
into account, so that Fixture 1 Thru 10 @ 1 patches the fixtures starting
with Fixture 1 and going up in numerical order, while Fixture 10 Thru 1
@ 1 patches the fixtures starting with Fixture 10 and going down in re-
verse numerical order.

5.2.2 Patching Fixtures to Multiple Addresses

Youcanpatchonefixture to multipledifferentDMX addresses;this canbeusefulwith desk
channels,whereyouwantonedeskchanneltocontrolseveraldimmerchannels.Thisissometimes
known as‘soft patching’.

To patchafixture to asecondDMX address,selectthefixtureagainandpatchit asbefore.Al-
ternatively, usingthecommandline:

• Fixture [Desk Channel] 1 @ 2/1/1 + 4/2/5 , Enter : patchesthedesk
channelto DMX Processor2, universe1, address1, andto DMX Processor
4, universe2, address5.

Similarly, youcanpatchafixturemultipletimessoastofill aspecifiedrangeof DMX addresses.
Thiscanbeusefulif youwantto soft patchadeskchannelto acontinuousseriesof dimmer
DMX addresses.

• Fixture [Desk Channel] 1 @ 1 Thru 10 , Enter : patchesthedeskchannel
to eachaddressbetween1 and10.

Tip

You don't have to patch fixtures before you start programming. Once the
fixtures have been added they can be programmed. However, without a
patch, you will not be able to output DMX.

107High EndSystems

Section5: Adding, Patching, andManagingFixtures



5.2.3 Finding Unused DMX Addresses

Figure 5.3. The View by DP view of the Fixture window

Youcanseeanoverview of all patchedfixturesin theFixture window by usingView by DP;
seeFigure5.3,“The View byDP view of theFixturewindow”. Thisshowsaspreadsheetwith
startaddress,fixturetypeandusernumberfor eachDMX universe.Additionalrowsshow where
thereis anavailablespacein theallocatedDMX addresses.Thisis usefulwhenyouarepatching
additionalfixturesandyouneedto know whatrangesof DMX addressesarefree.To show this
view:

• Setup → Patch → View by DP : theView by DPbuttonis on thetoolbarat
thetopof theFixturewindow.

Youcanusethebuttonsin thetoolbarat thetopof thewindow to view eachgroupof four uni-
versesof aDMX Processor.

DeselecttheView by DPbuttonto returntheFixturewindow to its normalview.

5.2.4 Adding and Removing DMX Processors

All fixturesin theHog4OSarepatchedto DP8000s.TheHog4OSautomaticallydetectsand
makesavailableany connectedDP800sfor patchingbut if youwanttopatchfixturestoDP8000s
thatarenot currentlyconnectedto theconsole,youmustfirst addtheDP8000sto theshow:

1. Setup → Patch → Patch @ : opentheFixture Patch window. ThePatch
@ buttonis on thetoolbarat thetopof theFixture window.

2. PresstheAdd buttonbelow thelist of DP800s.TheAdd DP window will
open:
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3. Assignanetnumber.

4. OK : closetheAdd DP window.

5. OK : closetheFixture Patch window.

To removeaDP8000from ashow file:

1. Setup → Patch → Patch @ : opentheFixture Patch window. ThePatch
@ buttonis on thetoolbarat thetopof theFixturewindow.

2. SelecttheDP8000youwish to remove from theshow file.

3. PresstheRemove buttonbelow thelist of DP800s.A confirmationdialog
will open.PressOK to unpatchandremove theDP8000.

5.2.5 Fixtures with Multiple Patch Points

Somefixture typesconsistof severalseparateelementsthatwork together, eachwith their own
DMX address.An exampleis aparcanwith ascroller, whichoperationallyyouwantto treatas
asinglefixture (‘a light thatcanchangebrightnessandcolour’) but thatphysically consistsof
adimmer-controlledlampandacolourscroller. Similarly, somemoving fixturessuchasthe
Vari*Lite VL5 consistof themoving headwith its own controlelectronics,fedby anexternal
dimmer. SeeFigure5.4,“Examplesof FixturesrequiringMultiple Patch Points”.

With suchfixtures,therearetwo or moreDMX startaddresses,whichmaynotbenumerically
adjacent,andindeedmaybeondifferentuniversesandDP800s.Hog4OShandlesthisby giving
thesefixturesmultiple’PatchPoints‘,whichyouaddressseparatelyin theFixturePatchwindow.

For example,to patchthefixturewith ascroller(of fixture type‘ScrollerDimmer’) shown in
Figure5.4,“Examplesof FixturesrequiringMultiple Patch Points”:

1. Setup → Patch : OpentheFixturewindow.

2. Fixture [Scroller Dimmer] 1 @ : OpenstheFixturePatchwindow.

3. SelecttheFixture PatchPoint(for thescroller)from thedropdown list in the
top right cornerof theFixturePatchwindow:
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Figure 5.4. Examples of Fixtures requiring Multiple Patch Points

4. Click DMX 2 to selectthesecondDMX universe.

5. [501] Enter : EntertheDMX addressfor thescroller.

6. Fixture [Scroller Dimmer] 1 @ : OpenstheFixturePatchwindow again.

7. Click DMX 4 to selectthefourthDMX universe.

8. Selectthe Intensity PatchPoint(for thedimmer)from thedropdown list.

9. [2] Enter : EntertheDMX addressfor thedimmer.

10. Click onApply Patch or closetheFixturewindow to sendthenew patchin-
formationto theDP8000s.

In theFixture window, thesetypesof fixturewill spanmorethanonerow - onefor eachPatch
point; seeFigure5.5,“A Fixturewith Multiple Patch Points”.

Figure 5.5. A Fixture with Multiple Patch Points
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5.2.6 Cloning Universes

Cloningpatchingcopiesfixtureandassociatedpatchinformationfrom oneDMX universeto
another. A selectedfixturewill thereforecontrolrecurringpatchlocationsacrossseveraluniverses.

To clonethepatchingof oneuniverseto another:

1. Setup → Patch → View by DP : opentheFixturewindow in View by DP
view.

2. Selecttheuniverseto cloneby clicking onthecolumnin thespreadsheet.The
selecteduniverseis highlightedin blue.

3. PressCloneUniverse.TheCloneUniversewindow will open;seeFigure5.6,
“The CloneUniversewindow”.

4. SelectadestinationDP8000anduniverse.Youcancreateanew DP8000if
youwantto cloneto auniverseonaDP8000not currentlyconnectedto the
console,andyoucanspecifyanoffsetfor thepatchaddressesto positionthem
differentlyin theuniverse.Click onOK whenyouhavefinished.

5. Click onApply Patch or closetheFixturewindow to sendthenew patchin-
formationto theDP8000s.

Figure 5.6. The Clone Universe window

If cloningwill overwritepatchinformationin thedestination,youwill beaskedfor confirmation.
Theconsolewill only unpatchpreviousfixturesthatarein thewayof new ones;therestof the
destinationuniversewill beuntouched.
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Tip

You can also move patching from one universe to another by cloning the
patch to the new universe, and then unpatching the old universe; see
Unpatching Fixtures (p.113).

5.2.7 Cloning DMX Processors

Youcancopy fixtureandassociatedpatchinformationfrom oneDP8000to anotherby cloning
aDP8000'spatch.A selectedfixturewill thencontrolrecurringpatchlocationsacrossseveral
DP8000s.

To clonethepatchingof oneDP8000to another:

1. Setup → Patch → View by DP : opentheFixturewindow in View by DP
view.

2. SelecttheDP8000to cloneby selectingit from theDP8000dropdown menu.

3. PressCloneDP. TheCloneDMX Processorwindow will open;seeFigure5.7,
“The CloneDP window”.

4. SelectasourceDP8000fromthesourcesectionof thewindow. Click Unpatch
Source if youwish to movepatchentriesto thedestinationDP8000instead
of copying them.

5. SelectadestinationDP8000from thedestinationsectionof thewindow. If
thereis conflictingpatchingon thedestinationDP8000youcanchooseto
unpatchonly fixturesin conflict from thedestinationDP8000or to unpatch
all fixturesalreadypatchedto thedestination.

6. Youcancreateanew DP8000if youwantto cloneto auniverseonaDP8000
not currentlyconnectedto theconsole.Click theAdd DP button.

7. Click OK.

8. Click onApply Patch or closetheFixturewindow to sendthenew patchin-
formationto theDP8000s.
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Figure 5.7. The Clone DP window

5.2.8 Unpatching Fixtures

Youcanunpatchafixture in orderto repatchit with adifferentstartaddress,or to stopDMX
outputbeingsentto it. Unpatchingdoesnoteraseany programmingfor thefixture in groups,
palettes,cuesandsoon.

Therearetwo waysto unpatch.Unpatchingby fixtureremovesall patchinginformationfor that
fixture,evenif it hasbeenpatchedto severalstartaddressesor hasmultiplepatchpoints.Un-
patchingby startaddressonly unpatchesaspecificstartaddress,leaving otherstartaddresses
associatedwith thefixture intact.

Unpatching by Fixture

To unpatchall patchinformationassociatedwith afixture:

1. Setup → Patch : opentheFixture window.

2. Selectthefixturebyclickingonit, thenpressUnpatch atthetopof theFixture
window. Thisunpatchesthefixture,but leavesall programmingfor thefixture
intact.

3. Click onApply Patch or closetheFixturewindow to sendthenew patchin-
formationto theDP8000s.

Or, usingthecommandline:

1. Setup → Patch : opentheFixture window.
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2. Fixture 1 Pig + @, Enter

3. Click onApply Patch or closetheFixturewindow to sendthenew patchin-
formationto theDP8000s.

Unpatching by DMX Address

To unpatchaspecificDMX startaddressyouneedto changetheFixturewindow to View by
DP.:

1. Setup → Patch : opentheFixturewindow.

2. View by DP : changetheFixturewindow to View by DP.

WhenView byDPisselected,theUnpatch @ buttonisavailableonthetoptoolbarof theFixture
window. To unpatchstartaddress200in thecurrentlyselectedDMX universe(highlightedin
blue):

• Unpatch @ 200

To unpatchseveralstartaddresses:

• Unpatch @ 1/2/200 + 2/3/300

To unpatcha rangeof startaddresses:

• Unpatch @ 200 Thru 300 : unpatchesall startaddressesbetween200and
300.

To unpatchanentireuniverse:

1. Click or presson theuniverseto unpatch,sothatit is highlightedin blue.

2. PressUnpatch Universe at thetopof theFixturewindow andconfirmthat
youwantto unpatch.

Click onApply Patch or closetheFixturewindow to sendthenew patchinformationto the
DP8000.

To unpatchanentireDP8000:

1. SelecttheDP8000to unpatchfrom thedropdown list at thetopof theFixture
window.

2. PressUnpatch DP, andconfirmthatyouwantto unpatch.

Click onApply Patch or closetheFixturewindow to sendthenew patchinformationto the
DP8000.
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5.3 Replicating Fixtures

Youcanexpandyourshow to accommodatea largerrig usingtheReplicateFixturefunction.
Thiswill createcopiesof fixtures,includingall their programming.To replicatefixtures:

1. Setup → Patch : opentheFixturewindow.

2. Selectoneor morefixturesin theFixturewindow by clicking onits numbered
buttonin theleft handcolumn.

3. PressReplicate Fixture, locatedin thetoolbarat thetopof theFixturewin-
dow.

Figure5.8,“F ixturewindow, beforeandafter replicating” shows thecontentsof theFixture
window beforeandafterreplicatingfixtures.

Thenew fixturesareanexactcopy of theoriginals,andwill beaddedto everypalette,cueand
scenethatcontainsprogrammingfor theoriginal fixture.Thecommentcell showsyouwhich
fixture it is acopy of. New fixturesaregivenUserNumbersthatfollow onsequentiallyfrom
theoriginal fixtures'numbers,but they arenotpatchedor addedto any groups.An asteriskwill
appearnext to UserNumbersthatmaynow conflictwith existingones.

Figure 5.8. Fixture window, before and after replicating

5.4 Changing the Fixture Type

It is sometimesusefulto changethetypeof afixture,for examplebecauseof productionchanges
whereonefixtureof onetypeis replacedby anotherof adifferenttype,or becausetherig has
beenchanged,perhapsby addingascrollerto adeskchannelfixturesuchasaPar.

To changethefixture type:

1. Setup → Patch

2. Selectthefixturesyouwantto changeby clicking on thenumberedbuttonin
theleft-handcolumn.

3. PresstheChange Type buttonandselectthenew fixture typefrom thelist.
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4. Hog4OScannotchangeafixture'stypewhile it is patched.Youwill beasked
if youwantto unpatchany patchedfixtures;don'tforgetto repatchthemafter-
wards.

Figure5.9,“ChangedFixtureType” shows thecontentsof theFixturewindow beforeandafter
changingthefixture type.

» Important

Changing a fixture's type may cause ambiguities in any programming
that has already taken place. Whilst Hog 4OS translates all real world
figure data, including colour and beam, between fixture functions, it
cannot match the performance of a higher specification unit with a
greater number of functions to that of a lower specification unit.

Figure 5.9. Changed Fixture Type

5.5 Removing a Fixture from the Show

To removeafixture:

1. Setup → Patch : opentheFixture window.

2. Fixture 1 Remove : Selectthefixture(s)youwantto remove,andpress
Remove.

3. Youwill beaskedto confirm.SelectOK.

» Important

If you remove a fixture, all of its associated programming in groups,
palettes, cues and so on will be removed from the show. To disable a
fixture while retaining its programming, unpatch it; see Unpatching Fix-
tures (p.113).

5.6 Creating Palettes and Groups Automatically

Hog4OScancreategroupsandpalettesautomatically, basedon thefixturesin yourshow. This
rapidlygivesyouasetof ‘building blocks’ to startprogrammingwith. To usetheAuto Palettes
function:
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1. Setup → Patch : opentheFixture window.

2. Click on theAuto Palettes button(locatedin thetoolbarat thetopof the
Fixturewindow) andselectfrom theoptionsin theAuto Palettes window;
seeFigure5.10,“The AutoPaletteswindow”.

3. Click onGenerate.

Figure 5.10. The Auto Palettes window

Youcanchooseto have theconsoleautomaticallymake:

• Groups:If theMake Groups buttonisdepressed,theconsolewill makegroups
for eachfixture type.Youcanspecifytherepeatmultiple for thegroupsto be
created.For example,with avalueof 3 Group1 will containfixtures1, 4, 7,
10…,Group2 fixtures2, 5, 8, 11…,Group3 fixtures3, 6, 9, 12…

• Intensity Palettes:If theMake Intensity Palettes buttonis depressed,the
consolewill make intensitypalettes.

• Position Palettes:If theMake Position Palettes buttonis depressed,the
consolewill makepositionpalettes.

• Colour Palettes:If theMake Colour Palettes buttonisdepressed,theconsole
will makecolourpalettes.If youpresstheadjacentSeparateby Wheelbutton,
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theconsolewill createseparatecolourpalettesfor eachcolourwheelin fixtures
thathavemorethanone.Thisensuresthatyoucanusethepalettesto program
looksthatusebothwheelssimultaneously, withoutthepalettesconflictingwith
eachother. Auto generatedColourpalettesthatmakeuseof colourmixing in-
formationwill automaticallyhave their buttonscolourcodedwith appropriate
customcolourselections.

• BeamPalettes:If theMake Beam Palettes buttonis depressed,theconsole
will makebeampalettes.If youpresstheadjacentSeparateby Wheelbutton,
theconsolewill createseparatebeampalettesfor eachbeameffectwheelin
fixturesthathavemorethanone.Thisensuresthatyoucanusethepalettesto
programlooksthatusebothwheelssimultaneously, without thepalettescon-
flicting with eachother.

TheAuto Paletteswindow alsoallowsyou to choosethealignmentspacingof thepalette'sdir-
ectorywindow. Thealignmentspacingcontrolshow many palettesaredisplayedacrossthedir-
ectorywindow; for example6 for ahalf screenwindow, 12 for a full screenwindow.

For moreinformationongroupsandpalettes,seeGroups(p.149) andPalettes(p.153).

5.7 Configuring Fixtures

Eachfixturehasavarietyof settingsthatcontrolhow Hog4OShandlesit. Settingsthatcontrol
how thefixtureasawholebehavesareconfiguredin theFixture window, while settingsthat
arespecificto individualparametersareconfiguredin theEdit Fixtures window.

5.7.1 Fixture Configuration

To opentheFixture window (Figure5.11,“The Fixturewindow”):

• Setup → Patch

Or:

• Open + Fixture
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Figure 5.11. The Fixture window

In theFixturewindow, youcanview, but notalter, thefixturetypeandcommunicationsprotocol
for eachfixture.To show thesecolumns,right-click onany columnheader, andselecteither
Type or Protocol.

Modifying the User Number

TheUserNumberis thenumberthatyouuseto selectaparticularfixturewhenprogramming.
By default,Hog4OSgiveseachfixture typeits own rangeof usernumbers,sothattheremight
beseveralfixturesnumbered1, of differenttypes.If this is thecase,thefixturenumberhasan
asterisknext to it in theFixturewindow:

To changetheUserNumber:

1. Open + Fixture

2. Selectthefixture'sNum cell (shortfor UserNumber).

3. Set, [new number] , Enter

To changeseveralUserNumbersatonce:

1. Open + Fixture

2. Selectarangeof UserNumbercellsbypressingorclicking,andthendragging.
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3. Set, [new number] , Enter : allocatesa rangeof UserNumbersstarting
with thenumberthatyouenter.

Tip

You can renumber the fixtures in your show so that each one has a unique
number irrespective of its type. By doing this you never have to specify
the type when selecting fixtures, which can speed up programming. See
Selecting Fixtures (p.125).

Notes

Notescanbeusedto attachacommentto afixture,suchasits locationor intendeduse.

To addanote:

1. Open + Fixture

2. Selectthefixture'sNote cell.

3. Set [text of note] Enter : Typein thenotetext.

Tip

Fixture notes can be displayed in editors such as the Programmer, but
this is turned off by default. To display notes, right click on any column
header in the editor, and select Note.

Patch Notes

PatchNotescanbeusedto attachacommentto afixture regardingits patching.

To addaPatchNote:

1. Open + Fixture

2. Selectthefixture'sPatch Note cell.

3. Set[text of note] Enter : Typein thenotetext.

Inverting and Swapping Pan and Tilt Axes

Dependingonafixture'sorientationin therig, youmaywantto invert or swapits panandtilt
axes.For example,invertingthepancanensurethatwhenmoving theTrackballleft, afixture
riggedfacingtheoperatormovesto theoperator'sleft, not thefixture'sleft.

Similarly, if unitsareriggedfacingacrossthestageratherthanfacingupor down stage,then
swappingtheaxeskeepstheTrackballmovementandthefixturemovementthesame.Thisalso
ensuresthatfixturesselectedin groupsall movein thesamedirectionastheTrackballis moved.

Fixturesthatareriggedin otherpositions,for exampleonthestagefloor asopposedto hanging,
thencombinationsof swapandinvert (eitherpan,tilt or both)mayberequired.

To invert axes:
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1. Open + Fixture

2. Scroll to thedesiredfixture,andselecteitherits Pan Invert or Tilt Invert cell.

3. PressSet, andchooseYes to invert theaxis.

To swapaxes:

1. Open + Fixture

2. Scroll to thedesiredfixture,andselectits SwpAxes cell.

3. PressSet, andchooseSwap to swapaxes.

Proportional Patch

Youcanuseproportionalpatchingtochangetheintensityvalueoutputby theconsoletoafixture,
relative to theintensityvaluethathasbeenprogrammed.All intensityvaluesfor thefixtureare
reducedin proportion,sothatwith aproportionalpatchof 80%,aprogrammedintensityof 100%
wouldbeoutputasanintensityof 80%,andoneof 50%wouldbeoutputas40%.Youcanuse
this to limit themaximumintensityof afixturesothatit nevergoesabove80%,for example,
by assigningtheproportionalpatchto 80%.

To assignafixture'sproportionalpatch:

1. Open + Fixture

2. Selectthe Intensity % cell for thefixture required.

3. Set, [percentage] , Enter : enterapercentage.

4. To returntheproportionalpatchto normal,assignthevalueto 100%.

Youcanassignaproportionalpatchvalueof above100%.For example,if youpatchat200%,
theintensityvaluethattheconsoleoutputswill betwicethatprogrammed.A programmedvalue
of 25%will give50%output,and50%will give100%.Programmedlevelsabove50%will not,
regrettably, givefixture intensitiesabove100%.

Notethatif youproportionallypatchafixture, its intensitywill still bedisplayedontheconsole
in therange0 to 100%,eventhoughtheoutputvaluewill bevaryingover therangedefinedby
theproportionalpatchvalue.

Colour Calibration

TheFixturewindow hasacolumnlabeledCol Cal, whichshowswhetherthefixturehascolour
calibrationdatain thefixture library. Youcannotedit this column,but it is usefulto beableto
checkif thefixture is colourcalibratedwhenworkingwith theColourPicker;seeWorkingwith
Colour (p.134).

5.7.2 Parameter Configuration

Youcanconfiguresettingsthatarespecificto individualparametersin theEdit Fixtures window
(Figure5.12,“The Edit Fixtureswindow”):
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• Setup → Patch → Edit Fixtures

Figure 5.12. The Edit Fixtures window

Youcanselectafixture typefrom thelist on theleft handsideof thewindow. Themainpartof
thewindow thenshows theconfigurablesettingsfor eachfixtureof thattype.Thenumbered
buttonsin theJumpToolbarat thetopof thewindow takeyouquickly to aparticularfixtureof
thattype.

PressingtheSort by Function buttonin thetop left of thewindow changestheview, sothatthe
mainlist groupseachparametertogetherfor all thefixturesof thetypeselectedin thelist. This
is oftentheeasiestway to work in thewindow, asyoucaneasilyclick or pressandthendragto
selecta rangeof cellsto edit.For example,youcouldassignin oneactionthedefault valuefor
thepanparameterof all theStudioColor575fixturesin theshow; seeFigure5.13,“The Edit
FixtureswindowsortedbyFunction”.
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Figure 5.13. The Edit Fixtures window sorted by Function

Assigning Minimums and Maximums for Parameters

Whenfixturesareplacedcloseto obstacles,suchastrussingor setpieces,it maybeimportant
to limit movementto preventaccidentaldamage,especiallywhenthefixture is outof view of
theoperator. However, otherfunctionscanalsobelimited, for exampleto implementahouse
or eventpolicy on theuseof strobelighting.

Notethatlimits canonly beassignedfor continuousparameters,not slottedones.

To assignlimits:

1. Setup → Patch → Edit Fixtures

2. SelecttheMinimum cell of theparameteryouwish to limit.

3. Set, [new value] , Enter : Enteravalueasa realworld unit. In thecase
of panandtilt, it will beaplusor minusnumberof degreesfrom thefixture's
default position.

4. Repeatto assigntheMaximum value.

Assigning a Custom Default

Thedefault valueis thevaluethattheparameterwill takewhennoplaybacksor editorsare
controllingit. Fixturesalsogo to their default settingwhentheconsolestartsup.

To assignacustomdefault:

1. Setup → Patch → Edit Fixtures

2. SelecttheDefault cell of thedesiredparameter.

3. Set, [new value] , Enter : Enteravalueasa realworld unit.
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Assign a Parameter Offset

Thissettingallowsyouto offsettherangeof valuesoverwhichaparametervaries.For instance
if onefixture is hungatanangleto thebar, sothatit hasadifferentpancentre-pointfrom all the
otherson thatbar, thenyoucouldassignanoffsetsothatthefixtureappearedto line up from a
programmingandoperatingpointof view.

To assignaparameteroffset:

1. Setup → Patch → Edit Fixtures

2. SelecttheOffset cell of thedesiredparameter.

3. Set, [new value] , Enter : Enteravalueasa realworld unit.

» Important

Applying an offset to a parameter after you have programmed values for
it into your show will mean that those values will also be offset.

Naming Slots

Somefixtureparametersarecontinuouslyvariable,for exampleCMY colourmixing. On the
otherhandsomeparameters,for examplegoboor colourwheels,work in discreteincrementsor
‘slots’.

TheFixtureLibrary loadedinto Hog4OSdefinesthefixture'sdefault slots,displayedon the
Slot Toolbar, in palettesandtheProgrammer. Whencustomgobosor coloursareused,youcan
customisetheshow file to displayasuitablenamefor eachgoboor colourslot,chosenfrom
thosein thefixture library.

To nameaslotparameter:

1. Setup → Patch → Edit Fixtures

2. For thedesiredfixture,scroll right andselecttheSlot cell for theparameter
required.

3. PressSet, selectthedesiredslot namefrom thelist, andpressEnter.

Releasable Parameters

Fixtureparametersmoveto theirdefaultvalueswhenthey arereleased.Youcanpreventspecific
fixtureparametersfrom returningto their default values,sothatthey hold their currentvalue
until they areassignedto anew programmedvalue:

1. Setup → Patch → Edit Fixtures : opentheEdit Fixtureswindow.

2. Click on theReleasable cell for therequiredfixtureparameter.

3. PresstheSet key to assignthefixtureparameterto bereleasableor notasre-
quired.
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Section 6: Selecting Fixtures and Modifying
Parameters

6.1 Selecting Fixtures

Therearethreewaystoselectfixtures:usingthecommandline with thenumerickeypad,visually
selectingandclicking on thefixture'snumberin theprogrammer, or by selectinggroupsfrom
thegroupsdirectory.

6.1.1 Selecting Single Fixtures

To selectasinglefixturevisually in theprogrammeror otheropeneditor, click on thefixture's
numberin theNum columnof thespreadsheet.

To selectasinglefixtureusingthecommandline typethefixture'susernumberusingthekeypad
andthenpressenter. For example,to selectStudioColornumber1. If morethanonefixture in
theshow file hasthesameusernumberthenyoumustfirstspecifythefixturetypeasdemonstrated
below:

• Fixture, [Studio Color 575], 1 : whenyoupresstheFixture key, typesof
availablefixtureswill appearat thebottomof theright handtouchscreen,
whereyoucanselect[Studio Color 575]:

Hog4OSmaintainsthetypeof thelastfixtureselected.If, for example,StudioColorsareselected
thenall fixturenumbersenteredinto thecommandline will referto StudioColorsuntil anew
fixture typeis selected.

Tip

Repeated pressing of the Fixture key will cycle through the available fix-
ture types.

Notethatthroughoutthismanual,theexamplesgenerallyassumethatyouhaveassigneduser
numberssothatthey areunique.

6.1.2 Selecting Multiple Fixtures

Youcanselectmorethanonefixtureusingthe+, – andThru keys.For example:

1+5, Enter : selectsfixtures1 and5.

1Thru5, Enter : selectsfixtures1 to 5.
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1Thru5– 4 : selectsfixtures1 to 5, but not4.

1Thru5+7 : selects1 to 5 andalso7.

5ThruEnter : selectsfrom fixture5 of thecurrenttypethroughto thelastfixtureof thecurrent
type.

ThruEnter : selectsall fixturesof thecurrenttype.

Notethatselectionsarecumulative,building thetotal selection,until theselectionis usedto
performanactionon theselectedfixtures.After that,subsequentselectionsstartfrom nothing,
unlessyouuse+ or – to addor subtractfrom thepreviousselection.

Tip

To select all fixtures of a particular type, press the Fixture key then Pig
+ [Fixture type] from the toolbar at the bottom of the right-hand touch
screen.

6.1.3 Select All

Youcanselectall thefixturesin theProgrammerby pressingtheALL key on thefront panelof
theconsoleor by usingtheAll buttonon theSelect Toolbar. For example:

1. StudioColors1 to 5 arein theProgrammer, but not selected.

2. Main Toolbar → Select : opentheSelectToolbar;seeFigure6.1,“The Select
Toolbar” .

3. All : theselectionis now StudioColors1 to 5.

Figure 6.1. The Select Toolbar

6.1.4 Inverting the Selection

Youcaninvertthecurrentselectionof fixturessothatthefixturesin theeditorthatwerepreviously
notselectedbecomethenew selection.For example:

1. StudioColors1 to 5 arein theProgrammer.

2. Fixture 1 + 3 + 5 : selectStudioColors1, 3 and5:

3. Main Toolbar → Select : opentheSelectToolbar;seeFigure6.1,“The Select
Toolbar” .
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4. Invert : theselectionis now StudioColors2 and4:

6.1.5 Sub Selections

Youcanmakesubselectionsfrom within thecurrentselection,usingtheNext andBack keys,
andtheOdd, Even andRandom buttonson theSelectToolbar:

• Main Toolbar → Select

Random:TheRandom buttonselectsasinglefixtureatrandomfromthecurrentactiveselection
in theProgrammer.

EvenandOdd: TheEven andOdd buttonsontheSelectToolbarselecttheevenandoddfixtures
fromthecurrentselection,accordingto theSelectionOrder(p.128). Notethattheselectionorder
is not relatedto fixtureusernumbers,sothesubselectionproducedby Oddmightcontaineven-
numberedfixtures.

Next and Back: TheNext andBack keyson theconsoleselectasinglefixture from within the
currentselection.RepeatedlypressingNext or Backstepsforwardsor backwardsthroughthe
currentselection,with theorderdeterminedby theSelectionOrder (p.128).

To selectevenor oddfixturesfrom thecurrentselectionbaseduponfixtureusernumbers,use
Pig + Even or Pig + Odd.

Tip

When the Trackball is in position mode, the bottom left Trackball key also
acts as a Next key. This can make it very fast to work through a selection
of fixtures assigning their position.

6.1.6 Deselecting Fixtures

To deselectall selectedfixtures,presstheBackspace key whenthecommandline is empty.
Youcanalsousethefollowing commandline syntax:

• Fixture 0 Enter : deselectsall fixtures.

To deselectspecificfixtures,usethe– key:

• – Fixture 1 : deselectsFixture1.

Alternatively, youcandeselectafixturevisuallyin theProgrammeroreditorwindow byclicking
on its numberin theNum column.
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6.1.7 Reselecting Fixtures

Youcanrecallthelastsubselectionmadebeforedeselectingfixturesby pressingPrevious on
theSelectToolbar.

6.2 Selection Order

Theorderin whichyouselectfixturesis significantin controllinghow fanningandeffectsare
appliedto them;seeFanning(p.142) andEffects(p.221). For example,applyinga fanor effect
afterselectingfixtures1-5canappeardifferentthanif youselectedfixtures1 + 3 + 2 + 4 + 5.

Theselectionorderis relevantduringprogramming,andis recordedaspartof groups,but it is
not recordedin palettes,cuesor scenes.

Tip

Because the console records the selection order as part of groups, you
can select the group and use the Next and Back keys to subselect each
fixture in a particular order. By controlling the selection order when you
record the group, you can then work through a series of fixtures in the
order they are physically positioned in the rig, instead of in numerical
order.

6.2.1 Reverse, Shuffle and Reorder

Youcanchangetheselectionorderof fixturesin predefinedways.TheReverse, Shuffle, and
Reorder buttonsareon theSelectToolbarandFanningToolbar:

• Main Toolbar → Select : opentheSelectToolbar.

Reverse:reversestheselectionsequence,sothatthelastis first andthefirst is last.For example,
thefixtureselection1-5becomes5-1.

Shuffle: randomisestheselectionorderof thecurrentselection.Forexample,thefixtureselection
1-5becomes3 + 5 + 2 + 1 + 4.

Reorder: sortstheselectionorderto matchtheUserNumberorder. For example,thefixture
selection3 + 5 + 2 + 1 + 4 becomes1-5.

Tip

The Reverse, Shuffle, and Reorder buttons can also be found on the
Fanning Toolbar, which you can open by pressing and holding the Fan
key. See Fanning (p.142).
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6.3 Modifying Parameters

Oncefixturesareselectedwithin aneditor, youcanmodify their parameters.

Hogconsolesprovideseveralwaysto adjustthedifferentparametertypes:

• CommandLine: Usefor intensityandselectingpalettes.

• I-Wheel: Usefor intensity.

• Trackball: Usefor position(panandtilt). Usethetop-rightTrackballkey to
switchtheTrackballbetweencontrollingtheon-screenpointerandtheposition
of selectedfixtures.

• ParameterWheels:Usefor all fixturefunctions.Tochangetheparametertype
currentlycontrolledby theparameterwheels,selectoneof thefixedkind keys
on thefront panel:Intensity, Position, Colour, Beam, Effect, andTime or
oneof theuserkind keys on thefront panel.For consolesthatdon'thavea
dedicateduserkind keysonthefront panelyoumayselectuserkindsusingthe
kindsdirectoryaslongastheguardbuttonfor thekindsdirectoryis turnedoff.

If thefixturehasmoreparametersof aparticulartypethanthereareparameter
wheelsyoucanpresstheparametertypekeys to pagethroughtheparameters.

• Center Wheel: Functionsassignedto thecenterwheelin theuserpreferences
canbeadjustedusingtheinnerwheelandouterjogshuttlecontrolsof thecenter
wheel.(Hog4 ConsoleOnly)

• Slot Toolbar: Usefor parametersthathavediscreteratherthancontinuous
values(known as‘slotted’), suchasthepositionsof acolourwheel.Thisgives
youbutton-presscontrolof thepossiblevalues.

TheSlotToolbaralsohasbuttonstoaccessthecontrolfunctions:Enable, Mode
andControl.

• Spreadsheet:Youcandirectlyeditaparameter'svaluein aneditor'sspreadsheet
view. Click on thecell, pressSet, typein avalueandpressEnter.

• Colour Picker: Youcanassignhueandsaturation valuesfor afixture'scolour
usingtheColourPicker. SeeTheColourPicker (p.136).

• Gel Picker: Youcanassignthecolourof fixturesto matchacolourfilter from
variousmanufacturers'rangesusingtheGelPicker. SeeTheGelPicker (p.137).

6.3.1 Intensity

Fixtureintensitiescaneitherbeassignedfrom thekeypador usingthe I-Wheel, aswell asthe
parameterwheelsandby editingdirectly in theeditorspreadsheet.

With the @ Key

To assignintensitiesusingthe@ key andthenumerickeypad:
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• Fixture 4 @ 70 , Enter : assignsFixture4 to 70%.

• Fixture 4 @ 5, Enter : assignsFixture4 to 50%(not5%).

• Fixture 4 @ 05 , Enter : assignsFixture4 to 5%.

To assignfixturesto full or zero:

• Fixture 4 Full : assignsFixture4 to full.

• Fixture 4 Out : assignsFixture4 to zero.TheOut buttonis on theMain
Toolbar.

Theintensityof afixturecanbechangedrelative to its currentlevel, for example:

• Fixture 4 @ + 5, Enter : increasestheintensityof Fixture4 by 50%.

• Fixture 4 @ – 10 , Enter : reducestheintensityof Fixture4 by 10%.

Theintensityof afixturecanbescaledproportionally, for example:

• Fixture 4 @ / 70 , Enter : scalestheintensityof Fixture4 to 70%of its ori-
ginal value.

• Fixture 4 @ / 120 , Enter : scalestheintensityof Fixture4 to 120%of its
original value.

With the i-Wheel;

OntheHog4ConsoleandonHog4PConly:Moving theI-Wheel changesthelevelof theselected
fixtures.Whenselectingseveralfixturesandadjustinglevels,thewheelwill maintainrelative
differencesbetweenthem,sothatall intensitieschangeby thesameamount.For example,if
fixture1 is at10%,2 at50%andthewheelis increasedby 10%,thenfixture1 will moveto 20%
and2 will move to 60%.

By holdingthePig key whilst usingthewheel,intensitieswill beincreasedor decreasedin pro-
portionto their individual level. For example,if fixture1 is at10%,2 at50%andthewheelis
increasedby 10%,thenfixture1 will move to 11%and2 will move to 55%.

On theHog4 ConsoleandHog4PConly: TheNudge Up andNudge Down keys canbeused
to increaseanddecreasetheintensityby apresetamount.Thesizeof theincrementis 10%by
default,but youcanchangeit in theProgramming paneof theUser Preferences window.

UsingPig + Nudge Up andPig + Nudge Down will createahalf nudgestep.It will increase
or decreasetheintensityby half of theassignedamount.For instanceif thenudgevalueis set
to +10%aPig+ NudgeUp will produce+5%.

Remainder Dim

TheRem Dim buttonon theMain Toolbar takesto zerotheintensityof any unselectedfixtures
in thecurrenteditorthatcurrentlyhaveabove-zerointensity. YoucanusetheUndobuttonto
reversetheRemDim command.
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6.3.2 Position

Using the Trackball

To switchtheTrackballfrom controllingthecursorto controllingfixtureposition,pressthetop
right selectionkey adjacentto theTrackball.WhencontrollingfixturepositiontheTrackball
will glow blue,andcanbeusedin two modes.To changemodepressthetop right Trackball
selectionkey.

• Position Mode: In thedefaultmode,thepanandtilt of thefixture follows the
movementof theTrackball.

• Ortho Mode: Orthomodehelpstheaccuratepositioningof fixturesby con-
strainingpanwhile changingtilt, or viceversa.

TheStatusBarat theright handendof theCommandLine ToolbarshowswhentheTrackball
is in PositionModewith thelegend'POS',andwhenit is in OrthoModewith thelegend'Ortho'.

Youcanassignthewaythatfixturesmovein relationto theTrackball.SeeInvertingandSwapping
PanandTilt Axes(p.120).

Tip

An external mouse will always control the graphical pointer, so you can
keep the Trackball in position mode to save having to change modes as
you program.

Using the Parameter Wheels

Thepanandtilt parametersalsoappearon theparameterwheelsafterthePosition key is de-
pressed,andcanbeusedasanalternative to theTrackball.

Flip

With somemoving lights, thereis morethanonecombinationof panandtilt thatresultsin the
beamhitting thesamepointon thestage.Youmaysometimeswantto changethepanandtilt
combinationbeingused,for exampleto ensurethatthefixturetakesthemostdirectrouteduring
apositionchange.

TheFlip functioncyclestheselectedfixturesthroughthepossiblecombinationsin turn.To do
this,selectthefixtureor fixturesandpressFlip on theMain Toolbar.

Holding thePig key down while pressingFlip cyclesthroughthecombinationstheotherway.

Tip

When the Trackball is in position mode, the top left Trackball key also
acts as a Flip key, for quick access while positioning fixtures.
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6.3.3 Continuous Parameters: Colour and Beam

Colourandbeamparameterscanbeeitherdiscrete(knownas‘slotted’)orcontinuous.An example
of aslottedparameteris thegoboandcolourwheelsin amoving light, whichcanbeassigned
tovaluessuchasGobo1andColour3.Examplesof continuousparametersarethecolourmixing
controlsonsomemoving lights, irises,andvariable-speedstrobes;thesecanbeassignedto a
percentageor real-world value.It is sometimesusefulto treatslottedparametersascontinuous;
for example,youmightwantto assignagoboor colourwheelpartwaybetweentwo positions
to achieveaparticulareffect.Hog4OSallowsyou to treatsuchparametersaseitherslottedor
continuouswhenassigningvaluesto them.

To controlcontinuouscolourandbeamparameters:

1. Presstheappropriateparametertypekey : Colour or Beam or any userkind
key thatcontainscolourandbeamfunctions.TheWheels Toolbar showsthe
availableparametersandtheircurrentvalue;seeFigure6.2,“WheelsToolbar
for theBeamParameters of a StudioSpot575”.

2. If theselectedfixturehasmoreparametersof theselectedtypethanthereare
wheels,theWheelsets Toolbar will open;seeFigure6.3,“The Wheelsets
Toolbar for a StudioSpot575”. Pagethroughtheavailableparametersby
pressingtheparametertypekey again,or selectabuttonon thetoolbar.

3. Adjust theparametervalueusingtheparameterwheels.

Figure 6.2. Wheels Toolbar for the Beam Parameters of a Studio Spot 575

Figure 6.3. The Wheelsets Toolbar for a Studio Spot 575

Someparametersthatappearon theparameterwheelshavemorethanonemode.Thesemodes
areshown asa list on theWheelsToolbar, andyoucanselectthemodesby clicking on the
wheel'sbuttonon thetoolbar.

Direct Value Entry

For parametersappearingon theparameterwheels,youcanholdSet, thenpresstheassociated
buttonon theWheelsToolbarto openadirectvalueentrydialog;seeFigure6.4,“The Wheels
ToolbarDirectEntryDialog”
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Figure 6.4. The Wheels Toolbar Direct Entry Dialog

Enteravaluefor theparameterin thedirectvalueentryboxandselectany availablemodes.
PressEnter to completethedirectvalueentry.

Snapping to a Single Value

Whenyouhaveseveralfixturesselected,youcanmakeall thevaluesof aparameterthesame
asthatof thefirst fixture:

• Pressandhold the/ key while turningtheappropriateparameterwheel.

Jumping to Endstop Values

Youcanassignaparameterto its endstopvalues:

• Pressandholdthe+ key andadjusttheappropriateparameterwheelclockwise
to assigntheparameterto its maximumvalue,andanticlockwiseto assignthe
parameterto its minimumvalue.

Inverting Parameter Values

Someparametershavevalueseithersideof zero;for example,goborotationspeed.Youcaninvert
suchparameterssothatthey have thesamevaluebut theothersideof zero.In thecaseof gobo
rotation,this reversesthedirectionwhilst maintainingthecurrentspeed.To invert aparameter:

• Pressandhold the– key andadjusttheappropriateparameterwheel.

6.3.4 Slotted Parameters: Colour and Beam

To controlslottedcolourandbeamparameterssuchasgoboandcolourwheels:

1. Presstheappropriateparametertypekey : Colour orBeam. TheSlot Toolbar
showstheavailableparameters;seeFigure6.5,“The SlotToolbarfor a Studio
Spot575”.

2. Click on therequiredparameter, andanadditionaltoolbarwill openshowing
theavailableslot positions;seeFigure6.6,“The ColourSlotsToolbar for a
StudioSpot575”.

3. Selectaslot from theavailableslot positions.

Figure 6.5. The Slot Toolbar for a Studio Spot 575
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Figure 6.6. The Colour Slots Toolbar for a Studio Spot 575

6.3.5 Working with Colour

Fixturesthathavecontinuouslyvariablecolourmixing createcolourin differentways.Thetwo
mainsystemsare:

• CMY: this systemis usedby mostmoving lights thathavecontinuouscolour
mixing; thecolouris controlledby threeparameters:Cyan(C), Magenta(M)
andYellow (Y). FixturesthatusetheCMY systemstartby producingwhite
light, andthenfilter out theunwantedcoloursto leave thedesiredcolour;
higherparametervaluesproduceagreaterfiltering effect,sothatsettingthem
all to 100%producesblack.To avoid wastingthelight intensityof thefixture,
youshouldalwayskeepat leastoneof theCMY parametersat0%,settingthe
othertwo athighervaluesto getmoresaturatedcolours.For example,values
of 0%C,0%M, 20%Ywill produceapaleyellow tint, while 0%C,100%M,
0%Y will producea fully saturatedmagenta.Mixing two of thecolourswill
producefurthershades,so50%C,0%M,50%Ywill produceamiddle-saturation
green.

• RGB: this systemis usedmainlyby fixturesbasedonLEDs.Thecolouris
controlledby threeparameters:Red(R),Green(G)andBlue(B); with thethree
parametersat0%thefixtureproducesnolight output,andthehigherthanvalue
of theseparameters,thegreaterthefixture'stotal light output.If thethree
parametershaveequalvalues,thenthelight outputwill bewhite (within the
limits of thetechnologiesused).Useoneor two of theparametersto getthe
colouryouwant,andthenaddtheother(s)to de-saturateit (‘dilute’ it towards
white).Forexample,valuesof 0%R,0%G,100%Bwill produceabright,satur-
atedblue,while 80%R,80%G,100%Bwill produceabright,bluetint. 50%R,
100%G,100%Bwill produceamiddle-saturationcyan.

While Hog4OSallowsyou to controltheCMY or RGB parametersof fixturesdirectly, this
methodhasseveraldisadvantages:

• With boththeRGBandCMY systems,it isdifficult to rememberwhatcombin-
ationof settingswill achieve thecolouryouwant.

• With bothsystems,colourandfixture intensityarelinked.UndertheCMY
system,giving all threeparametersvaluesabove0%unnecessarilyreducesthe
light output;with theRGB system,fixturesoftendon'tprovideaseparatein-
tensityparametersoyouhavetocontrolit with thecolourparameters.However,
it is usuallymuchmoreconvenientwhenprogrammingto keepcolourandin-
tensitycompletelyseparate.

• Thedifferentcoloursystems,togetherwith differentlamptypesused,make it
difficult to matchcoloursbetweenfixturesof differenttypes.Furthermore,
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duringcrossfadescolourstendnot to remainmatchedthroughthedurationof
thecue,producingunevencolourfades.

Hog4OSsolvestheseproblemsby usingathird coloursystem:HueandSaturation(HS).Under
theHSsystem,afixture'scolouris determinedby two parameters:

• Hue: thecolour'spositionin thepossiblerangeof colours,from red,going
throughyellow, green,cyan,blueandmagenta,andfinally returningto red.As
therange‘wrapsaround’,youcanvisualiseit asacirclewith thecoloursposi-
tionedaroundtheedge,with redat thetop,greenat thelower right, blueat the
lower left, andtheintermediatecoloursin between.Theanglebetween0 and
360degreesspecifiesthehueof thecolour:redhasahueof 0 degrees,yellow
hasahueof 60degrees,andcyanhasahueof 180degrees.SeeFigure6.7,
“The ColourWheel”.

• Saturation: how ‘strong’ or ‘pale’ thecolouris. Palecolourshave low satura-
tions,while strongcolourshavehighsaturations.Saturationis specifiedasa
percentagebetween0%(white)and100%(thestrongestpossiblesaturation).

Figure 6.7. The Colour Wheel

Whenyouprogramwith theHSparameters,Hog4OSstoresall valuesasHS,andconvertsthem
to CMY or RGBasrequiredwhensendingDMX datato thefixtures.As partof thisprocess,the
consoleisabletomatchthecoloursof differentfixturetypes;seeUsingColourMatching(p.135).

TheHueandSaturationparametersof fixtureswith continuouscolourmixing arecontrolledin
thesamewayasothercontinuousparameters;seeContinuousParameters: ColourandBeam
(p.132). YoucanalsousetheColour Picker andGel Picker; seeTheColourPicker (p.136) and
TheGelPicker (p.137).

Using Colour Matching

Oneof theadvantagesof theHog4OS'sHScoloursystemis its ability to matchcoloursacross
differentfixture types.AssigningtheHueandSaturationparametersof two differenttypesof
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fixtureswill setthemto thesamevisualcolour(within thelimitationsof thefixtures),but it
might senddifferentDMX valuesto each.Furthermore,they will maintainthatmatchthrough
acrossfade,ensuringevencolourfades.

For colourmatchingto work, thefixturesneedto haveacolourcalibrationin thefixture library;
youcancheckthis in theFixturewindow:

• Setup → Patch

If thefixturehasYesin theCol Cal column,thenit hasacolourcalibration.Fixturesthatare
not calibratedwill useastandardDMX mappingto determinehueandsaturation.

Differenttypesof fixturehavedifferentcoloursfor ‘white’, becauseof thedifferenttypesof
lampused.Tungstenlampshavea ‘warmer’colourwith ahigherredandyellow content,while
arclampsusuallyhavea ‘cooler’ light with morebluein it. Oneversionof white is notmore
‘correct’ thantheother, but thereneedsto beasingleagreed‘white point’ for all fixturesto
matchwhentheSaturationparameterisassignedto0%.Hog4OSallowsyoutoassigntheWhite
Pointto Tungstenor Arc:

1. Setup → Preferences → Misc

2. ChoosebetweenArc andTungsten.

In a theatricalenvironmentwheretungstensourcesaremorecommontungstenwhite is likely
to bemostappropriatebase.In otherenvironmentspredominantlyusingarcsources,it will be
moreconvenientto usearcwhite.

» Important

Before assigning the colour of fixtures using Hue and Saturation, make
sure that you have selected your preferred white point. Changing it after
you have started programming will change the appearance of previously
programmed colours.

The Colour Picker

YoucanusetheColour Picker to graphicallyselectHueandSaturationvalues.To openthe
ColourPicker:

• Hold down theOpen key andselectHS Picker.

Or:

• Pig + Open + Colour

Thereis alsoabuttonto opentheColourPicker in theColourDirectorywindow.

TheColourPickerwill changeits displayaccordingto thefixtureselection:

• With nofixturesselected,you just seethecolourwheelwith saturatedcolours
aroundtheoutside,andpalercolourstowardsthecentre.
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Figure 6.8. The Colour Picker

• Whenacalibratedfixture is selected,adashedline will besuperimposedon
thecolourwheel.This line representsthefixture'sgamut,or rangeof colours
thatit canachieve.To selectany colourwithin this range,simply click on it.
Thenew selectionwill bemarkedby asuperimposedcrossandcircle. If you
selectacolouroutsidethefixture'sgamut,onemarker(‘X’) indicatesthecolour
thatwaschosen,whileasecond(‘O’) indicatestheclosestcolourthatthefixture
canproduce.Thetwo markersarejoinedby a line to indicatethey arerelated.

• Fixturesthatdonothavecolourmixing capabilitiesdonotappearin theColour
Picker.

• If youhaveseveraldifferentfixture typesselected,thelineson thecolour
pickerchangeto displaytherangeof coloursthatall of theselectedfixtures
canachieve(shown asadottedline),aswell astherangeof coloursthatat least
oneof thefixturescanachieve (shown asadashedline). Whenyouselecta
colour, asingletargetmarker (‘X’) is displayed,connectedto aseriesof ‘O’
markers,onefor eachfixture type.

• TheColourPickeralsodisplaysthegamutsandmarkersfor fixturesthatare
currentlyin theeditor, but not selected.Theseareshown in grey.

• FixturesthatarenotcolorcalibrateduseastandardHSmethodandtheColour
Pickerwill appearwithoutany dashedlines.

The Gel Picker

YoucanusetheGel Picker to selectcoloursmatchedto traditionalgels.Clicking onabutton
in theGelPickersetstheHueandSaturationparametersof theselectedfixturesto valuesthat
matchtheselectedcolourascloselyaspossible.

Youcanselectcoloursfrom theLee,RoscoE-Colour, RoscoSupergelandGamColorranges,
usingthebuttonsin thetoolbarat thetopof thewindow. Youcanalsoselectwhetherto match
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to thegelasit wouldappearin aPar64or similar conventionaltungstensource,or in aSource
4, whichhasaslightly bluerlight output.

Thereis abuttonto opentheGelPicker in theColourDirectorywindow.

Figure 6.9. The Gel Picker

NotethattheGelPickercoloursarenotpalettes,andwill notbeembeddedin programming;
they aresimply shortcutsto theappropriateHSvalues.GelPickercoloursareaclosermatch
whenappliedto colourcalibratedfixturesthannoncalibratedones.

6.3.6 Fine Control

HoldingthePig key andmoving theencoderwheelallowsfineadjustmentof thecurrentlyselected
parameter, sothateachturnof thewheelwill changetheparametervalueby asmalleramount.
This is usefulfor makingexactadjustmentsto values.

6.3.7 Touching Parameters

Whenyoustartto recordyourprogrammingascuesyouwill find thatonly theparametersthat
youhaveassignedvaluesto arestored;theseareknown as‘Hard Values’.This is importantbe-
causein cuelistsvaluestrackthroughuntil they arechanged,andthisallowsdifferentplaybacks
to interactto createasingleonstagelook. For acompleteexplanationof tracking,seeTracking
(p.31).

Howeveryouwill sometimeswantto ensurethatavalueis storedat its currentvaluein acueor
palette.To do thisyoucanTouchit:

• To touchall parametersof thecurrentselectionsimplypresstheTouch key on
theMain Toolbar.
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• To touchonly theparametersof aparticularkind,presstheappropriateparameter
typekey followedby Touch. For example:

• Position Touch : touchesall positionparametersof these-
lectedfixtures.

• To touchasingleparameteryoucanhold theTouch buttonwhile moving that
parameter'swheelslightly. Thecurrentvaluewill betouchedwithoutmodific-
ationfrom theparameterwheel.

Untouchedvaluesappearin theeditorwith awhitebackgound.Onceyouhavetouchedparameter
valuesthey areavailablefor recordingin thesamewayasany valuethatyouhaveassigned.
They areshown with abluebackground,indicatingthatthey havebeenmodified:

Using Pig + Touch

Youcanbringparametervaluesinto aneditorwithout touchingthemusingPig + Touch. As the
parametershaven'tbeentouched,they won'tberecordedaspartof thecontentsof theeditor.
Thiscanbeusefulif youwantto have theparametervaluesin theeditorin orderto copy them
to otherfixtures.

For example,to copy parametervaluesfrom fixtures1-5 thatareonstageto fixtures6-10in the
currenteditor:

1. 1 Thru 5 Pig + Touch : selectthefixtures1-5,andbring their onstage
valuesinto theeditorwithout touchingthem:

2. Copy 6 Thru 10 , Enter : copy theparametervaluesto fixtures6-10:
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3. Record : thecontentsof theeditoris recordedwith only fixtures6-10,not1-
5.

If theaboveexamplehadusedTouchinsteadof Pig+ Touch,thenyouwouldhave to untouch
or knockout1-5beforerecording.

Tip

Values with a dark or light blue background in the Programmer or editor
are recordable, while those with a white or gray background are not re-
cordable.

6.3.8 Copying Parameter Settings

Youcancopy theparametervaluesof onefixture to another.

» Important

If you copy parameter settings between fixtures of different types, only
those parameters that the fixtures have in common will be copied.

Using the Command Line

To copy from thecurrentselection:

• Copy 8 Enter : copiestheparametersof thecurrentselectionto fixture8.

To copy from specifiedfixtures:

• Fixture 1 Thru 4 Copy 8 Thru 11 , Enter : copiestheparametersettingsof
Fixtures1-4 to 8-11.

To copy parametervaluesfrom thefixturesof onegroupto thefixturesof anothergroupwithin
aneditor:

• Group 1 Copy Fixture Group 2 Enter : copiestheparametervaluesof the
fixturesin group1 to thefixturesin group2.
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Youcanaddparameter, locationanddestinationmasksto any copy command:

• 1 Thru 4 Intensity Copy List 3 Cue 1 Fixture 8 Thru 11 , Enter : copies
theintensitiesof fixtures1 to 4 in thecurrentselectionto fixtures8 to 11 in
cue1 of cuelist3.

YoucanuseCopy to reversetheorderof values.For example,if fixture1 is at10%,fixture2
at20%,andfixture3 is at30%:

• 1 Thru 3 Copy 3 Thru 1 Enter : thefixtureswill now beat30%,20%
and10%respectively.

Tip

When you press the Copy key, the words ‘Copy to’ appear on the com-
mand line. This is a useful reminder of the syntax of the copy command.

In the Programmer or Editor Window

Youcancopy fixturedataby usingtheCopy andPastecommands:click theright-handmouse
or Trackballbuttonon thedesiredcell(s)in theeditorwindow andselectCopy or Paste from
themenu.

YoucanalsousethePig key to copy andpasteselectedcells:

• Pig + Copy : copy

• Pig + Record : paste

Copy Options

By default,whenyoucopy parametervaluesfrom onefixture to another, theconsolewill copy
exactlythedatafrom onefixtureto another, includingany palettereferences.Youcanoptionally
have thehardvaluesfrom within thereferencedpalettecopiedto thedestinationinsteadof the
palettereferences:

1. Fixture 1 : selectthefixtureyouwantto copy.

2. Copy

3. DeselecttheAllow Refs buttonon thecopy toolbar.

4. 8 : selectthefixture to copy to.

5. Enter : copiestheparametersof Fixture1 to Fixture8, convertingany palette
referencesto hardvalues.

Tip

You can copy a fixture to itself with Allow Refs deselected to convert
palette references to hard values.
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6.3.9 Restoring Default Values

Youcanresetparametervaluesto theirdefaultsettingsby usingthe. (point)key or Pig + . keys
asamodifier. Default valuesfor parameterscanbesetin theEdit Fixtures window.

Whenusingthe. key asamodifier, modessuchasgoborotatewill berestoredto default value
but thecurrentmodewill remain(goborotate).WhenusingthePig + . keysasamodifier, modes
suchasgoborotatewill berestoredto default valueanddefaultmode(index).

To restorethedefault valuefor asingleparameterof thecurrentselection:

• Pressandhold the. key or Pig + . keys andturn theappropriateparameter
wheel.

To restorethedefault valuesof aparameterkind for thecurrentselection:

• Pressandhold the. key or Pig + . keys andpresstheappropriatekind key.

To restorethedefault valuesfor all parametersof thecurrentselection:

• Pressandhold the. key or Pig + . keys andpresstheFixture key.

6.4 Fanning

Fanningallowsyou to assignaparameteracrossseveralfixtures,sothattheparametervalues
areequallyspaced.Forexample,if youhavefivefixturesall at50%intensity, youcanusefanning
easilytoassignintensitiesof 30,40,50,60and70%acrossfivefixtures.Notethatin thisexample,
themiddlevalueof thefivestaysthesame,andtheendvalueschangethemost,while theother
valueschangeproportionally.

Youcanfanany valuesincludingparametersandtimings.For example,youcanusefanning
with position:supposethatyouhavesevenmoving lightsonanupstageposition,all pointing
downstagetowardstheaudience.YoucouldfanthePanparameterssothatthecentrefixture
still pointsdownstage,andtheothersturnprogressively out to stageleft andright.

Thefixtureselectionorderis significantwhenfanning;seeSelectionOrder (p.128). Thevalue
changewhenfanningis alwaysrelative to its currentvalue;if thereis nocurrentvaluethepara-
meterwill fanfrom its default value.

Tip

Choosing the initial, or ‘base’, value is important when fanning, as the
parameter values cannot go below 0% or above 100%. Make sure that
you leave enough of the value range for the value to fan into.

6.4.1 Using the Fan Key

To fanaparameter:

High EndSystems142

Section6: SelectingFixturesandModifyingParamet-
ers



1. 1 Thru 5 @ 30, Enter : selectthefixturesandassigntheintensitiesto 30%:

2. Pressandhold theFan key, whilst slowly moving the I-Wheel. Thefixtures
ateitherendof therangetakethevalues10%and50%,with thosein between
evenlyspreadacrosstheinterveningrange:

6.4.2 In the Programmer Window

To fanaparameter:

1. Selectarangeof cells,for exampletheintensitycellsof StudioColors1 to 5.

2. Set 10 Thru 50 , Enter : Thefixturesateitherendof therangetakethevalues
10%and50%,with thosein betweenevenlyspreadacrosstheintervening
range.

Youcanalsofanbackwards;continuingtheaboveexample:

• Set 50 Thru 10 , Enter : StudioColor1 hasanintensityof 50%and
StudioColor5 anintensityof 10%.

Youcanalsofanseveralcolumnsatonce,fanningbothPanandTilt for example.

6.4.3 With the Command Line

To fanintensitiesfrom thecommandline:

• 1 Thru 5 @ 10 Thru 50 , Enter : Thefixturesateitherendof therangetake
thevalues10%and50%,with thosein betweenevenlyspreadacrossthein-
terveningrange.

Youcanalsofanbackwards:
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• 1 Thru 5 @ 5 Thru 10 , Enter : fixture1 hasanintensityof 50%andfixture
5 anintensityof 10%.

6.4.4 Fanning Options

By default,fanningadjustsparametervaluesproportionallyfromthecentreof thefixtureselection.
Youcanhave fanningwork in otherways:

• FanNormal: Asdescribedabove,themiddlefixtureremainsunchanged,while
thefirst andlastfixtures'valueschangethemost,in oppositedirections.For
example:

3030303030Before fanning:

5040302010After fanning:

• Fan From Start: Thefirst fixture in theselectionorderremainsunchanged,
while thelastone'svaluechangesthemost.For example:

3030303030Before fanning:

7060504030After fanning:

• Fan From End: Thelastfixture in theselectionorderremainsunchanged,
while thefirst one'svaluechangesthemost.For example:

3030303030Before fanning:

3040506070After fanning:

• Fan To Centre: themiddlefixture remainsunchanged,while thefirst andlast
fixtures'valueschangethemost,in thesamedirection.For example:

3030303030Before fanning:

5040304050After fanning:

Youcansetthefanningmodefrom theFanningToolbar:

• Pressandhold theFan key to displaytheFanningToolbar;seeFigure6.10,
“The FanningToolbar” .

All subsequentfanswill follow thecurrentlyselectedfanningmode,until theeditoris cleared.

Figure 6.10. The Fanning Toolbar
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6.4.5 Multipart Fanning

With thecommandline, youcanentermultipartfanning:

• 1 Thru 9 @ 10 Thru 50 Thru 10 : Thefixturesateitherendof the
rangetake thevalueof 10%,thatin themiddle50%,andtheothersspread
between:

102030405040302010

Youcanfanin asmany partsasyouwant,separatingvalueswith theThru key. Notethatmultipart
fanningonly workswith thecommandline, notwheneditingvaluesin thespreadsheet.

6.4.6 Fanning with Groupings

Groupingallowsyou to controltheway thatparametersarefannedto makecomplex patterns.
Youcangroupfixturesin two ways:

• Repeat:Therepeatis thenumberof fixturesthatarefannedbeforethefanis
repeated.For example,fanningaselectionof twelvefixtureswith a repeatof
threewould resultin four identicalfanpatterns(or ‘parts’), eachwith three
fixturesin:

• Buddying: Thebuddyingnumberputsthefixturesinto ‘gangs’thatall takethe
samevalue.Forexample,fanningaselectionof twelvefixtureswith abuddying
valueof threewould resultin fixtures1 to 3 having thesameparametervalue,
fixtures4 to 6 having thesamevalue,andsoon:
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Youcancombinerepeatsandbuddyingto createcomplex patternsverysimply. Repeatsand
buddyingareselectedfrom theGrouping Toolbar: pressGrouping on theMain Toolbar. The
toolbarwill remainopento allow youto combineGroupingandBuddying;pressEnter or click
on thetoolbar'sClose buttonwhenyouhavemadeyourselection.

Figure 6.11. The Grouping Toolbar

Thetoolbardisplaysthecurrentrepeatandbuddyingsize,andhasbuttonsto increaseanddecrease
therepeatandthebuddying.Therearealsoshortcutsfor repeatsof 0, 2, 3, 4 and8, andNo
Buddying.

Notethatgroupingandbuddyingareonly usedduringfanning;thegroupingandbuddyingin-
formationis notrecordedinto cuesandpalettes,but theresultingparametervaluesarerecorded.

Tip

By default grouping and buddying options are retained even after
pressing the Clear key. To reset grouping and buddying options when
Clear is pressed, enable the option in Setup → Preferences → Program-
ming.

6.5 Removing Values

Aswell asassigningvaluesfor parameters,youwill sometimeswantto removeparametervalues
from editors.For example:

• Youno longerwantto useaparticularfixture in acue,sceneor palette.

• Youdecideto have thecolourof severalfixturescontrolledby adifferent
cuelistonanotherplayback.To do this,youneedto removecolourparameter
values,sothatthey don'ttakeovercontrolof thecolourparametersunderthe
LTP rule.SeeHTP andLTP (p.31).
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Tip

If you want to clear the entire contents of an editor, use the Clear key.

6.5.1 Removing Entire Fixtures from an Editor

Toremoveselectedfixturesfromaneditor(knownas‘knockingout’), presstheKnockout button
on theMain Toolbar. For example:

• Fixture 1 Thru 5 Knockout : removesFixtures1 to 5 from theeditor.

• Group 2 Knockout : removesall fixturesin Group2 from theeditor.

6.5.2 Removing Kinds from an Editor

Youcanremovespecificparametertypesfrom theselectedfixturesin aneditorusingfixedkinds
or userkindskeys:

• Colour, Knockout : SelecttheparametertypeandpressKnockout

6.5.3 Removing Individual Parameters from an Editor

Youcanremove individualparametersfrom theselectedfixturesin aneditor:

• Hold Knockout andmovetherelevantparameterwheel,or presstherelevant
buttonon theSlot Toolbar.

• Hold Backspace andmove therelevantparameterwheel.

• Hold Backspace andpresstherelevantparametertypekey; thisgivessingle-
handedoperation.

• Youcanremovethevaluesfromthecurrentlyhighlightedcellsin theProgram-
merby pressingPig + Backspace.

6.6 Separating Parameters

Whenrecordingacue,sceneorpalette,Hog4OSonly recordsparametersthathavebeenchanged
or touchedsincethelastcuewasrecorded.SeeTracking (p.31) andWorkingwith Tracking
(p.183).

However, someparametertypesaretreatedasasinglefixture ‘attribute’, sofor examplewhen
youtouchoneof thethreecolourparametersof acolourmixingfixture(cyan,magentaoryellow),
theothertwo areautomaticallytouchedateithertheir currentvaluefrom playback,or at their
default values.
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For mostpurposesthisprovidestheresultsthatyouwouldexpectbut theremaybesituations
whereyouwantto separatethelinkedparameters,for exampleto runseparatechaseswith the
cyan,magentaandyellow parameters.

By default,Hog4OSlinks all positionparameterstogether, andall colourparameterstogether.
Youcanseparatelinkedparametertypesin thekindseditorwindow for bothfixedanduser
kinds:

1. Hold Open key andselecttheKinds; buttonfrom thesteuptoolbar.

2. Toggleseparatingparametersonandoff bypressingtheparametertypebuttons;
seeFigure6.12,“A Kind Editor for theColourkindwith seperateparameters
turnedon.” .

Figure 6.12. A Kind Editor for the Colour kind with seperate parameters turned on.
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Section 7: Groups

7.1 Recording Groups

Whenrecordingagroup,only theactivefixtureselectionis recorded,notall thefixturescurrently
in theeditor. To recordagroup:

1. Selectthedesiredfixturesin theProgrammeror editor.

2. Record, Group : theGroup Directory window opens.

3. Selectthedestinationlocationin theGroup Directory window.

4. Alternatively, enteranumberon thekeypadandpressEnter.

5. If thedestinationlocationis alreadyused,youwill beaskedto chooseanop-
tion: Insert,MergeandReplace(p.152).

Whenyourecordagrouptheselectionorderis alsosaved.Thiscontrolshow fanningandeffects
areappliedto thefixturesin thegroup,andis significantwhenusingtheNext andBack buttons;
seeSelectionOrder (p.128), Fanning(p.142) andEffects(p.221).

Tip

Hog 4OS can automatically generate a useful set of groups based on the
fixtures in your show: see Creating Palettes and Groups Automatically
(p.116).

7.2 Naming Groups

Youcangiveagroupanamethatwill bedisplayedin theGroup Directory window:

1. Open + Group : openstheGroupDirectorywindow.

2. Selectthegroupto benamed.

3. Set [name] Enter : typein thename.

Tip

You can name a group, cue, scene or palette immediately after recording
it by pressing the Set key. The Quickname window will open, and you
can enter the name and select OK.
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7.3 Using Groups in Programming

Youusegroupsin thesameway thatyouwouldusefixtureselections,for example:

• Group 1, Enter : selectsall thefixturesin Group1.

• Group 1 @ 50 , Enter : selectsall thefixturesin Group1andsetstheirintens-
ity to 50%.

• Group 1 + Fixture 3 @ 50 , Enter : youcanmix fixtureandgroupselections.

Oneparticularlyusefulsyntaxto usewith groupsis the/ key:

• Group 1 / Group 3 : selectsonly fixturesthatarein bothgroups.

7.4 Editing Group Contents

To edit agroup'scontents,selectthegroupwithin theProgrammeror editor, makechangesto
theselectionandre-recordthegroup.Hog4OSwill askyou to choosefrom Insert,Mergeand
Replace(p.152). SelectReplaceto updatethegroupwith thenew selection.

7.4.1 Removing Fixtures from Groups

Youcanremove thefixturesthatarecurrentlyselectedin theProgrammeror editorfrom apre-
viously recordedgroup.If youhaveafixtureselectedin theProgrammeror editorthatis not in
thegroup,thatfixture is ignored.

For example,if youhaveagroupcontainingfixtures1-5,andyouwantto removeFixture2:

1. Fixture 2, Enter : selectthefixtureyouwantto remove.

2. Record, Remove : theRemovebuttonis on theRecordOptionsToolbarat
thebottomof theright-handscreen.

3. Group 5, Enter : removesFixture2 from Group5.

7.5 Deleting Groups

To deleteagroup:

1. Group 1 Delete : deletesgroup1.

2. Click OK to confirmthedelete.
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Or from thegroupdirectory:

1. PressandholdDelete whilst selectingthegroupto bedeletedfrom directory.

2. ReleasetheDeletekey. A dialogwill appearaskingyouto confirmthedelete.

3. Click OK.

Youcanalsodeleteseveralgroupsatonce:

1. Group 1 Thru 5 Delete : deletesgroups1 through5.

2. Click OK to confirmthedelete.

Or from thegroupdirectory:

1. PressandholdDelete whilst selectingall thegroupsto bedeletedfrom dir-
ectory.

2. ReleasetheDeletekey. A dialogwill appearaskingyouto confirmthedelete.

3. Click OK.

Tip

If you prefer not to be asked to confirm the delete action, select Don't
Ask Me Again in the confirmation window. You can reenable the confirm-
ation by going to Setup → Preferences → Programming and selecting
Confirm before deleting directory items.

7.6 Copying and Moving Groups

To makeacopy of agroup:

• Group 1 Copy Group 2 Enter : copiesthecontentsof Group1 to Group2.

Similarly, to moveagroupto anew location:

• Group 1 Move Group 2 Enter : movesGroup1 to Group2.

If thedestinationgroupalreadyexists,youwill beaskedto chooseanoption:Insert,Mergeand
Replace(p.152).

To copy parametervaluesfrom thefixturesof onegroupto thefixturesof anothergroupwithin
aneditor:

• Group 1 Copy Fixture Group 2 Enter : copiestheparametervaluesof the
fixturesin group1 to thefixturesin group2.

Similarly with maskingoptions:

151High EndSystems

Section7: Groups



• Group 1 Intensity Copy Fixture Group 2 Enter : copiestheintensityvalues
of thefixturesin group1 to thefixturesin group2.

7.7 Insert, Merge and Replace

Whenrecordingor copying agroup,if thedestinationlocationalreadyhasagrouprecordedin
it, youwill bepromptedwith recordoptionsof Insert,Mergeor Replace.

If youaremoving agroup,only theInsertoptionis available.

• Insert: createsanew destinationgroup.Thenew groupwill beassignedafree
locationjustbeforetheonechosen,usingapointnumberif necessary.

• Merge: Incorporatesthenew informationinto thedestinationgroup.

• Replace:Overwritesthegroupinformationin thatdestination.

Tip

If you know that you are about to record, copy or move a group to an
existing destination, you can pre-select Insert, Merge or Replace from
the Record Options Toolbar. This appears after you press the Record,
Copy or Move keys.
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Section 8: Palettes

8.1 Recording a Palette

Therearefivepalettedirectories(intensity, position,colour, beam,effects)into whichuserscan
recordpresetvaluesfor easyrecallduringshow programming.TheHog4OSdetermineswhich
functionvaluesarerecordedintopalettesbasedthekindmaskingspecifiedatthetimeof recording.
If thekind maskis empty(nokindsselected)at thetimeof recordingthenthepalettedirectory's
kind masksettingswill determinewhich functionvaluesarerecordedinto thepalette.

By default,Hog4OSrecordstheappropriateparametervaluesof all fixturesin theProgrammer
or editor, notjustthoseof theselectedfixtures.To only recordfrom selectedfixtures,seeRecord-
ing OnlySelectedFixtures(p.161).

To record,for example,apositionpalette:

1. In theProgrammeror editor, assignthepositionparametersof thedesired
fixturesasyouwantthemin thepalette.

2. Record Position : thePositionDirectoryopens.

3. [Palette 2] : choosea locationin thedirectory.

Or, usingthecommandline:

• Record Position 2 Enter

If you leaveout thepalettelocation:

• Record Position, Enter

thepalettewill berecordedin thenext availablelocation.

If thedestinationpalettealreadyexists,youwill beaskedto chooseanoption:Insert,Mergeand
Replace(p.163).

8.1.1 Naming a Palette

Youcangiveapaletteanamethatwill bedisplayedin thePaletteDirectory:

1. Open + Position : opensthePositionDirectory.

2. CheckthattheGuard buttonisselected,sothatyoudon'taccidentallyactivate
apalettewhenpressingits buttonin thedirectory.

3. Selectthepaletteto benamedby pressingits buttonin thedirectory.

4. Set [name] Enter : typein thename.
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Tip

To name a palette immediately after recording it, pressing the Set key
will open a Quickname window. Enter the palette name and select OK.

8.2 Using Palettes in Programming

In theProgrammeror editor, youcanapplyapaletteby selectingit from its directorywindow.
Thepalettewill beappliedto thecurrentfixtureselection,aslongasthepalettecontainspara-
meterinformationfor theselectedfixtures.Doingsoassignstheparametervaluetobeareference
to thepalette.A palettethatputsall StudioColorsin therig to deepredwill thereforeapplythis
immediatelyto any StudioColorsthatarein thecurrentselection;seeFigure8.1,“Exampleof
Parameters setto referencea Palette”.

For example:

1. Open + Colour : opentheColour Directory window.

2. 3 Thru 5 : selectthefixtures.

3. [Colour 2] : selectthepalettefrom theColour Directory window.

Or, usingthecommandline:

• 3 Thru 5 Colour 2 Enter

Figure 8.1. Example of Parameters set to reference a Palette

8.3 Editing Palette Contents

Figure 8.2. The Palette Editor window
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Youcanchangetheparametervaluesthatareappliedwhenapaletteis referencedduringplayback
byeditingthepalette'scontentsin aneditorwindow, seeFigure8.2,“The PaletteEditorwindow”.
For example,to openColourPalette2 for editing:

1. Open + Colour : openstheColourDirectory.

2. Open + [Colour 2] : opensthepaletteeditorfor ColourPalette2.

3. Alternatively usingthecommandline : Colour 2 Open

4. PresstheEdit buttonin theeditorwindow to selectthisasyourcurrenteditor.

Within theeditor, youcanassignfixtureparametersandtiming in thesamewayasin thePro-
grammer;seeIndividualParameterTimings(p.206). PressUpdate aftereditingto save the
changesto thepalette.For moreinformationonworkingwith editors,seeEditors (p.45).

Tip

When you open a palette for editing, you may only appear to see one
fixture when you recorded several. This is due to the way palettes can
be ‘global’, with a single set of parameter values that can be applied to
any fixture; see Global, Per Fixture Type, and Per Fixture (p.157).

8.3.1 Updating Palettes with Different Parameter Types

Palettescontainoneor moreparametertypes.If youeditapaletteandaddvaluesfor parameters
of a typethatwasnotpreviously in thepalette,andthenupdatethepalette,thesevalueswill not
bestored.If youwantto changetheparametertypesthatapalettecontains,youneedto select
thetypefrom thePaletteMaskingToolbar:

For example,supposethatyouwantedto addagobo(abeamparameter)to theexistingColour
Palette2:

1. Open + Colour : openstheColourDirectory.

2. Open + [Colour 2] : opensthepaletteeditorfor ColourPalette2.

3. PresstheEdit buttonin theeditorwindow to selectthisasyourcurrenteditor.

4. SelecttheB (Beam)buttonon thePaletteMaskingToolbar.

5. Edit thefixtureparametervaluesto assigntherequiredgobo.

6. PressUpdate to save thechanges.
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Tip

You can also use the Palette Masking Toolbar to quickly remove all values
of a particular parameter type from a palette by deselecting the appro-
priate button before updating.

8.4 Deleting Palettes

» Important

Deleting a palette will remove all references to the palette that have
been recorded in cues, scenes and other palettes, and replace the refer-
ences with numerical parameter values. Creating a new palette in the
same location will not replace the references, which are removed once
the palette is deleted.

To deleteapaletteusingthecommandline:

1. Colour 1 Delete : deletesColourPalette1.

2. Click OK to confirmthedelete.

Or, from thepalettedirectory:

1. PressandholdDelete whilst selectingthepaletteto bedeletedfrom directory.

2. ReleasetheDeletekey. A dialogwill appearaskingyouto confirmthedelete.

3. Click OK.

Tip

If you prefer not to be asked to confirm the delete action, select Don't
Ask Me Again in the confirmation window. You can reenable the confirm-
ation by going to Setup → Preferences → Programming and selecting
Confirm before deleting directory items.

8.5 Copying and Moving Palettes

To makeacopy of apalettein anew location:

1. Open + Colour : opentheColourdirectory.

2. MakesurethattheGuard buttonis pressed,sothatyoudonotaccidentally
applypaletteswhentrying to selectthem.

3. Selectthepalettethatyouwantto copy by pressingits buttonin thedirectory.
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4. PresstheCopy key.

5. Pressthebuttonof thelocationin thedirectoryyouwantto copy thepalette
to.

Or, usingthecommandline:

• Colour 2 Copy Colour 3 Enter : copiesthecontentsof ColourPalette2 to
ColourPalette3.

• Group 5 Colour 2 Copy Colour 3 Enter : copiesfixturesthatarein Colour
Palette2 andGroup5 into ColourPalette3.

Similarly, to moveapaletteto anew location:

• Colour 2 Move Colour 3 Enter : movesthecontentsof ColourPalette2 to
ColourPalette3, leaving 2 empty.

If thedestinationpalettealreadyexists,youwill beaskedto chooseanoption:Insert,Mergeand
Replace(p.163).

Tip

References to palettes refer to the palette, not its location in the directory.
If you move a palette from location 3 to location 4, references to the
palette still refer to it in its new location, not to another palette you put
in location 3.

8.6 Record Options

8.6.1 Global, Per Fixture Type, and Per Fixture

Whenyou recordapalette,parametervaluescanberecordedasglobal,perfixture type,or per
fixture.Thethreekindswork in differentwayswhenyouapplythepaletteto fixturesduring
programming:

• Global: thepalette'sparametervaluesareappliedto all selectedfixturesthat
havethatparameter. Forexample,acolourpalettecontaininghueandsaturation
parametersis appliedto all selectedfixturesthathavehueandsaturation.

• Per Fixtur eType: thepalette'sparametervaluesareappliedto all fixturesof
thattype.For example,apalettecontainingparametervaluesfor StudioColor
575swill only beappliedto selectedStudioColor575s.

• Per Fixtur e: thepalette'sparametervaluesareappliedonly to thosespecific
fixturesthatarebothin thepaletteandselectedin theeditor. For example,a
palettecontainingparametervaluesfor StudioColor5751 will only beapplied
to thatfixture (andonly thenif it is selected).
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By default, thefollowing rulesdeterminehow thepaletteis recorded:

1. PositionpalettesarealwaysrecordedPerFixture.

2. If all thefixturesto berecordedhaveexactly thesameparametervalues,then
thepaletteis recordedasGlobal.

3. Otherwisethepaletteis recordedPerFixture.

In thepalette'seditor, theparametervaluesin aGlobalpalettewill appearasAll Types. Similarly,
apalettewith PerFixtureTypevalueswill show themgroupedby fixture type;seeFigure8.3,
“A Palettewith GlobalParameterValues”, Figure8.4,“A Palettewith Per FixtureTypeValues”
andFigure8.5,“A Palettewith Per FixtureValues”. Makesurethatyouhaveaggregationturned
on; seeAggregation(p.41).

Figure 8.3. A Palette with Global Parameter Values

Figure 8.4. A Palette with Per Fixture Type Values

Figure 8.5. A Palette with Per Fixture Values
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Youcanoverridethedefault settingsusingtheRecordOptionsToolbar;for exampleto record
asinglefixture'sparametervaluesasperfixture:

1. Assigntheparametersof thefixtureasrequired.

2. PressRecord.

3. TheRecord Options Toolbar will appearon thebottomof theright-hand
touchscreen.SelectPer Fixture.

4. Pressthekey to choosethepalettetype,for exampleColour. ThePalette
Directorywill open.

5. Selectthepalettelocationby pressingit in thePalette Directory window.

Similarly, to forceapalettewith oneof eachfixture typeto berecordedasPerFixtureType
ratherthanthedefaultPerFixture,usethePer Fixture Type buttonon theRecordOptions
Toolbar.

ForcingapalettetobePerFixtureTypecanbeusefulif youwantapalettethatcontainsprogram-
ming for morethanonetypeof fixture,but thatyoucanapplyto any fixtureof a typeincluded
in thepalette.For example,youwantto createa ‘red’ palettethatcanbeappliedto bothStudio
ColorsandStudioSpots.If youselectthefirst StudioSpotandmake redthenselectthefirst
StudioColorandmake red(with differentparametervalues)andrecordthisaspalette,it will
by defaultbeby fixtureandwork only for thosetwo fixtures.However if youselectPerFixture
Typewhenrecording,thenthepalettewill work for all StudioSpotsandall StudioColors,as-
signingthemthesamevaluesaswasusedto createthepalette.

8.6.2 Recording Palettes with Kind Masking

TheHog4OSdetermineswhich functionvaluesarerecordedinto palettesbasedon thekind
maskingspecifiedatthetimeof recording.If thekind maskis empty(nokindsareselected)then
thedirectory'skind maskwill determinewhich functionvaluesarerecordedinto thepalette.In
this sectionwewill look atusingkind maskingasamethodfor filtering which functionvalues
arerecordedinto palettes.

ThePaletteDirectorywill displaywhichfixedkindsareincludedin eachpalette,indicatedby I
for intensity, P for position,C for colour, B for beam,E for effect,T for timeandL for control;
seeFigure8.6,“Exampleof Palettescontainingdifferentparametertypes”.
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Figure 8.6. Example of Palettes containing different parameter types

Masking Using the Record Options Toolbar

To specifymaskingwhenrecordingapaletteusingtheRecord Options Toolbar:

1. Assigntheparametersof thefixturesasrequired.

2. PressRecord. TheKind Mask menuwill automaticallypopupabovetherecord
optionstoolbaranddisplaysagrid of buttonscontainingall of thefixedkinds
anduserkindsincludedin yourshow.seeFigure8.7,“The Record Options
Toolbar” . (If kind maskingmenudoesnotautomaticallyappearthencheck
the"Automaticallyshow kind maskingtoolbar"optionin Programmingpane
of theuserpreferecneswindow)

3. Deselectwhichkindsyoudonotwantto includein thepaletteby togglingoff
thebuttons.

4. Pressoneof thefixedkind keys to chooseapalettetypedestination,for ex-
ampleColour. ThePaletteDirectorywill open.

5. Selectapalettelocationin thedirectoryby pressingonany buttonin the
Palette Directory window.
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Figure 8.7. The Record Options Toolbar

Masking Using the Command Line

Whenrecordingapaletteusingthecommandline,youcanchoosewhichfixedkindsand/oruser
kind functionsyouwantto startoff with in themaskby listing themonthecommandline before
theRecord command:

• Colour Position Record Colour 3 Enter : recordsthecolourandposition
parametersof theProgrammeror editorcontentsinto ColourPalette3.

Recording Only Selected Fixtures

By default,all fixturescurrentlyin theProgrammeroreditorarerecorded.To recordonlyselected
fixtures:

1. Fixture 2 : selectthefixture(s)youwantto recordin thepalette.

2. Record

3. On theRecordOptionsToolbarpress: Selected

4. Position, Enter : recordsonly thepositionvaluesfor fixture2 into thenext
availablepositionpalette,ratherthanvaluesfor all fixturesin theProgrammer.

8.6.3 Palette Timing

To includetiming whenrecordingpalettesensurethatthe"Time" kind in thekind maskingmenu
is selectedafterpressingrecord;seeMaskingUsingtheRecord OptionsToolbar (p.160).

Youcanalsorecordpalettesthatcontainonly timing information(no functionvalues)by only
maskingin "Time" whenrecordingthepalette.For example,to recordatimeonly colourpalette
with a fade time of 6 seconds:

1. Assignany valuesto thefixture functionsyouwantto createa timing palette
for.

2. Assigna fadetime to thefixture functionssuchas6 seconds.

3. Time Record Colour 2 Enter : recordsonly thetiming informationthatwas
in theprogrammerinto ColourPalette2.
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Youcanalsoedit timingsin thepalette'seditor. SeeEditingPaletteContents(p.154).

8.6.4 Reference Palettes

Whenyourecordacueusingapalette,a referenceto thepaletteis recordedinsteadof anumer-
ical valuefor theparameters.Similarly, youcanrecordpalettesusingotherpalettes,sothatthe
new palettecontainsreferencesratherthannumericalvalues.A paletterecordedin thisway is

known asa referencepalette,andis markedin thepalettedirectorywindow by a icon.

Referencepalettesareusefulwhenyouwantto createpalettesto useassimple‘building blocks’
whichyou thenmakemorecomplex building blocksfrom. For example,youmightcreateapo-
sitionpalettethatfocusessomeStudioSpot575sontotheleadsinger, andfurtherpositionpalettes
thatpositionotherfixturesontotheremainingbandmembers.Youcouldthenmakean‘All
Band’positionpalettewith onefixture lighting eachbandmember, in whicheachfixture refer-
encesanotherpalette,insteadof having parametervalues.If thedrumriserwaslatermoved,you
couldadjustthepositionpalettethatfocusedontoit, andthechangewouldnotonly beupdated
in all scenesandcuesprogrammedwith thatpalette,but alsoall programmingdonewith the‘All
Band’palette.

By default,palettesarenotrecordedasreferencepalettes;any fixtureparametersassignedusing
anotherpaletteis recordedasanumericalvalue.If youwantto recordapaletteasa reference
palette,selecttheAllow Refs recordoption:

1. Assigntheparametersof thefixturesusingotherpalettesasrequired.

2. PressRecord.

3. TheRecord Options Toolbar will appearat thebottomof theright-hand
touchscreen.PresstheAllow Refs button.

4. Pressakey tochoosethepalettetype,for exampleColour. ThePaletteDirect-
ory will open.

5. Selectthepalettelocationby pressingit in thePalette Directory window.

8.6.5 Direct Palettes

Normally, whenyouuseapaletteto assignparametervaluesfor recordingin acueor scene,a
referenceto thepaletteis insertedratherthannumericalvalues.To insertnumericalvaluesinstead
of references,usedirectpalettes.Cuesandscenesrecordedusingdirectpaletteswill notupdate
if thepaletteis laterchanged,becausethey containordinaryparametervaluesratherthanrefer-
encesto apalette.

Youcanuseapaletteasadirectpaletteonaone-off basisasyouprogram,or youcanassignit

to alwaysactasadirectpalette;adirectpaletteis shown by asymbol in thedirectorywin-
dow.

To temporarilyuseanexistingpaletteasadirectpalettewhencalling it into theProgrammeror
editor:
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• 1 @ Colour 1 : the@ key indicatesthatthepaletteshouldbeusedin direct
mode.

To createadirectpalette:

1. Assignthefixturesasrequired.

2. Record

3. As Direct

4. [Position 2], Enter : choosea locationfor thepalette.

To convert anexistingpaletteto adirectpalette:

1. Open + Colour : opentheappropriatePaletteDirectory.

2.
Setthedirectorywindow to spreadsheetview by pressingthe button.

3. Selectthe Is Direct cell for thepaletteyouwantto change,andpressSet to
togglethevalueto Yes.

Notethatconvertingapaletteto adirectpalettewill notalterany programmingdonepreviously
usingthepalette;cuesandscenesalreadyrecordedwill still containreferencesto thepalette.
Only subsequentprogrammingwill beeffected.

8.7 Insert, Merge and Replace

Whenrecordingor copying apalette,if thedestinationlocationalreadyhasapaletterecorded
in it, youwill bepromptedwith recordoptionsof Insert,Mergeor Replace.

If youaremoving apalette,only theInsertoptionis available.

• Insert: createsanew destinationpalette.Thenew palettewill beassigneda
freelocationjustbeforetheonechosen,usingapointnumberif necessary.

• Merge: incorporatesthenew informationinto thedestinationpalette.If the
samefixturesandparametersarein bothpalettes,thenew valueswill replace
theold.

• Replace:overwritesthepaletteinformationin thatdestination.

Tip

If you know that you are about to record, copy or move a palette to an
existing destination, you can pre-select Insert, Merge or Replace from
the Record Options Toolbar. This appears after you press the Record,
Copy or Move keys.
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Section 9: Directory Windows

Directorywindowsarethewindows thatallow usersto accessrecordeddatasuchaspalettes,
cuelists,scenes,pages,effects,kinds,andgroupsusingagrid of buttons.Directorywindows
andtheircontentscanbedisplayedin anumberof ways.In thissectionwewill coverthedifferent
optionsavailablefor directorywindows.

9.1 Mask (IPBCE Palette Directories Only)

ThePaletteDirectories(IPCBE)masksettingsdeterminewhichfixedfunctionkindsarerecorded
into palettesfor thatdirectoryif thecommandline kind maskis blankat thetimeof recording
(nokindsselected).To changewhichkindsareincludedin thedirectory'smaskopentheconfig-
urationwindow for thatdirectory, navigatingto themasktab,andenable/disabletheindividual
functionkindsin themenu.

Figure 9.1. Directory Kind Mask Menu

A directorymasklegendis shown atthetopof eachdirectorywindow andindicateswhichkinds
will berecordedinto palettesfor thatdirectoryif thekind maskis blankat thetimeof recording.
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Figure 9.2. Directory Kind Mask Legend

9.2 Color Coding

Eachbuttonwithin adirectorywindow canbecolor codedto helpdistinguishit from theother
buttonsin thedirectory. To colorcodeadirectorybuttonright click onthebuttonin thedirectory
window andchoosefrom apresetpaletteof 12colors,mix acustomcolor, or chooseto havethe
consoleauto-colorcodethebuttonbasedonthedominantmixedcolordatarecordedin thebutton
(palettebuttonsonly).

Figure 9.3. Right Click Color Coding Menu

9.2.1 Coloring the entire button

By default eachdirectorywindow displayscolor codingusinganoutlinearoundthedirectory
buttons.If youpreferthattheconsolecolor theentirebackgroundof thedirectorybuttonsclick

on the icon to openthewindow configurationmenuandenablethe"Color CodeEntire
Button"option.Theoptionto colorcodetheentirebuttonis uniquefor eachdirectoryandis also
storedwhenyou recordadirectorywindow into aview.

Figure 9.4. Color Coding Entire Button
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9.3 Button Sizes

By default eachdirectorywindow displaysits buttonsusingamediumsize.To changethedis-
playedbuttonsizesin any directorywindow openthewindow configurationmenuby clicking

on the icon locatedat thetopof thedirectorywindow. Locatethedropdown menuoption
called"buttonsizes".Hereyouwill seetheoptionto displaythedirectory'sbuttonsin threedif-
ferentsizes:small,medium,andlarge.Setthebuttonsizemenuoptionto thedesiredsettingand
pressokay. Thebuttonsizeoptionyouselectfor eachdirectoryis uniqueto thatdirectoryand
is alsostoredwhenyou recordadirectorywindow into aview.

Figure 9.5. Button Sizes Option

9.4 Show Fewer Buttons

By defaultdirectorywindowsdisplaybothactivebuttons(buttonsthatcontaindata)andinactive
buttons(buttonswith nodata).In somecasesyoumaywish to hidetheinactivebuttonsin the

directory. To hidetheinactivebuttonsin adirectoryclick on the icon to openthewindow
configurationmenuandenablethe"show fewerbuttons"option.Theoptiontoshow fewerbuttons
is uniqueto eachdirectoryandis alsostoredwhenyou recordadirectorywindow into aview.
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Figure 9.6. Show Fewer Buttons Option

9.5 Show Auto Color Swatch

The"show autocolor swatch"optionis avaiableonly in palettedirectorywindowsandis only
usefulin caseswheretheuserhasprogrammedcolormixing valuesinto apalettewithin that
directory. Whenthisoptionis turnedonany buttonsin thedirectorywindow thatcontainpalettes
with colormixing datawill displayasmallcolor swatchin themiddleof thebuttonto indicate
adominantmixedcoloris recordedin thatpalette.To enablethe"autocolorswatch"optionclick

on the iconandenablethe"show autocolor swatch"option.Theoptionto show theauto
colorswatchis uniqueto eachdirectorywindow andis alsostoredwhenyou recordadirectory
window into aview.

Figure 9.7. Auto Color Swatch Option
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9.6 Spreadsheet View

By default directorywindowsaredisplayedasagrid of touch-sizedbuttons,howeveryoucan

alsoview thecontentsof any directoryasaspreadsheetby clicking on the button.Whenin
list view thedirectorybuttonscanbeselectedand/orappliedby pressingon it's numberin the
numcolumn.Theoptionto displayadirectoryin list view is uniqueto eachdirectoryandis also
storedwhenyou recordadirectorywindow into aview.

Figure 9.8. Spreedsheet View vs. Button View of Colour Directory
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Section 10: Media Picker

Themediapicker is a tabbed,graphicalwindow thatallowsusersto view andselectslotted
functionvaluesfor thecurrentfixtureselectionusingpreview thumbnails.To openthemedia
pickerwindow hold theopenkey andpressthe“mediapicker” buttonon themaintoolbaror
pressPig+ Open+ Beamon theconsolefront panel.

Whenafixtureselectionis madetheconsolewill populatethemediapickerwith preview
thumbnailsasdefinedby thefixturelibrary (orasgatheredby theconsoleusingCITPorCatalyst
protocols).Mostautomatedlighting fixtureswill displaytabscontainingpreview thumbnailsfor
slottedfunctionssuchasgobos,colors,andprisms,while digital mediaserverssuchastheDL.3
will displaytabscontainingpreview thumbnailsfor digital mediafiles,3-D objects,andmasks.
Mediapickerwindow selectionsareappliedto thecurrentactiveeditor.

Figure 10.1. Media Picker Window

10.1 Media Picker Window Options

Themediapickerhasseveraloptionsfor how preview thumbnailsaredisplayedin thewindow:

1. MergedDiffer ent (default on): whenthisoptionis turnedon themedia
pickerwindow mergesthumbnailsfor contentacrossthecurrentfixtureselec-
tion evenif thecontentdoesnotmatch.Whenin thismodea"pageturn" icon

171High EndSystems



will appearin theupperright cornerfor any contentthatis notthesameacross
theentirefixtureselection.

2. Show/hide dmx value (default on) showsandhidesthedmxvalueof the
contentdisplayedin themediapicker

3. Show/hide name: showsandhidesthenameof thecontentdisplayedin the
mediapicker

4. ReverseDisplay Order : reversedtheorderin which thecontentis displaed
in themediapicker

5. Search Filter : input text to filter thecontentsof themediapickerwindow

6. Function Tabs: fixture functionssuchasgobowheels,colorwheels,media
indexes,etc.aregroupedinto selectabletabsfor easynavigation

Figure 10.2. Media Picker Window Options

10.2 CITP Preview Thumbnails in the Media Picker

Themediapickerprimarily displayspreview thumbnailsasdefinedby thefixture library but is
alsocapableof fetchinganddisplayingpreview thumbnailsfor connectedCITPenabledfixtures
thatareontheFixtureNetnetwork. In thissectionwewill review whichCITPclientsaresupported
by theHog4OS,how to configuretheDP8000for CITP fixturediscovery, how to associate
fixturesto CITP mediaserversin thepatchwindow, andfinally how to usethepatchwindow
to refreshCITP mediapreviews.
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10.2.1 Supported CITP Media Server Clients

Hog4OSv2.0.0supportsthefollowing CITP Mediaserverclients:

• Arkaos MediaMaster

• Coolux PandorasBox (softwareversion4.7or greater)

• GreenHippo Hippotizer (softwareversion3.2.1or greater)

• High End SystemsAxon (softwareversion2.1.2or greater)

• High End SystemsDL.2 (softwareversion2.1.2or greater)

• High End SystemsDL.3 (softwareversion2.1.2or greater)

• High End SystemsDLV (softwareversion2.1.1or greater)

• PRG Mbox Studio & Mbox Extr eme(softwareversion3.6.1or greater)

10.2.2 Configuring DP8000 for CITP Discovery

In orderfor theconsoleto properlydiscoverCITP enabledfixturesonaDP8000'sFixtureNet
network, theFixtureNetadapterfor theDP8000mustbeproperlyconfigured:

1. Openthenodesettingswindow for theDP8000thatisconnectedviaFixtureNet
to theCITP enablefixtures

2. SelecttheFixtureNettabof thenodesettingswindow

3. EnsurethattheIP addressandsubnetsettingsareappropriatefor thenetwork
environmentin which theCITP discoveredfixturesareconnected.This is
similar to configuringtheFixtureNetadapterfor Art-Net andsACN output.
To betterensureconnectivity it is recommendedthattheIP addressassigned
to theFixtureNetadapterbewithin in thesamesub-network astheCITPfix-
turesit is receving preview thumbnailsfrom.

10.2.3 Patching fixtures to CITP discovered fixtures

Onceafixture is scheduledinto thepatchwindow andpatchedto aDMX output,thefixturecan
thenbepatchedto aCITP fixturehasbeendiscoveredon theFixtureNetnetwork of any active
DP8000connectedto theconsole.Follow thesestepsto patchafixutre to aCITP discovered
fixture:

1. Openthepatchwindow

2. Selectthefixture(s)youwish to associatewith aCITP fixture in therig

3. Pressthe"patchmedia"buttonat thetopof thepatchwindow

4. SelecttheIP addressof adiscoveredCITPfixture from themediapatchwin-
dow

5. Pressokay. Youwill now seetheIP addressof theCITP fixture in thepatch
window listedfor thefixturesyouselectedin step2. Thiswill now associate
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thefixture in yourshow file with theCITP fixture in therig aslongasthe
CITP fixture'sIP remainsthesame.

! Caution

If the IP address of a discovered CITP fixture in the rig changes you will
need to perform the "patch media" task again.

Tip

Selecting "None" from the list of CITP discovered fixtures in the media
patch window will disassociate/unpatch the selected fixtures from CITP
discovered fixtures and revert the fixture to using the preview thumbnails
for that fixture type as defined in the fixture library.

10.2.4 Refreshing CITP preview thumbnails

ThecontentstoredonCITP discoveredfixturesmaychangeduringtheprogrammingof your
show. For example,thevideoclip file usedin theopenningscenemighthavebeenchangedon
themediaserver. Theconsoleis notautomaticallymadeawareof thesecontentchangesandso
it is necessaryto requestnew preview thumbnailsfrom thefixture.Follow thesestepsto update
thepreviewson theconsole:

1. Openthepatchwindow

2. Selectthefixture(s)youwish to refreshthemedia

3. Pressthe"refreshmedia"buttonat thetopof thepatchwindow. A greenand
whiteanimatedrefreshiconwill appearat thetop right of themediapicker
window to theright of thesearchfield. Themediarefreshis finishedwhen
theicondisappears.

10.2.5 Disabling CITP on DP8000

By defaultCITP is enabledonall DP8000sin new shows.To disableCITP onaDP8000:

1. Openthenodesettingswindow for theDP8000

2. SelecttheCITP tabof thenodesettingswindow

3. Deselecttheenablebuttonandhit apply

10.3 Catalyst Preview Thumbnails in the Media Picker

In additionto CITPandfixturelibrary definedpreview thumbnails,theHog4OSis alsocapable
of fetchinganddisplayingpreview thumbnailsfor contentstoredonCatalystmediaservers
connectedto theFixtureNetnetwork. In this sectionwewill review how to configureD8000s
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for Catalystthumbnailpreviewing, how to associateCatalystfixturesto Catalystmediaservers
in thepatchwindow, andhow to usethepatchwindow to refreshCatalystmediapreviews.

10.3.1 Configuring DP8000 for Catalyst Preview Thumbnails

In orderfor theconsoleto properlyfetchanddisplaythumnailpreviews for Catalystmedia
serversonaDP8000'sFixtureNetnetwork, theFixtureNetadapterfor theDP8000mustbe
properlyconfigured:

1. Openthenodesettingswindow for theDP8000thatisconnectedviaFixtureNet
to theCatalystmediaservers

2. SelecttheFixtureNettabof thenodesettingswindow

3. EnsurethattheIP addressandsubnetsettingsareappropriatefor thenetwork
environmentin whichtheCatalystmediaserversareconnected.Thisis similar
to configuringtheFixtureNetnetwork adapterfor Art-Net andsACN output.
To betterensureconnectivity it is recommendedthattheIP addressassigned
to theFixtureNetadapterbewithin in thesamesub-network astheCatalyst
it is receving preview thumnailsfrom.

10.3.2 Patching Catalyst fixtures to Catalyst Media Servers

OnceaCatalystfixtureisscheduledin thepatchwindow andpatchtoaDMX output,theCatalyst
fixturecanthenbepatchedtoaCatalystmediaserverthatisconnectedto theFixtureNetnetwork
of any activeDP8000connectedto theconsole.Follow thesestepsto patchaCatalystfixture to
aCatalystmediaserver:

1. Openthepatchwindow

2. SelecttheCatalystfixture(s)youwish to associatewith aCatalystmedia
server in therig

3. Pressthe"patchmedia"buttonat thetopof thepatchwindow

4. SelecttheCatalysttabin themediapatchwindow

5. EntertheIP Addressof theCatalystmediaserver

6. Pressokay. Youwill now seetheIP addressof theCatalystmediaserver in
thepatchwindow listedfor theCatalystfixturesyouselectedin step2. This
will now associatetheCatalystfixturesin yourshow file with theCatalyst
mediaserversin therig aslongastheCatalystmediaserver'sIP remainsthe
same.

! Caution

If the IP address of a Catalyst Media server in the rig changes you will
need to perform the "patch media" task again.
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Tip

Entering an IP address of 0.0.0.0 in the Catalyst tab of the media patch
window will disassociate/unpatch the selected fixtures from Catalyst
media servers and revert the fixture to using the preview thumbnails in
the fixture library.

10.3.3 Refreshing Catalyst Preview Thumbnails

Catalystmediaservercontentmaychangeduringtheprogrammingof yourshow. For example,
thevideoclip file usedin theopenningscenemighthavebeenchangedon theCatalystmedia
server. Theconsoleisnotautomaticallymadeawareof thesecontentchangesandsoit isnecessary
to requestnew preview thumbnailsfrom theCatalystmediaserver. Follow thesestepsto update
thepreviewson theconsole:.

1. Openthepatchwindow

2. Selectthefixture(s)youwish to refreshthemedia

3. Pressthe"refreshmedia"buttonat thetopof thepatchwindow. A greenand
whiteanimatedrefreshiconwill appearat thetop right of themediapicker
window to theright of thesearchfield. Themediarefreshis finishedwhen
theicondisappears.

10.3.4 Disabling Catalyst Thumbnail Preview Fetching on DP8000

By defaultCataylystthumbnailpreview fetchingis enabledonall DP8000sin new shows.To
disableCataylystthumbnailpreview fetchingonaDP8000:

1. Openthenodesettingswindow for theDP8000

2. SelecttheCatalysttabof thenodesettingwindow

3. Deselecttheenablebuttonandhit apply

10.4 Adding Preview Thumbnails to Pre-v2.0.0 Show Files

Hog4OSandHog3OSshow filesbuilt with fixturelibraryv4.7andolderwill notdisplaylibrary
basedpreview thumbnailsin themediapickeruntil thefixturesin theshow file areupdatedusing
thefollow steps:

1. Openthepatchwindow

2. Selectthefixture(s)youwishtoupdatewith librarybasedpreview thumbnails

3. Pressthe"refreshmedia"buttonat thetopof thepatchwindow
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Section 11: Cues and Cuelists

11.1 Recording a Cue

Torecordalookcreatedin theProgrammeroreditorasacuewithin acuelist,youneedtospecify
acuelistandcuenumberto recordto. If thecuelistdoesnot yetexist, Hog4OSwill createit
automatically.

For example,to recordCue4 into Cuelist2:

• Record List 2 Cue 4 Enter

11.1.1 Recording to a Cuelist on a Master

Youcanchooseamasterratherthanacuelistwhenrecordingacue.Thiswill recordthecueto
thecuelistcurrentlyattachedto thechosenmaster, or createacuelistif it doesn'texist. For ex-
ample:

1. PresstheChoose key aboveMasternumber10.TheChoose key will light
up to show thatMaster10 is thechosenmaster.

2. Record 1 Enter : recordsCue1 in thecuelistattachedto Master10,creating
it if necessary.

To recordmorecues:

• Record 1.5 Enter : insertsanew cuenumbered1.5 into thecueliston the
currentlychosenmaster.

• Record Enter : appendsthecueto theendof thecuelistattachedto thecurrently
chosenmaster.

• Record Choose : appendsthecueto theendof thecuelistof theselected
master. Thisallows thecurrentmasterto remainchosenwhile recordingcues
ontoothermasters.

11.1.2 Programmer contents after Recording a Cue

Whenyourecordacue,thevaluesremainin theProgrammer, but thebackgroundcolourchanges
from blueto grey. This indicatesthattheparametervaluesin theProgrammerareno longer
touched, andsoareavailablefor recordingto anothercuelist,but not to thesamecuelist.You
cankeepthevaluesin theProgrammerto actasthebasisfor thenext cueon thesamelist, but
becauseof tracking,only thechangedparametervalueswill berecorded.For anoverview of
tracking,seeTracking (p.31).
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11.1.3 Insert, Merge and Replace

Whenrecording,copying or moving acue,if thedestinationlocationalreadyhasacuerecorded
in it, youwill bepromptedwith recordoptionsof Insert,Mergeor Replace:

• Insert: createsanew destinationcue.Thenew cuewill beassigneda freeloc-
ationlower thantheonechosen,usingapointnumberif necessary.

• Merge: Incorporatesthenew informationinto thedestinationcue.If thesame
fixturesandparametersarein bothcues,thenew valuesbeingmergedwill take
priority.

• Replace:Overwritesthecueinformationin thatdestination.

If youarecopying acue,all threeoptionsareavailable.If youaremoving acue,only theInsert
optionis available.

Tip

If you know that you are about to record, copy or move a cue to an exist-
ing destination, you can pre-select Insert, Merge or Replace from the
Record Options Toolbar. This appears after you press the Record, Copy
or Move keys.

11.1.4 Numbering Cues

If you leaveout thecuenumberwhenrecordingcues,Hog4OSwill givethecuethenext whole
numberin thelist. If youspecifyacuenumber, youcanusenumberswith upto fivedigitsbefore
thedecimalandfour digitsafter;for example:11111.1111 . Thiscanbeusefulto insertcues
betweenpreviously recordedones.

Youcanlaterrenumberacompletecuelist;seeRenumberingCueswithin a Cuelist(p.181).

11.1.5 Naming Cues

Youcangiveacueanamethatwill bedisplayedin theCuelist window andon thePlayback
Bar:

1. Open + Choose : openstheCuelistwindow of theselectedmaster.

2. Selectthecue'snamecell.

3. Set [name] Enter : typein thename.

Tip

To name a cue immediately after recording it, press the Set key. This will
open a Quickname window. Enter the cue name and select OK.
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11.2 Record Options

11.2.1 Recording Selected Fixtures Only

Normally, recordingacuerecordsthetotal contentsof theProgrammeror editor, but youcan
chooseto recordonly thecurrentlyselectedfixtures.For example:

1. Selectthefixturesthatyouwantto record.

2. Record

3. PressSelected on theRecordOptionsToolbar.

4. Choose : recordstheselectedfixturesasanew cuein thecuelistontheselected
master.

11.2.2 Record, Remove Values from Cues

Youcanremove thecontentsof theProgrammeror editorfrom apreviously recordedcue.For
example,youmighthavemadechangesto acue,andyouwantthechangesto trackthrough
subsequentcues(seeTracking (p.31) for anexplanationof tracking).To removeparameter
values:

1. Ensurethattheparametersthatyouwantto removearein theProgrammer.
Theparametervaluesdonotmatter, only thattheparametershavevalues.

2. Record, Remove : theRemovebuttonis on theRecord Options Toolbar at
thebottomof theright-handscreen.

3. Cue 5, Enter : removestheselectedparametervaluesfrom Cue5.

To removeawholefixtureensurethatall parametersareselected.Youcando thisby selecting
thefixtureandpressingtheTouch buttonon theMain Toolbar.

11.3 Deleting Cues

To deleteacue:

1. Cue 1 Delete : deletesCue1 in thecurrentlychosencuelist.

2. Click OK to confirmthedelete.

Or:

1. List 1 Cue 1 Delete : deletescue1 in cuelist1.

2. Click OK to confirmthedelete.
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Tip

If you prefer not to be asked to confirm the delete action, select Don't
Ask Me Again in the confirmation window. You can reenable the confirm-
ation by going to Setup → Preferences → Programming and selecting
Confirm before deleting directory items.

Youcandeletea rangeof cues:

1. List 1 Cue 1 Thru 4 Delete : deletesCues1 to 4 in Cuelist1.

2. Click OK to confirmthedelete.

Tip

To delete a cue ‘cue only’, so that changes caused by deleting the cue
don't track through to later cues, see Deleting without Tracking Forward
(p.185).

11.4 Copying and Moving Cues

Tip

Copying or moving cues affect hard values only; the cue you wish to
copy/move may also contain tracked values that create the current on-
stage state. If you wish to copy this look rather than just changes made
by the current cue, use Copy and Move with State; see Using State (p.186).

11.4.1 Copying Cues

To makeacopy of acuein thesamecuelist:

1. Makesurethatthecuelistyouwantto work with is on thecurrentlychosen
master.

2. Cue 1 Copy Cue 2 Enter : copiesthecontentsof Cue1 to Cue2.

To copy in acuelistotherthanthechosenone,or to copy betweencuelists,specifythecuelist
with theList key. For example:

• List 1 Cue 1 Copy List 2 Cue 2 Enter : copiesthecontentsof Cue1 of
Cuelist1 to Cue2 of Cuelist2.

To copy a rangeof cues:

• List 1 Cue 1 Thru 4 Copy List 2 Cue 2 Enter : copiesthecontentsof cues
1 to 4 of Cuelist1 to Cuelist2, startingatCue2.
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If thedestinationcue(s)alreadyexist, youwill beaskedto chooseanoption:Insert,Mergeand
Replace(p.178).

11.4.2 Moving Cues

To moveacueto anew location:

• Cue 1 Move Cue 2 Enter : movesthecuefrom1 toCue2,effectively remov-
ing Cue1.

If thedestinationcue(s)alreadyexist, youwill beaskedto chooseanoption:Insert,Mergeand
Replace(p.178).

11.5 Renumbering Cues within a Cuelist

If yourcuelisthasmany point cues(1.2,1.5,2.5,etc.)or if cueshavebeendeleted,youmay
wish to renumberthecuessothatthey areall wholenumbers.Youcanrenumbercuelistsusing
theRenumber button;pressMore on theMain Toolbar:

• Renumber, Choose : renumbercuesin thecueliston theselectedmaster,
startingat1 andincreasingby 1.

• List 1 Cue 3 Thru Renumber, Enter : renumberall cuesfromCue3upwards
in Cuelist1, startingatCue3 andincreasingby 1.

• List 1 Cue 3 Thru 10 Renumber, Enter : renumberCues3 through10 in
Cuelist1,startingatCue3,finishingatCue10,with othercuenumbersequally
spacedbetween.

Alternatively, youcanspecifytherangeof new numbersto begiven:

• List 1 Cue 3 Renumber 5, Enter : renumbercue3 ascue5, in cuelist1.

• List 1 Cue 3 Thru 10 Renumber 20 , Enter : renumbercues3 through10,
in cuelist1, with new numbersstartingat20.Therestof thenew numbers
will have thesameorderandspacingasbefore.

• List 1 Cue 3 Thru 10 Renumber 20 Thru 30 , Enter : renumbercues3
through10 in cuelist1, startingat20,finishingat30,with othercuenumbers
equallyspacedbetween.

Notethatrenumberingdoesnotmovescueswithin thecuelist;if you try to renumberCue5 as
Cue3, youwill getanerrormessage.YoushoulduseMove for thispurpose;seeCopyingand
MovingCues(p.180).
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» Important

Using Renumber will affect the number column and numeric entries in
the Name column. Also, renumber will not rewrite macros or links that
refer to renumbered cues; you will need to update these manually.

11.6 Editing Cue Contents

Youcanedit thecontentsof acuein aneditorwindow: seeFigure11.1,“The CueEditor win-
dow”. To openthecurrentcueof thechosenmaster:

• Cue, Open

Or:

• Cue, Cue

To openaspecificcuein aspecificcuelist,for exampleCue2 of Cuelist1:

1. Open + List : openstheCuelistDirectorywindow.

2. Open + [Cuelist 1] : openstheCuelistwindow for Cuelist1.

3. Open + [Cue 2] : openstheCueEditor for Cue2.

Alternatively, usingthecommandline:

• List 1 Cue 2 Open

Youcanalsopreview acueusingView Cue in theCuelistwindow; however, youwill needto
presstheEdit buttonin theCueEditorwindow to selectthisasyourcurrenteditorin orderto
makeany changes.

If thecuetobeeditedisonstage,selectingEdit will enableblindmodeuntil changesareupdated,
or Edit is deselected,seeBlind (p.247). Youcanleavethemodeotherwiseby pressingtheBlind
key.

Figure 11.1. The Cue Editor window
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Within theeditor, youcanassignfixtureparametersandtiming in thesamewayasin thePro-
grammer. SeeSelectingFixturesandModifyingParameters(p.125). Onceyouhavemadechanges
besureto presstheUpdate key to save them,theCueEditorwill thenautomaticallyclose.

11.6.1 Viewing Different Cues in the Editor

In additionto theusualfunctionsavailablein all editors,describedin Editors (p.45), theCue
Editorwindow hascontrolsthatallow you to selectwhichcueis displayed:

• NextandBack: TheNext andBack buttonstoallow youtoeasilystepthrough
thecuesin thecuelistto view or edit them.

• View Cue: Youcanjump to anothercueby typing its numberin to theView
Cue boxandpressingtheEnter key.

• Follow Curr ent: If youselecttheFollow Current button,theCueEditor
window will alwaysshow thecurrentcueasthecuelistis playedback.If you
useNext, Backor View Cueto view anothercue,or if youedit thecurrentcue,
thenFollow Currentis disabled.

• Follow Next: This is similar to Follow Current,exceptthatthenext cueis dis-
playedratherthanthecurrentone.Whenthelastcueis played,thefirst cuein
thecuelistis displayed.

Tip

As well as the buttons in the Cue Editor window, you can also step through
the cues using the Next and Back keys while holding down the Cue key.

11.7 Working with Tracking

Hog4OSusestracking,whichgivesit someverypowerful abilities.Trackingcanalsoaddextra
complexity, butHog4OShasseveralfunctionsthatmakeworkingwith trackingstraightforward.
For adetaileddiscussionabouttracking,seeTracking (p.31).

11.7.1 Tracking Values Backwards When Recording

YoucanusetheTrackBackwardsfeaturewhenyourecordacueto assigntheparametervalues
to thelastcuethey appearedin, ratherthanthecuebeingrecorded.For example,supposethat
youhaveaseriesof cueswith intensityvaluesfor threefixtures:

321Fixture:

505050Cue 1

6060Cue 2

70Cue 3
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If youassignall threefixturesto 100%andrecordwith mergeinto Cue3 (seeInsert,Mergeand
Replace(p.178) for recordingwith merging),youwouldgetthesevalues:

321Fixture:

505050Cue 1

6060Cue 2

100100100Cue 3

However, if youdid thesamethingwith TrackBackwards,youwouldget:

321Fixture:

1005050Cue 1

10060Cue 2

100Cue 3

Thevalueof 100%hasbeenappliedto thelastcuethattheintensityparameterhadavaluein.

If youTrackBackwardsaparameterthathasn'tbeengivenavaluesincethestartof thecuelist,
thevalueis addedto thefirst cuein thecuelist.

To recordacuewith TrackBackwards,selecttheBackwards buttonon theRecord Options
Toolbar thatappearsafteryoupresstheRecord key:

1. Fixture 1 Thru 3 @ 100 Enter.

2. Record Cue 3

3. SelectTrack Backwards on theRecordOptionsToolbar.

4. Enter

Tip

You can also Track Backwards when you update cues using Auto Update;
see Auto Update (p.245).

11.7.2 Stopping Values from Tracking Forward

Whenyou insertanew cueinto acuelist,or mergechangesinto anexistingcue,thenew values
trackforwardsinto latercuesin thecuelist.For example,yourcuelisthasCues1 to 4, andCue
1 hasFixture1 programmedinto it at 30%,sothatit tracksthroughthesubsequentcues:

321Fixture:

1005030Cue 1

60100Cue 2

50Cue 3

40Cue 4
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Younow insertaCue2.5with Fixture1at100%.Becausecues3and4donotchangetheintensity
of Fixture1, it will remainat100%for therestof thecuelist:

321Fixture:

1005030Cue 1

60100Cue 2

100Cue 2.5

50Cue 3

40Cue 4

Youmaywantto recordthenew cuesothatparametervaluesin thenew cuereturnto their ori-
ginal valuein thenext cue(sothattheinsertedcuedoesnot changetheoriginal looksdueto
tracking):

321Fixture:

1005030Cue 1

60100Cue 2

100Cue 2.5

5030Cue 3

40Cue 4

Hog4OSallowsyou to recordacuebetweenothercueswithoutdestroying existing tracking
values.To dothis,recordtheinsertedcuewithouttrackingforwardsby deselectingtheForward
buttonontheRecord Options Toolbar thatappearsafterpressingtheRecord key. For example:

1. PresstheRecord key.

2. DeselectForward on theRecord Options Toolbar.

3. Cue 2.5 Enter : insertCue2.5into thecuelistonthecurrentlychosenmaster.

This is sometimesreferedto asrecording‘cueonly’ asthechangesonly affect therecordedcue
anddonot trackinto subsequentcues.Notethatyoucanonly turn trackingforwardsoff when
you insertanew cueinto acuelistor whenyoumergevaluesinto acue,notwhenaddingnew
cuesto theendof acuelist.

» Important

When recording or merging as ‘cue only’ any parameter values that did
not previously exist in a cuelist, an ‘Off’ indication will be placed into the
subsequent cue for these parameters. This Off indication will release the
parameter value back to its previous state (as if it were not programmed
in the list).

11.7.3 Deleting without Tracking Forward

Whenyoudeleteacue,thiscanhaveunexpectedconsequenceson latercuesin thecuelistif the
deletedcuecontainedparametervaluesthattrackedthroughto contributeto thestateof thelater
cues.For example,youhave thefollowing cues:
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321Fixture:

1005030Cue 1

6080100Cue 2

50Cue 3

40Cue 4

If younow deleteCue2, Fixture1 will trackfrom Cue1 throughCues3 and4 at30%,rather
thangoingto theexpected100%in Cues3 and4:

321Fixture:

1005030Cue 1

50Cue 3

40Cue 4

Youcanpreventthishappeningby deletingthecue‘cueonly’ whichaddsany valuesthatprevi-
ouslytrackedthroughfrom thedeletedcueinto thenext cue:

321Fixture:

1005030Cue 1

5080100Cue 3

40Cue 4

To deleteacuewithout trackingthechangesforwards:

1. List 1 Cue 3 : selectthecueto bedeleted.

2. Pressandhold theDelete key. TheRecordOptionsToolbarwill appear.

3. DeselectForward from theRecordOptionsToolbar.

4. ReleasetheDelete key.

11.7.4 Blocking Cues

Blockingcuespreventchangesmadeearlierin thecuelistfrom trackingthroughto subsequent
cuesin thecuelist.

Using State

YoucancreateblockingcuesusingtheState buttonon theRecord Options Toolbar. For ex-
ample,supposethatyouhave thefollowing cues:

321Fixture:

1005030Cue 1

60100Cue 2

50Cue 3

40Cue 4
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to turnCue4 into ablockingcue,youcopy it to itself ‘with state’:

1. Cue 4 Copy State Cue 4 Enter : theStatebuttonis on theRecordOptions
ToolbarthatappearswhenyoupressCopy.

2. SelectReplace.

Thevaluesarenow:

321Fixture:

1005030Cue 1

60100Cue 2

50Cue 3

504030Cue 4

Becauseof tracking,whenyoucopy acueto anotherlocationyouonly copy thehard values,
soyoudonot createanew cuethatactuallyrepresentstheon-stagelook thatyouwouldgetby
runningtheoriginal cue.

To copy bothhardandtrackedvalues,youcanuseCopy andState:

• List 1 Cue 5 Copy State List 2 Cue 1 Enter : createsanew cuein Cuelist
2 thatis thestateof Cue5 in Cuelist1.

11.7.5 Unblocking

Unblockingremovesredundanthardparametervalues.A parametervalueis redundantin acue
if it is thesameasthevaluefor thatparameterin thepreviouscuein thesamecuelist.Forexample:

4321Channel:

50500100Cue 1

10050Cue 2

5010010050Cue 3

In this cuelist,thevaluesfor channels1, 3 and4 areredundantin cue3. After unblocking,the
valuesin thecuelistwouldbe:

4321Channel:

50500100Cue 1

10050Cue 2

100Cue 3

To unblockcues,usetheUnblock buttonin theMain Toolbar:

• Cue3Unblock, Enter : unblockcue3 on thecurrentlychosenmaster.

• List1Cue3Unblock, Enter : unblockcue3 of cuelist1.
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• Cue 1 Thru 10 Colour Unblock, Enter : unblockonly colourparametersin
cues1 through10of thecueliston thecurrentlychosenmaster.

• List 1 Cue 3 Group 10 Colour Unblock, Enter : unblockonly thecolour
parametersof fixturesin Group3, in cue3 of cuelist1.

To unblockcompletecuelists:

• List 1 Unblock, Enter

Or onamaster:

• Unblock Choose

Tip

Unblocking obeys the linked parameter preferences assigned in Setup
→ Preferences → Programming. For example, if position parameters are
not separated and Pan is blocking but Tilt is not, Pan will not be unblocked.
For more on linked functions, see Separating Parameters (p.147)

» Important

Unblocking will remove parameter values from blocking cues, so any fu-
ture changes to subsequent cues will be tracked through the whole
cuelist.

11.8 Mark Cues (Move in Black)

A Mark cueis aspecialdesignatorfor acuethatlooksat thepreviouscueandany fixtureswith
anintensityof zeroaftercompletionof thecue.If afixturemeetstheserequirements,themark
cueallowsthefixture(s)to ‘preset’for thenext cueby executingthecrossfadefor all parameters
exceptintensity. Thisallows thefixture(s)to ‘move in black’ asthey changeto their new para-
metervalues.Whenthenext cueis laterexecuted,only theintensityparameterchangesasall
otherparameterswill alreadybeat theirnew valuesdueto themark.Thetiming usedto marka
cueis determinedby themarkmethodyouchoose.SeeFadeMark versesTimeMarks(p.189)
for detailson thedifferenttiming methodsyoucanusewhenmarkingcues.

11.8.1 How to Mark to a Cue

Thereareseveralmethodsto assignacueto mark:

• SelecttheMark cell of acue,pressSet, andthenEnter. If youwish to "time
mark" thecue,thenfirst inputa timeusingthekeypadandthenEnter. To re-
move themarkfrom acueselecttheMark cell of thecue,pressSet, hit
Backspace, andthenEnter.
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• EnabletheMark Fade New Cues or Mark Time New Cues optionin the
CuelistOptionswindow. All new cueswill becreatedwith themarktype.
NotethatwhenMark TimeNew Cuesis selectedall newly recordedcueswill
geta2smarktimeby default.

• ToggletheMark Fade or Mark Time buttonin aCueEditorwindow of the
cueyouwish to mark.

11.8.2 Fade Mark verses Time Marks

Cuescanbemarkedwith eitherafademarkoratimemark. While thebasicprinciplesof marking
arethestill thesame,thetiming in which themarkis executedvariesbetweenthetwo methods.

189High EndSystems

Section11: CuesandCuelists



A Fademarkusesthefadeanddelaytimesassignedin themarkedcueto markfixtures.Fade
markingoccursonafixtureby fixturebasis,soseveralfixturescouldbemarkingatdifferent
timesandratesdependingupontheir individual cuedatain themarkedcue.

In thefademarkexamplebelow, whencue2 completesits 2 secondfadeto 0%intensity, cue3
will automaticallyplayall of its dataexceptintensityin a5 secondfade.Thenwhencue3 is
playedonly theintensitywill crossfadeat5 seconds.Thefixtureswill havemovedfrom centre
to left andchangedfrom redto greenautomaticallywhile in ‘black’.

ColourPositionIntensityFadeMark

RedCentre100%2sCue 1

RedCentre0%2sCue 2

GreenLeft100%5sFadeCue 3

A Timemarkusesthetimeyouenterinto themarkcolumntomarkfixtures.Timemarkingoccurs
atasingleuniformratesoall fixtureparameterswill markat thesamerateregardlessof thedata
in thenext cue.

In thetimemarkexamplebelow, whencue2 completesits 2 secondfadeto 0%intensity, cue3
will automaticallyplayall of its dataexceptintensityin a0ssecondfade.Thenwhencue3 is
playedonly theintensitywill crossfadeat5 seconds.Thefixtureswill havemovedfrom centre
to left andchangedfrom redto greenautomaticallywhile in ‘black’.

ColourPositionIntensityFadeMark

RedCentre100%2sCue 1

RedCentre0%2sCue 2

GreenLeft100%5s0sCue 3

Tip

Marking occurs with the intensity parameter for standard fixtures as well
as I Red, I Green, and I Blue parameters for RGB fixtures such as LEDs.

11.8.3 Marking the First Cue in a Cue List

If thefirst cuein alist is assignedto mark,it will only markafterthelastcuein thelist is played.
By recordingablankcueprior to thefirst cuein thelist, youcancreateamarkcuefor thefirst
look of ashow. For example:

ColourPositionIntensityFadeMark

----Cue 0.5

BlueRight100%0,2sFadeCue 1

-Left50%2sCue 2

Whencue0.5playsit will markcue1 sothatcue1 will fadeup intensitiesonstageafterthe
fixturesarealreadyin positionandcolor. Furthermore,sincetheintensitytimeof cue1 isassigned
to 2 secondsandtheotherparametersareassignedto zero,themarkcuewill occurasquickly
aspossible.
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11.8.4 Cuelist Feedback for Mark Cues

Thefollowing figuresshow thedifferentstatesof amarkingcue.

Figure 11.2. Cue 3 with a Fade Mark

Figure 11.3. Cue 3 Actively Fading into its Mark

Figure 11.4. Cue 3 Fully Marked

11.9 Understanding Cuelists

Cuelistsarelistsof cues,usuallyusedto playbackthecuesin adefinedorder. A cuenumberis
specificto eachcuelist,not theentireconsole,sotherecanbeacue1 for cuelists1, 2 and3.
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Cuelistsareheldin theCuelist Directory (Figure11.5,“The CuelistDirectorywindow”), and
it is possibleto copy or movecuesbetweencuelists;seeCopyingandMovingCues(p.180).

To opentheCuelistDirectory:

• Open + List

Alternatively:

• List, List

Figure 11.5. The Cuelist Directory window

To openacuelist(Figure11.6,“The Cuelistwindow”):

• Open + [Cuelist1] : selectacuelistfrom theCuelistDirectory.

Or with thecommandline:

• List 1 Open

Or:

• Open + Choose : selectthemasterwith thecuelist.

Tip

Cuelist windows can be set to always show the same cuelist or to follow
the currently chosen master: see Cuelist Feedback (p.270).

11.10 Naming Cuelists

Youcannamecuelists:

1. Open + List : opentheCuelistDirectory.
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Figure 11.6. The Cuelist window

2. CheckthattheGuard buttonisselected,sothatyoudon'taccidentallyactivate
acuelistwhenpressingits buttonin thedirectory.

3. Selectthecuelist.

4. Set [name] Enter : typein thename.

Tip

You can rename a cuelist when it is attached to a master by pressing Set
+ Choose.

11.11 Deleting Cuelists

To deleteacuelist:

1. List 1 Delete : deletescuelist1.

2. Click OK to confirmthedelete.

Or from thecuelistdirectory:

1. Open + List : opencuelistdirectory.

2. CheckthattheGuard buttonisselected,sothatyoudon'taccidentallyactivate
acuelistwhenpressingits buttonin thedirectory.

3. Delete, [Cuelist 1] : deletethecuelist.Youwill beaskedtoconfirmtheaction.

Tip

If you prefer not to be asked to confirm the delete action, select Don't
Ask Me Again in the confirmation window. You can reenable the confirm-
ation by going to Setup → Preferences → Programming and selecting
Confirm before deleting directory items.
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Tip

To detach a cuelist from its master rather than deleting it completely
from the show file, hold Delete while pressing the master's Choose button.
This removes the cuelist from the master but not from the cuelist direct-
ory.

11.12 Copying and Moving Cuelists

Cuelistscanbecopiedandmovedwithin theCuelist Directory. To opentheCuelistDirectory:

• Open + List

11.12.1 Copying Cuelists

To makeacopy of acuelist:

• List 1 Copy List 2 Enter : copiesCuelist1 to Cuelist2.

If thedestinationcuelistalreadyexists,youwill beaskedto chooseanoption:Insert,Mergeand
Replace(p.194).

11.12.2 Moving Cuelists

To moveacuelistto anew locationwithin theCuelistDirectory:

• List 1 Move List 2 Enter : movesCuelist1 to Cuelist2.

If thedestinationcuelistalreadyexists,youwill beaskedto chooseanoption:Insert,Mergeand
Replace(p.194).

11.12.3 Insert, Merge and Replace

Whencopying or moving acuelist,if thedestinationlocationalreadyhasacuelistin it, youwill
bepromptedwith recordoptionsof Insert,Mergeor Replace:

• Insert: createsanew destinationcuelist.Thenew cuelistwill beassigneda
freelocationjustbeforetheonechosen,usingapointnumberif necessary.

• Merge: Incorporatesthesourceinformationinto thedestinationcuelist.If the
cuenumbersarein bothcuelists,thenew parametervaluesof thecueswill re-
placetheold.

• Replace:Overwritesthecuelistinformationin thatdestination.

If youarecopying acuelist,all threeoptionsareavailable.If youaremoving acuelist,only the
Insertoptionis available.
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Tip

If you know that you are about to copy or move a cuelist to an existing
destination, you can pre-select Insert, Merge or Replace from the Record
Options Toolbar. This appears after you press the Record, Copy or Move
keys.
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Section 12: Scenes

12.1 Recording Scenes

Youcanrecordsceneseitherdirectly to aphysicalmasterfor immediateplayback,or to the
SceneDirectory.

12.1.1 Recording to the Scene Directory

To recordascene:

1. Createthelook for thescenein theProgrammeror editor.

2. Record, Scene : theScene Directory window opens.

3. Selectthedestinationlocationin theScene Directory window.

4. Alternatively, enteranumberon thekeypadandpressEnter.

12.1.2 Recording to a Physical Master

Youcanrecordascenedirectly to aphysicalmaster. Hog4OSwill automaticallyput it in the
next availablelocationin theSceneDirectory:

1. Createthelook for thescenein theProgrammeror editor.

2. Record, Scene

3. PresstheChoose key above thedesiredphysicalmaster.

12.1.3 Naming a Scene

Youcangiveasceneanamethatwill bedisplayedin theScene Directory window:

1. Open + Scene : opentheScene Directory.

2. CheckthattheGuard buttonisselected,sothatyoudon'taccidentallyactivate
ascenewhenpressingits buttonin thedirectory.

3. Selectthescene.

4. Set [name] Enter : typein thename.

Tip

To name a scene immediately after recording it, pressing the Set key will
open a Quickname window. Enter the scene name and select OK.
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12.2 Deleting Scenes

To deleteascene:

1. Scene 1 Delete

2. Click OK to confirmthedelete.

Tip

If you prefer not to be asked to confirm the delete action, select Don't
Ask Me Again in the confirmation window. You can reenable the confirm-
ation by going to Setup → Preferences → Programming and selecting
Confirm before deleting directory items.

Youcandeletea rangeof scenes:

1. Scene 1 Thru 4 Delete : deletesscenes1 to 4.

2. Click OK to confirmthedelete.

Tip

To detach a scene from its master rather than deleting it completely,
hold Delete while pressing the master's Choose button. This removes the
scene from the master but not from the scene directory.

12.3 Copying and Moving Scenes

To makeacopy of ascene:

• Scene 1 Copy Scene 2 Enter : copiesthecontentsof Scene1 to Scene2.

Similarly, to moveasceneto anew location:

• Scene 1 Move Scene 2 Enter : movesScene1 toScene2,effectivelydeleting
1.

If thedestinationscenealreadyexists,youwill beaskedto chooseanoption:Insert,Mergeand
Replace(p.199).
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12.4 Editing Scene Contents

Youcanedit thecontentsof ascenein aneditorwindow. For example,to openScene1 for
editing:

1. Open + Scene : openstheSceneDirectory.

2. Open + [Scene 1] : opensthesceneeditorfor Scene1.

3. Alternatively usingthecommandline : Scene 1 Open

4. PresstheEdit buttonin theeditorwindow to selectthisasyourcurrenteditor.

Within theeditor, youcanassignfixtureparametersandtiming in thesamewayasin thePro-
grammer;seeSelectingFixturesandModifyingParameters (p.125). For generalinformationon
workingwith editors,seeEditors (p.45).

12.5 Scene Timing

Scenetiming controlsthefade-inanddelayof ascenewhenit is runonamaster.

Youassignandeditscenetimingsin thesamewayasfor cues;seeFade, Delay, andPath(p.202).
Youcanassignscenetiming in theProgrammerbeforerecordingthescene,or laterin thescene
editor. Youcanalsoassignthefadetimeof ascenefrom thecommandline. For example,to
giveScene1 a fadetimeof 6 seconds:

• Scene 1 Time 6 Enter

Youcanalsorecordfadetimeswith amask.For example:

• Scene 1 Fixture 1 + 2 Colour Time 4 Enter : setsthefadetime for the
colourparametervaluesof fixtures1 and2 in Scene1.

12.6 Insert, Merge and Replace

Whenrecording,copying or moving ascene,if thedestinationlocationalreadyhasascenere-
cordedin it, youwill bepromptedwith recordoptionsof Insert,Mergeor Replace:

• Insert: createsanew destinationscene.Thenew scenewill beassigneda free
locationjustbeforetheonechosen,usingapointnumberif necessary.

• Merge:Incorporatesthenew informationinto thedestinationscene.If thesame
fixtureparametersarein bothscenes,thenew valueswill replacetheold.

• Replace:Overwritesthesceneinformationin thatdestination.
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If youarecopying ascene,all threeoptionsareavailable.If youaremoving ascene,only the
Insertoptionis available.

Tip

If you know that you are about to record, copy or move a scene to an
existing destination, you can pre-select Insert, Merge or Replace from
the Record Options Toolbar. This appears after you press the Record,
Copy or Move keys.
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Section 13: Timing

13.1 Timing Basics

With Hog4OSyoucanassignindividual crossfadetimingsfor eachparameterof eachfixture,
giving youcompletecontrolof how eachparameterchangesduringacue.Becauseof this,there
arenocuepartsasfoundonsomeotherconsoles.Hog4OSgivesyoueasywaystoassigntimings
for thewholecue,for individualfixturesandby parametertype(intensity, position,colour, beam,
andsoon)aswell asfor eachparameter.

Youcancontrolthreeaspectsof timing in theHog4OS:

• Thespeedandmannerin which thetransitionof parametervalueshappens
whenacue/sceneis playedback.SeeFade, Delay, andPath (p.202).

• Thetimeacue/scenewaitsbeforeit is triggered.SeeCueWait Timing(p.212).

• Theorderin whichcuesin acuelistareplayedback.SeeLoopsandLinks
(p.217).

Thedifferenttypesof timing valuesare:

• Fadetime: Thetimethatit takesfixtureparametersto changefrom their initial
valueto theirvaluein thecuethatis beingplayedback.Youcanassignasingle
fadetime for thecue,or haveseparatefade-inandfade-outtimes.Thefade-in
time is thefadetimefor parametersbelongingto fixturesthatareincreasingin
intensity, while thefade-outtime is thefadetime for parametersbelongingto
fixturesthataredecreasingin intensity.

• Delay time: Thetimebetweenthecuebeingtriggeredandparametervalues
startingto change.As with fadetimes,youcanassignasingledelaytime,or
haveseparatein delayandoutdelaytimes.Thein delaytime is thedelay
betweenthecuebeingtriggeredandparametersbelongingto fixturesthatare
increasingin intensitystartingto change,while theoutdelaytime is thedelay
betweenthecuebeingtriggeredandparametersbelongingto fixturesthatare
decreasingin intensitystartingto change.

• Path: How parametervalueschangeduringthefade.Thesimplestpathis a
straightline, sothatparametervalueschangesmoothlyandevenly throughout
thefade,but youcanusepathsthatmakeall of thechangehappenat thestart
of thefade,for example.

Thedifferenttypesof triggervaluesare:

• Wait time: Thetime from thepreviouscuebeingtriggeredto thecurrentcue
beingtriggered.

• Follow-on time: Thetime from theendof thepreviouscueto thecurrentcue
beingtriggered.
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• Timecode:A specifictimecodevaluewhenacueis triggered;seeTriggering
CuesfromMIDI Timecode(p.313).

• Clock: A real-world timeanddatevaluewhenacueis triggered;seeClock
Triggers (p.214).

Figure13.1,“Cue timings” showshow themainkindsof timing andtriggeringvaluescontrol
theplaybackof cues.

Figure 13.1. Cue timings

Hog4OSallowsyoutoassigntimingstoeachparameterof eachfixturein acue,sceneorpalette.
Often,youwill wantto assignthesamevalueto everyfixtureparameter;this is describedin
Fade, Delay, andPath(p.202). Assigningtimingsfor individualparametersis describedin Indi-
vidualParameterTimings(p.206).

13.2 Fade, Delay, and Path

Youcanassignfade timeanddelay times,aswell aspaths, to cuesandscenes.Cuesrecorded
withoutassigningany time informationwill begiventhedefault time; this canbeadjustedin
theDefault Timing paneof theUser Preferences window.

13.2.1 Fade Time

To recordacuewith a fadetimeotherthanthedefault:

1. Createthedesiredlook for thecuein theProgrammer.

2. Fixture Enter : selectall thefixturescurrentlyin theProgrammer.

3. Time 7 Enter : assigna fadetimeof 7 seconds.

4. Record Cue 1 Enter : recordthecueon thecurrentlychosenmaster.

To assigntimesgreaterthan1 minute,enterthenumberof minutesfollowedby thenumberof
seconds:
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• Time 140 Enter : selecta fadetimeof 1 minute40seconds.

To changethetimeof analreadyrecordedcue:

1. Cuelist 1 : selectthecuelistunlessthedesiredcuelistor masteris alreadythe
chosenmaster.

2. Cue 2 Time 7 Enter : assignsa fadetimeof 7 seconds.

Different Fade-in and Fade-out Times

Youcanassigndifferentfade-inandfade-outtimes(known asa‘split time’) usingthe/ key. For
example:

1. Createthedesiredlook for thecuein theProgrammer.

2. Fixture Enter : selectall thefixturescurrentlyin theProgrammer.

3. Time 7 / 10 Enter : selecta fade-intimeof 7 seconds,anda fade-outtime
of 10seconds.

4. Record : recordthecueon thecurrentlyselectedmaster.

» Important

Hog 4OS's definition of fade-in and fade-out times is different to that used
by some other consoles. Some consoles use fade-in and fade-out times
for intensity parameters only and have a separate time for all other
parameters; Hog 4OS has fade-in and fade-out times for each individual
parameter. Also, with some consoles the fade-out time applies when the
cue goes out, so that cue 2's fade-out time takes effect during the change
from cue 2 to cue 3 rather than (as with Hog 4OS) cue 1 to cue 2.

Fade Time with Masks

Youcanrecordfadetimeswith amask.For example:

• Cue 1 Fixture 1 + 2 Colour Time 4 Enter : setsthefadetimefor thecolour
parametervaluesof Fixtures1 and2 in Cue1.

Tip

If you want to assign individual times for several fixtures or fixture para-
meters, you can edit them in the Cue Editor window by clicking on its
Fade button; see Individual Parameter Timings (p.206).

13.2.2 Delay Time

Youcancreateadelaybetweenthecuebeingtriggeredandthefadetimesbeginningto execute
by assigningtheDelaytime:

1. List 1 Open : openthecuelist.
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2. Selectthecue'sDelay cell andpressSet.

3. 5, Enter : enterthedelaytime.As with fadetimesyoucanassignseparate
delaytimesfor theincomingandoutgoingpartsof thecue,for example3/5 .

Alternatively, youcanusethecommandline, pressingtheTime key twice to assignthedelay
time:

• Cue 2 Time Time 5 Enter

Tip

Note that the Delay time should not be confused with the Wait time; see
Cue Wait Timing (p.212).

13.2.3 Paths

Pathsdeterminethewayparametervalueschangeduringacue.For example,with thesimplest
(linear)path,anintensityparametertravelsfrom its startvalueto its endvalueatasteadyrate
for thedurationof thecue.Thepathsavailableareshown in Figure13.2,“PathTypes”.

To selectapathfor acue:

1. List 1 Open : opentheCuelistwindow.

2. Selectthecue'sPath cell andpressSet. TheCrossfade Paths window will
open.

3. Selectthepathtyperequiredfor theincomingandoutgoingpartsof thecue.

4. PressOK

Tip

The shape of the paths described above applies when the cue is asserted.
When it is released, the path is effectively reversed. For example, attrib-
utes with a ‘Start’ path will snap on the Go of a cue, but will snap at the
very end of that cue being released (behaving like an ‘End’ path).

13.2.4 Assigning Cue Timings in the Cuelist Window

Youcanedit fadeor delaytimesin theCuelistwindow. Assigningfadeor delaytimesherewill
assignthenew valueto all theparametersof all thefixturesin thecue.

1. Open + Choose : openthecuelistof thedesiredmaster.

2. Click in thecell for thefadeor delaytimeof thedesiredcue,andpressSet.

3. Typein a timevalue,andpressEnter.

Whenenteringa timevalue,it shouldbein theform:

[hours] h [minutes] m [seconds] s / [hours] h [minutes] m
[seconds] s
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DescriptionPath

Uses the default path from the fixture's library definition. This
is generally Linear for continuous parameters and Start for
slotted parameters.

Default

Fades at a steady rate for the duration of the cue.Linear

Snap change at the beginning of the cue.Start

Snap change at the end of the cue.End

The parameters overshoot their destination and then return
to it.

Over

The parameters move first in the opposite direction before
going to their destination.

Under

The parameters change more slowly at the start and end of
the cue than in the middle.

Damped

The parameters change more slowly at the end of the cue.Brake

The parameters change more slowly at the start of the cue.Speed Up

The parameters follow a chaotic, sawtooth fade over the course
of the cue.

Shake

Figure 13.2. Path Types

For example:

• 2s : 2 secondsin andout times.

• 2s/5s : 2 secondsin, 5 secondsout.

• 1m: 1 minutein andout times.

• 1m10s : 1 minuteand10secondsin andout times.

• 1h10m30s/1h : 1 hour, 10minutesand30secondsin time,and1 hourout
time.
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UsetheH, M andS buttonsthatappearwheneditinga fadeor delaytimecell to entertheH, M
andS text into thecell. Alternatively, youcanuseanexternalkeyboard.

Notethatif youenter140 thetimewill be1 minute40seconds,not140seconds(2 minutes20
seconds).

To assignpathsdirectly in theCuelistwindow:

1. Click in thePath cell for thedesiredcue,andpressSet.

2. Chooseapathfrom thedisplayedlist; seeFigure13.3,“Selectinga Path in
a CuelistWindow”.

The In pathis appliedwhenafixture is increasingin intensityduringthe
crossfade,andtheOut pathwhenafixture is decreasingin intensity.

3. PressOK.

Figure 13.3. Selecting a Path in a Cuelist Window

Thedifferenttypesof pathareexplainedin Paths(p.204).

13.3 Individual Parameter Timings

Whenyou recordacue,all of thefixtureparametersin thecueareassignedthedefault fade,
delayandpathvalues.Similarly, whenyouassigntimingsto acueafterrecording,thetiming
valueis appliedto all fixtureparametersin thecue.However, youcanassignfade,delayor path
valuesto individualparametersin theProgrammer, andthesesettingsarethenincludedwhen
yourecordcuesandscenes,and(optionally)palettes.Youcanalsoassigntimingsto parameters
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in thecue,sceneandpaletteeditors.Notethatyoucanonly assigntimingsfor aparameterthat
hasavaluein theeditor.

To displayparameterfadetimes,delaytimesor pathsin aneditor, selecttheFade, Delay or
Path buttonsfrom thetop left of theeditorwindow.

Youcanassigntheindividual timingsof parametersusingtheparameterwheels,thecommand
lineordirectlyin editorwindows.Youcanalsoassigntimingstoall parametersof afixtureusing
theparameterwheelsor thecommandline.

» Important

If you assign individual timings for parameters and subsequently assign
an overall cue time, then the individual parameter timings will be replaced
by the overall cue time.

13.3.1 Assign Parameter Timings using Wheels

To assignfadeanddelaytimingsto all theparametersof afixture:

1. Selectthefixturesthatyouwantto assigntimingsto, makingsurethatthey
havebeengivenparametervalues.

2. PresstheTime key.

3. TheWheelsToolbarwill show theavailabletiming types(FadeIn, FadeOut,
DelayIn andDelayOut) togetherwith theircurrentsettings;seeFigure13.4,
“The WheelsToolbarshowingTiming” .

4. Usetheparameterwheelsto assignthedesiredFadeIn, FadeOut,DelayIn
andDelayOut.

Notethatif youwantto seethetimingsthatyouhaveassignedin theeditor, youcanselectthe
Fadeor Delayviewsusingthebuttonsin thetop left of theeditorwindow. Youdon'thave to be
in theseviews to assigntimings,however.

Figure 13.4. The Wheels Toolbar showing Timing

To assignfadeanddelaytimingsto specificparametertypes:

1. Selectthefixturesthatyouwantto assigntimingsto, makingsurethatthey
havebeengivenparametervalues.

2. PresstheTime key.

3. TheWheelsToolbarwill show theavailabletiming types.

4. Click onFade In, Fade Out, Delay In or Delay Out andselectaparameter
type;seeFigure13.5,“SelectingParameterTypesfromtheWheelsToolbar” .

5. Usetheparameterwheelsto assignthedesiredtiming.
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Figure 13.5. Selecting Parameter Types from the Wheels Toolbar

To assignapathto all theparametersof afixture:

1. Selectthefixturesthatyouwantto assignapathto, makingsurethatthey
havebeengivenparametervalues.

2. PresstheTime key.

3. TheSlotToolbarwill show buttonsfor All, In andOut; seeFigure13.6,“The
SlotToolbarshowingPaths”.

4. ChooseIn to assignapathto beappliedto theparameterswhenthefixture
they belongto is increasingin intensityduringthecrossfade.ChooseOut to
assignapathto beappliedto parameterswhenthefixture they belongto is
decreasingin intensityduringthecrossfade.ChooseAll to assignapathto be
appliedto parametersof fixturesirrespectiveof whethertheir intensityis in-
creasingor decreasing.

ThePathsToolbarwill open;seeFigure13.7,“The PathsToolbar” .

5. Selectthedesiredpathfrom thePathsToolbar. Thedifferenttypesof pathare
explainedin Paths(p.204).

Figure 13.6. The Slot Toolbar showing Paths

Figure 13.7. The Paths Toolbar

13.3.2 Assign Parameter Timings with the Command Line

To assignthefadetime for all parametersof afixture:
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1. Fixture 1 : selectthefixturesyouwantto assigna time to, makingsurethat
they havebeengivenparametervalues.

2. Time 4, Enter : assignsthefade time to 4 seconds.

To assignseparatefadein andfadeout times:

1. Fixture 1 : selectthefixturesyouwantto assigna time to, makingsurethat
they havebeengivenparametervalues.

2. Time 4 / 7, Enter : assignstheFadeIn time to 4 secondsandtheFadeOut
time to 7 seconds.

To assigna fadetime for aparticularparametertype:

1. Fixture 1 : selectthedesiredfixtures.

2. Colour Time 4, Enter : assignsthefadetimeof thecolourparametersto 4
seconds.

To assignadelaytime,presstheTime key twice:

1. Fixture 1 : selectthedesiredfixtures.

2. Time Time 2, Enter : pressingTime twiceassignsthedelay time.

To assignapath,presstheTime key threetimes:

1. Fixture 1 : selectthedesiredfixtures.

2. Time Time Time 2, Enter : enteranumberto representthepath.

Selectthepathby enteringanumber;themappingis thesameastheorderthey appearon the
pathtoolbar, startingat zerofor thedefault path.

13.3.3 Assign Parameter Timings in an Editor

To assignfadeor delaytimesdirectly in thespreadsheetof aneditor:

1. View therequiredtiming typeby pressingeithertheFade or Delay buttonin
thetop left of theeditorwindow.

2. Click in thecell for thedesiredparameter, or click anddragto selecta range
of cells.

3. PressSet.

4. Typein a timevalue,andpressEnter.

Whenenteringa timevalue,it shouldbein theform:

• [hours] h [minutes] m [seconds] s / [hours] h
[minutes] m [seconds] s

For example:
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Figure 13.8. The Cue Editor window with Fade selected

• 2s : 2 secondsin andout times.

• 2s/5s : 2 secondsin, 5 secondsout.

• 1m: 1 minutein andout times.

• 1m10s : 1 minuteand10secondsin andout times.

• 1h10m30s/1h : 1 hour, 10minutesand30secondsin time,and1 hourout
time.

UsetheH, M andS buttonsthatappearwheneditinga fadeor delaytimecell to entertheH, M
andS text into thecell. Alternatively, youcanuseanexternalkeyboard.

Tip

If you enter 120 , this will be interpreted as 1 minute 20 seconds. To have
the console interpret it as 120 seconds (i.e. 2 minutes), enter 120s .

To assignpathsdirectly in thespreadsheetof aneditor:

1. PressthePath buttonin thetop left of theeditorwindow.

2. Click in thecell for thedesiredparameter, or click anddragto selecta range
of cells.

3. PressSet.

4. Chooseapathfrom thedisplayedlist; seeFigure13.9,“Selectinga Path in
anEditor” .

The In pathis appliedwhenthefixture is increasingin intensityduringthe
crossfade,andtheOut pathwhenthefixture is decreasingin intensity.

5. PressOK.
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Figure 13.9. Selecting a Path in an Editor

Thedifferenttypesof pathareexplainedin Paths(p.204).

13.3.4 Fanned Timings

Youcanfantimingsacrossmultiplefixtures,justasyoucanfancolouror position.For example,
to fantimesacross10fixtures:

• Fixture 1 Thru 10 Time 5 Thru 14 Enter : fansthefadetimesof Fixtures
1 through10between5 and14seconds:

Similarly, youcanfandelaytimes:

• Fixture 1 Thru 5 Time Time 5 Thru 10 Enter : fansthedelaytimesof Fix-
tures1 through5 between5 and10seconds.

For moreon fanning,includingfanningusingtheparameterwheelsandin spreadsheetviews,
seeFanning(p.142).
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13.4 Cue Wait Timing

In additionto manuallypressingGo to executeyoucanalsoautomatethetriggeringof acueby
assigningawati valuefor thecue.Thewait valuefor acueis assignedin thewait columnof the
cuelistwindow. To assignhow longacuetiming:

1. List 1 Open : openthecuelist.

2. SelecttheWait cell for thedesiredcue,andpressSet.

3. TheTrigger Toolbar will appearbelow theWait cell; seeFigure13.10,“The
Trigger Toolbar” . Selectanoptionfrom this.

Figure 13.10. The Trigger Toolbar

A cue'swait columnoptionsare:

• Halt: Doesnotallow thecueto betriggeredautomaticallyunlessa timecode
valuelaterin thelist causesthecueto bejumped.In all othercasestheGo key
mustbemanuallypressedto executethiscue.Halt is shown by anemptyWait
cell andit is thedefaultwait columnvaluefor newly createdcues.

• Wait: Triggersthecueafterthespecifiedtimehaspassedfrom thetriggering
of thepreviouscue(eitherautomaticallyor by pressingGo). It shouldnotbe
confusedwith theDelay, which is thetimebetweenthecuebeingtriggered
(afteraWait if thereis one)andthefadestarting.TheWait timeschedulescues
within thecuelist,whereastheDelaytimeschedulesthefadesof eachparameter
within thecue.A cuecancontainmultipleDelaytimes,but it canonly have
oneWait time.SeeFigure13.1,“Cue timings”.

A wait is displayedasthetimevaluein theWait cell.

• Follow: Triggersthecueoncethepreviouscuehascompletedall its fadeand
delaytimes.Youcanentera timeafterpressingtheFollow button,whichde-
terminesthetimebetweenthepreviouscuecompletingandthefollow cuebeing
triggered.SeeFigure13.1,“Cue timings”.

Thefollow is displayedin theCuelistwindow as‘Follow + [time]’.

Thefollow timeshouldnotbeconfusedwith thewait time.Thefollow time
controlsthetimebetweentheendof onecueandthetriggeringof thenext,
while thewait timecontrolsthetimebetweenthetriggeringof onecueandthe
triggeringof thenext.

• Timecode:Triggersthecuewhenthespecifiedtimecodevalueis received.See
MIDI timecode(p.312). Thetimecodevaluewill bedisplayedin thewait cell.
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• Manual: A manualcuecanonly betriggeredby pressingtheGo key. This
meansthecuelistwill stopuntil theGo key is pressed,irrespectiveof any wait,
follow or timecodetriggersthatlatercuesin thelist mayhave.

Manualcuesareusefulbecausetheword ‘Manual’ appearsin theCuelistwin-
dow to remindtheoperatorthatthey needto presstheGokey. They arealso
usefulto preventtimesbeingrecordedinto theWait columnwhenusingLearn
Timing (p.213).

• Clock: Triggersthecuewhenthespecifiedreal-world timeanddateis reached
on theHog4OSbuilt in clock; seeClock Triggers (p.214).

13.4.1 Learn Timing

LearnTiming allowsyou to assignacue'swait timevalueby manualexecutingthecueswith
theGokey whenthelearntiming optionis selectedfor thecuelist.If a timecodeclockassigned
to thatlist is runningwhenlearntiming is enabledthenthewait valuerecordedinto thewait cell
will bea timecodevalue.

To useLearnTiming with timecode:

1. Open, Choose : opentheCuelistwindow of therequiredcuelist.

2. Options → Cuelist Options : opentheCuelistpaneof thecuelist'sOptions
window.

3. SelectEnable Timecode, andchoosea timecodesource.ClosetheOptions
window.

4. In theCuelistwindow, click View Timecode. TheTimecodeToolbarwill
open.

5. If your timecodesourceis not currentlyrunning,click Simulate on the
TimecodeToolbarto have theconsolecreatea timecodesource.Controlsfor
thetimecodewill appear.

6. In theCuelistwindow, selectLearn Timing.

7. Startthetimecode,andpresstheGo key whenthetimecodereachesthetime
thatyouwanteachcueto go.A timecodeframevaluewill appearin theWait
cell for eachcue.

8. Whenyouhavefinished,deselectLearn Timing.

Now whenyou run thetimecode,thecueswill betriggeredwhenthetimecodereacheseach
cue'sassignedframe.For moreinformationon timecode,seeMIDI timecode(p.312).

To useLearnTiming without timecode:

1. Open, Choose : opentheCuelistwindow of therequiredcuelist.

2. EnsurethatEnable Timecode is not selected.

3. SelectLearn Timing.
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4. PresstheGo key to run thefirst cue,andagain to runsubsequentcuesafter
therequiredtime interval. A timevalueequivalentto thedurationbetween
Gopresseswill appearin theWait cell for eachcue.

5. Whenyouhavefinished,deselectLearn Timing.

Now whenyou run thefirst cue,thesubsequentcueswill betriggeredat thesameintervalsas
whenyou ranthemmanually.

Tip

Learn Timing will only set a trigger on a cue that is currently set to Halt
- that is, it has an empty Wait cell. To remove existing wait times from
cues, select the wait cell(s) and press Set. Select Halt from the toolbar.

13.4.2 Clock Triggers

To assignacueto betriggeredataparticulartimeanddateusingHog4OS'sinternalclock:

1. List 1 Open : openthecuelist.

2. SelecttheWait cell for thedesiredcue,andpressSet.

3. TheTrigger Toolbar will appearbelow theWait cell; seeFigure13.10,“The
Trigger Toolbar” .

4. SelectClock; theClock Trigger window will open:
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5. Adjust theStart Time andStart Date to assignasingleshottrigger.

6. If youwantthetriggerto recurat regularintervals,checktheRecurrence
Pattern checkbox.Thenclick thefrequency (Time,Daily, Weekly, Monthly,
Yearly)with whichyouwantthetriggerto recur, andselectoptionsfor the
specifiedfrequency.

Tip

The next valid trigger date and time is shown at the
bottom of the Clock Trigger window.

7. Click OK.

Onceyouhavesetaclocktrigger, thecuelistwindow will now indicatethetriggertimeandtype
in thecue’s Wait column:
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To enableor disabletheclock functionsonacuelist,toggletheEnable Clock buttonin the
cuelistwindow:

Tip

You can also enable or disable the clock functions for a cuelist in the
cuelist's Cuelist Options window, or using macros; see Macros (p.329).

The Clock Toolbar

TheClockToolbarshows thetimeanddateaccordingto theHog4OSclock,andinformation
aboutthenext cuedueto betriggered.To opentheClockToolbar:

• Open + Clock : theClockToolbarwill openon theleft touchscreen:

TheClockToolbarwill automaticallyupdateits fieldsaccordingto thenext valid trigger.

Tip

You can assign the format of the date and time in the Appearance pane
of the Preferences window. The Clock Toolbar, Cuelist triggers and the
Command Line Toolbar clock will display in the selected format.
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13.5 Loops and Links

Normally cuesin acuelistwill bereplayedin numericalorder, but youcanuselinks to change
this.Links canbeusedto jump to otherpointsin thecuelist,or to createloops.

Unlikesomeconsoles,Hog4OScreatesa link asaspecialtypeof cue,ratherthananattribute
of anordinarycue.Becauseit is aseparateitemin thecuelist,youcanmovecueswithin thelist
withoutdisturbingthelink.

Tip

When a cuelist gets to the end, it will link back to the first cue by default,
so there is no need to put a link in.

13.5.1 Creating a Link

To createa link:

1. Open + [Cuelist 1] : openthecuelistwindow.

2. Playthecuesin thelist until thecurrentcue(shown by -> in thewait column)
is thecuebeforewhereyouwantthelink.

3. Click on the Insert Link buttonin thewindow. Thelink cuewill beinserted
afterthecurrentcue.

4. SelecttheFade cell of thelink.

5. Set [cue number] Enter : assignthecuenumberto belinkedto.

Youcandeletelink cuesin thesamewayasany othertypeof cue.For example:

• Cue 3.5 Delete

13.5.2 Creating a Loop

To createa loop,youneedto have two things:

• A link thatpointsto acueearlierin thecuelist.

• All thecuesin theloop (betweenthelinked-tocueandthelink cue)mustbe
assignedwith wait or follow triggers;seeCueWait Timing (p.212).

Hog4OSwill recognisethisasa loop; seeFigure13.11,“A Cuelistwith a Loop”.
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Figure 13.11. A Cuelist with a Loop

Exiting Loops

Youcandeterminewhenthecueliststopsloopingandcontinueswith cuesaftertheloop.The
optionsare:

• Forever: theloopwill run indefinitelyuntil youpresstheGo key.

• Count: thecuelistwill loop theassignednumberof times.Assigningacount
of zerowill make thecuelistignorethelink.

• Timed: thecuelistwill loopuntil theassignedtimeperiodhaselapsed.

To assigntheloopingbehaviour:

1. Open + [Cuelist 1] : openthecuelistwindow.

2. Selectthelink cue'sDelay cell, andpressSet.

3. Selectanoptionfrom theLoopsToolbar:

4. If youhaveselectedCountor Timed,enteracountor timedvalue.

YoucanalsoconfigurewhathappenswhenyoupresstheGokey duringa loop; seeActionof
gowhenLooping(p.261).
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13.5.3 Tracking Through Loops

By default,Hog4OS'sfeatureensuresthat,whenyouuselinks to changetheorderof cueplay-
back,thecuesappearonstageasif they hadbeenplayedbackin theorderthey appearin the
cuelist.

Sometimes,however, youmightwantto trackthroughlinks ratherthanmaintainstate.For ex-
ample,youarecreatinga loopwherethefirst time throughyouwantthefour fixturesto come
ononeata time,andthroughouttheloopyouwantthemto alternatecolourbetweenredand
blue.To do this,youmightplot:

Fixture 4Fixture 3Fixture 2Fixture 1Cue

ColourInt.ColourInt.ColourInt.ColourInt.

BlueRedBlueRed50%1

RedBlueRed50%Blue↓2

BlueRed50%Blue↓Red↓3

Red50%Blue↓Red↓Blue↓4

Link to Cue 15

Theideais thattheintensityof thenext fixture is broughtto 50%in eachcue,andthatthese
valuesthentrackthroughfor thedurationof theloop (shown by thearrows).However, because
of theMaintainStatefunction,whenthecuelistloopsbackto cue1 Hog4OSwill makecue1
look asit wouldhave if youhadrun thecuelistin order. Theresultis thatfixtures2 to 4 will go
out, just asthey werethefirst time roundtheloop.

To stopthishappening,youneedto enableTrack Through Loops, in theCuelist Options
window:

1. Open List 1 : openthecuelistwindow.

2. PressOptions andselecttheTrack Through Loops tickbox.

NotethatTrackThroughLoopsalsoapplieswhenthecuelistautomaticallyloopsbackto the
startof thelist afteryouplaybackthelastcuein thelist.

» Important

The Track Through Loops option applies to the whole cuelist. Using it may
have unintended consequences when playing back other cues in the
cuelist out of sequence.
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Section 14: Effects

Effectscanbeusedtocreatearepeatingchangeor ‘movement’in thevalueof fixtureparameters.
Effectsarerecordedaspartof cues,scenesandpalettes.

14.1 Table Effects

Tableeffectsareeffectsappliedto fixture functionsusingwave tablesthatapplymathematical
functions(suchassineor tangent)tovaluesagainsttime.Tableeffectshavesevenmainattributes:
table,size,rate,offset,andlength,bounce,anddirection.Eacheffect tablealsohasits own
timing parametersfor fade,delay, andpath.

Therearethreewaysto applytableeffectsto afixtureselection:

PredefinedEffect Palettes:A rangeof pre-programmedeffectscanbefoundin theeffectsdir-
ectorywindow thatcanbequickly appliedandthentweakedif desired

The EffectsEngine: A specialeditorwindow whereuserscanassignandedit theeffectsvalues
for thecurrentfixtureselection.

UsingtheProgrammer / CueEditors: Youcanassignandediteffectsvaluesfor specificfixture
in editorssuchastheprogrammerjustasyoudowith othervalues.

14.1.1 Effect Tables

Oneof themaincomponentsof a tableeffect is theeffect tableiteself,whichappliesamathem-
aticalfunction(suchassineor tangent)to theparametervalues.Theavailabletables,andhow
theparametervaluevariesover time,areshown in Figure14.1,“Ef fectTables”.

Notethattheeffectstablevariesthevalueof theparametereithersideof itsbaselevel, represented
by thedottedline in thediagrams.Thethreetypesof randomtableareweighteddifferently, bi-
asingtherandomparametervaluestowardsthelow, highor middlepartof thepossiblerange.

Using Effect Tables

Listedbelow areexamplesof combinationsof effectstablesin use:

• Cir cular Motion: A Sinetableis appliedto panandtilt, with tilt givenan
Offsetof 90degrees.

• SquareMotion: A Sawtoothtableis appliedto panandtilt, with tilt givenan
Offsetof 90degrees.

• Can-CanMotion: A Steptableis appliedto pan,aSinetableis appliedto tilt.

• Fly In Motion: A Steptableis appliedto pan,aRamptableis appliedto tilt.

• Blue StepColour Effect: A Mark On tableis appliedto cyanandmagenta.
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StepTangentSine

Inverse RampRampSawtooth

SpiralMark OffMark On

Random 3

Centre-weighted

Random 2

High-weighted

Random 1

Low-weighted

Figure 14.1. Effect Tables

• Iris Chase:A Sawtoothtableis appliedto theiris.

Tip

You can create many of these useful combinations of tables using the
predefined effects palettes; see Predefined Effect Palettes (p.229).

14.1.2 Table Effect Attributes

Theappearanceof theeffect tablethroughacombinationof adjustmentsto its attributes:rate,
size,offset,begin, end,start,length,direction,bounce,andN-shot.

Effect Rate

Theeffect ratecontrolsthespeedof theeffect in cyclesperminute.

Adjustinganeffect'srategloballywill increaseor decreasethenumberof cyclesit completes
perminute.Whencombiningeffects,youcanusetherateattributeto build aspecificlook. For
example,if youcreateaneffectwhereafixtureperformsacircularmotionfadingin on thefirst
circuit, outonthesecond,thentheeffectontheintensityparameterwouldneedto behalf of the
rateon thepositionparameters.

Thefollowingdiagramshowshow thevalueof aparameterassignedto thesawtoothtablechanges
over time,with differentratevalues:
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Effect Size

Therangeoverwhich theparametervaluevaries.This is describedin termsappropriatefor the
parameter, for exampledegreesfor positionparameters,or slotsfor slottedcolourparameters.

For example,applyingaSinewavewith thedefault sizeof 5Hz to abasevaluestroberateof
5Hzwill vary it from 0Hz throughto 10Hz.Youcandecreasethis rangeby adjustingthesize:
2Hzwill givea rangebetween3Hzand7Hz.

Whencombiningeffects,adjustingspecificparameters'effect sizeswill changethelook of the
effect.For example,acircleeffectcomprisingof asinetableonthepanandtilt canbemodified
to look likeanelipseby alteringthesizeof eitherpanor tilt.

Thefollowingdiagramshowshow thevalueof aparameterassignedto thesawtoothtablechanges
over time,with differentsizevalues:

Effect Offset

Theoffsetsetstheeffect startandfinishpoint for eacheffect,sothey canbestaggered.It is as-
signedin degrees.

For example,to createanintensityrippleacrossa rangeof fixtures,divide360degreesby the
numberof fixturesandoffseteachfixtureby multiplesof thisamount.For example,with six
fixturesoffsetat0, 60,120,180,240,300degrees.Theeasiestway to do this is to usefanning;
seeFanning(p.142).

Thefollowingdiagramshowshow thevalueof aparameterassignedto thesawtoothtablechanges
over time,with differentoffsetvalues:

Effect Begin , End, Start

Thebegin andendvaluesof aneffect representthelimits thatthefunctionvaluewill hit asit
passesthroughtheeffect table.Thebegin andendvaluescanbeediteddiretly in theeffectsed-
itor window or in theprogrammer/ cueeditor. Beawarethateditingthebegin andendvalues
aneffect resultin anadjustmentto thebasevaluefor thatfixture functionaswell.

Thestartvalueof aneffect is therealworld valueatwhich thefunctionwill starttheeffect.The
startvalueof aneffect is directly tied to theoffsetvalueof aneffect.

223High EndSystems

Section14: Effects



Thefollowing diagramshows thebegin, end,andstartpointsof asimpleefffect:

Effect Length

Thelengthis theproportionof theeffect'speriodthatit is activefor. It is assignedasapercentage.

Thefollowingdiagramshowshow thevalueof aparameterassignedto thesawtoothtablechanges
over time,with differentlengthvalues:

N Shot

This is thenumberof timesthattheeffect repeatsbeforefinishing.A dash(—) in theN Shot
cell denotesthattheeffectwill run indefinitely.

Bounce

Whenbounceis enabledfor aneffectthefixturefunctionwill runonedirectionthroughtheeffect
cycleandthenreversedirectionto run throughthecycle in theoppositiedirectionandwill con-
tinueto alternatethedirectionin which it runsthroughthecycle.

Direction

Thedirectionof aneffectdetermineswhethertheselectedwave tablewill beappliedto the
functionin a forwardor reversedirection.

14.1.3 Building Table Effects in the Effects Engine

To applyaneffect:

1. In theProgrammeror editor, selecttherequiredfixturesandassigntheirbase
parametervalues.Thesesettingswill bethe‘underlying’ statefor theeffect:
for example,thecenterpositionof afixturedoingacircularmovementeffect.
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Equally, anintensityripplebetween0-100%will needabasevalueof 50%
in orderto usethefull lengthof theeffect.

2. Open + Effect : theEffects Engine andEffect Directory will open.

3. In theEffectsEngine,selecttheTable cellsfor thefixtureparametersthat
youwantto applytheeffect to.

4. PressSet, choosetheeffect tablefrom themenuandpressEnter.

Figure 14.2. The Effects Engine

Oncetheeffecttableis assigned,youcanmodify theeffectattributeseitherby editingthevalues
in thespreadsheetor usingtheparameterwheelswhentheEffect key is selected.

Tip

You can quickly edit the attributes of all one parameter type (All Intensity,
All Position, All Colour, All Beam) or for all parameters within the top five
rows of the Effects Engine.

To edit thevaluesin thespreadsheet:

1. Selectthecellsfor theparametersthatyouwantto edit,andpressSet.

2. Typeanew value,andpressEnter.

Or, usingtheparameterwheels:

1. PresstheEffect key.

2. Selecttheindividualparametersthatyouwanttoeditin theleft handFunction
columnof theEffectsEnginewindow.

3. Adjust theSize, Rate, Offset andLength parameterwheelsasrequired.
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Notethattheparameterwheelsonly controlthecurrenteffectsrow, selectedusingthebuttons
in theFunction column.Therearebuttonsfor all parametertypes,for all intensity, all colour,
all position,all beam,andfor eachindividualparametertype.

Tip

All effect attributes can be fanned using the Fan key and parameter
wheels; remember to select the required parameter types in the Effects
Engine Functioncolumn first. You can also enter a value of, say, 50 Thru
80 in a cell of the Effects Engine window. See Fanning (p.142).

14.1.4 Building Table Effects in Editors

Effectscanbeassigneddirectly to specificfixturesandtheir attributesin any editorincluding
theProgrammer. ThisishelpfulwhenyouwishtomakesmallchangeswithoutopeningtheEffects
Engine.Effect typesareassignedandeditedin theTable view, whilst effectattributescanbe
adjustedin theSize, Rate, Offset, Length, Table andN Shot views.Theviewsareselectedby
buttonsat thetopof theProgrammeror editorwindow.

For example,to createanoffsetcircleeffectusingfixturesin positionsfrom thecurrentonstage
look:

1. Main Toolbar → Programmer : opentheProgrammer.

2. 1 Thru 5 Position Suck : suckspositioninformationfrom fixtures1 through
5 thatarecurrentlyliveonstage.

3. Table : selecttheTableview in theProgrammer;thepanandtilt columnwill
read[Off].

4. Selectall panandtilt cellsof theselectedfixturesby clicking anddragging.

5. Set → Sine, Enter : choosetheSinetablefrom thedrop-down menuand
confirmby pressingEnter.

6. SelectOffset : selecttheOffsetview in theProgrammer;thepanandtilt
columnwill read[0-Deg].

7. Selectall panandtilt cellsof theselectedfixturesby clicking anddragging.

8. Set 1 Thru 288 Enter : offsetpanandtilt equallyacrossthefixtures.

Onceyouhaveappliedaneffecttoaparameter, it will appearin theValueview of theProgrammer
or editorwith theeffectssymbolnext to thevalue:
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Tip

When assigning effect parameters such as Offset, remember that values
0 and 360 Degrees are the same. Fanning a range of fixtures from 0
through to 360 degrees of offset will mean that the first and last fixtures
will share the same offset value.

14.1.5 Tracking Table Effects

By default,effectsvaluestrackthroughto subsequentcuesuntil anew valuefor theparticular
parameteris reached.Youcanturneffectsonandoff, setthemto trackthroughin theTable
columnof theEffects Engine, Programmer or editor.

In theProgrammerfor example:

1. SelectTable view.

2. Selectthecell of theparameterfor whichyouwantto turn theeffectoff or
allow to trackthrough,andpressSet.

3. SelectOff or Track from thedropdown menu.

14.1.6 Cue Timing and Table Effects

Whenyourecordacue,sceneor palettethatincludeseffectsvalues,eachfixtureparameterhas
its fade,delayandpathvaluein theusualway;seeIndividualParameterTimings(p.206). These
timingscontrolhow thefixtureparameterchangesfrom its startingvalueto its underlyingvalue
in thecueor scene,asthecueor sceneis playedback.

Youcanassignseparateeffectstimings(fade,delayandpath)tocontrolhow theeffectsmovement
changesasthecueor sceneis playedback.Figure14.3,“Controlling EffectTransitionswith
Timing” showshow differenttiming valuescontrolhow aparameterwith astepeffect changes
duringplaybackof acue.
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Figure 14.3. Controlling Effect Transitions with Timing

Youcanassigneffect fadetimesusingthecommandline:

1. Fixture 1 : selectthefixturesyouwantto assignaneffect time to, making
surethatthey havebeengivenparametervalues.

2. Effect Time 4, Enter : assignstheeffect fadetime to 4 seconds.

To assignaeffectdelaytime:

1. Fixture 1 : selectthedesiredfixture(s).

2. Effect Time Time 2, Enter : pressingTime twiceassignsthedelaytime.

Youcanalsoview andassigneffect timing valuesin theEffectsEnginewindow:
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14.2 Effect Palettes

14.2.1 Predefined Effect Palettes

Youcanquickly applyeffectsto thecurrentselectionusingpredefinedeffectspalettesin the
EffectDirectory;seeFigure14.4,“The EffectDirectory”. Effectspalettesfor parameterfunctions
notavailablein thecurrentselectionwill begreyedout; for examplethe Iris Step paletteis not
availablefor StudioColor575sasthey donothaveaniris parameter.

To opentheEffectDirectory:

• Open + Effect

Or:

• Effect, Effect

Figure 14.4. The Effect Directory
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To applyaneffectspalette:

1. 1 Thru 5 @ 50 Enter : selecttherequiredfixturesandassignanintensity
value

2. Effect 13 Enter : assignsEffectPalette13.StudioColors1 to 5 fadetheir
intensitybetween0 and100%.

Youcanalsoselecttheeffectpaletteby pressingor clicking onits buttonin theEffectDirectory
window.

14.2.2 Adjusting Predefined Effects

Onceyouhaveappliedapredefinedeffectspaletteto theselectedfixtures,youcanaltertheat-
tributes(Rate,Size,OffsetandLength)of theeffectusingtheparameterwheels;for explanations
of thedifferentattributes,seeTableEffectAttributes(p.222). TheWheelsToolbarshows the
currentparametervaluebeingassignedby eachwheelwhenever theEffect key is selected;see
Figure14.5,“The WheelsToolbarshowingEffectAttributes”. For moreon thedifferenteffect
attributesseeTableEffectAttributes(p.222).

Figure 14.5. The Wheels Toolbar showing Effect Attributes

14.2.3 Recording an Effect Palette

Youcanrecordany combinationof effectparametervaluesinto apalette:

1. In theProgrammeroreditor, selectthefixtures,andassigntherequiredeffects.
Youcando thisdirectly in aneditoror usingtheEffectsEngine.

2. Record, Effect : theEffect Directory window opens.

3. Selecta locationby pressingabuttonin thedirectorywindow.

Thiswill only recordparametersthathavebeentouched in theEffectwindow, anddoesnot in-
cludetheparameters'underlyingvalues.To includeunderlyingintensity, position,colour, beam
andtime informationusethemask function:

1. Selectthefixtures,andassignthedesiredeffect table.

2. Record, Effect

3. SelectMask from theRecord Options Toolbar, andselecttheparameter
typesthatyouwish to record:Use I for intensity, Use P for position,Use C
for colour, Use B for beam,andUse T for timevalues.

For moreonmaskingwhenrecordingpalettes,seeRecordingPaletteswith
Kind Masking(p.159).

4. Selecta locationfrom theEffect Directory window.
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Naming an Effect Palette

Youcangiveaneffectpaletteanamethatwill bedisplayedin theEffectDirectory:

1. Open + Effect : openstheEffectDirectory.

2. CheckthattheGuard buttonisselected,sothatyoudon'taccidentallyactivate
apalettewhenpressingits buttonin thedirectory.

3. Selectthepaletteto benamed.

4. Set [name] Enter : typein thename.

Tip

To name an effect palette immediately after recording it, pressing the
Set key will open a Quickname window. Enter the palette name and select
OK.

14.2.4 Using Effect Palettes in Programming

In theProgrammeror editor, youcanapplyaneffectby selectingit from theEffectDirectory.
Theeffectwill beappliedto thecurrentfixtureselection,providing thatit containsparameter
informationfor theselectedfixtures.An iris stepeffect cannotthereforebeappliedto afixture
thathasno iris function.By default,predefinedeffectpalettesaredirect;seeDirectPalettes
(p.162).

For example:

1. Open + Effect : opentheEffect Directory window.

2. 1 Thru 5 : selectthefixtures.

3. [Effect 1] : selecttheeffect from theEffect Directory window.

Or, usingthecommandline:

• 1 Thru 5 Effect 1 Enter

14.2.5 Editing Effect Palettes

Youcanedit aneffectpaletteby openingit in aneditorwindow; youcanthenedit its contents
in thesamewayasyouedit valuesin any editor. SeeBuildingTableEffectsin Editors (p.226).

To openaneffect in aneditor:

1. Open + Effect : opentheEffectDirectory.

2. Open + [Effect 1] : opentheeditorfor [Effect 1].

Youcanselecttheeditorview (Table, Size, Rate, Offset, Length, N Shot) youwish to edit
in. Also ensurethattheeditoris activewith its Edit buttonselected.

Youcanalsoopenaneffectspalettewith thecommandline. For example:
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• Effect 1 Open

14.2.6 Deleting Effect Palettes

To deleteaneffectpaletteusingthecommandline:

1. Effect 1 Delete : deletesEffectPalette1.

2. Click OK to confirmthedelete.

Or, from theEffectDirectory:

1. PressandholdDelete whilst selectingthepaletteto bedeletedfrom directory.

2. ReleasetheDeletekey. A dialogwill appearaskingyouto confirmthedelete.

3. Click OK.

Tip

If you prefer not to be asked to confirm the delete action, select Don't
Ask Me Again in the confirmation window. You can reenable the confirm-
ation by going to Setup → Preferences → Programming and selecting
Confirm before deleting directory items.

14.2.7 Copying and Moving Effect Palettes

To makeacopy of aneffectpalettein anew location:

• Effect 1 Copy; Effect; 2 Enter : copiesthecontentsof EffectPalette1 to
EffectPalette2.

• Effect; 1 Position; 2 Copy Effect 2 Enter : copiesfixturesthatarein Effect
Palette1 andin Position2 into EffectPalette2.

Similarly, to moveaneffectpaletteto anew location:

• Effect; 1 Move Effect; 2 Enter : movesthecontentsof EffectPalette1 to
EffectPalette2, leaving 1 empty.

If thedestinationeffectpalettealreadyexists,youwill beaskedto chooseanoption:Insert,
MergeandReplace(p.163).
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Section 15: Kinds and Wheelsets

15.1 Kinds

Kindsarecollectionsof fixture functionsorganizedinto wheelsets.Thewheelsetsdetermine
how thefixture functionsassignedto thekind will cordinatewith theconsole'smainencoder
wheelswhenthekind is selectedandafixtureselectionis made.Kindsarestoredin thekinds
directoryandexist in two differentforms:fixedkindsanduserkinds.

15.1.1 Fixed Kinds

Fixedkindsareautomaticallygeneratedby theconsoleandcollectivity containall of thefixture
functionsusedin yourshow. Every functionof everyfixturescheduledin yourshow will exists
in oneof thesevenfixedkinds:Intensity, Position,Colour, Beam,Effects,Time,or Control.
Thefixedkindscanbeselectedusingdedicatedfrontpanelkeysorbyclickingontheirrespective
buttonsin thekindsdirectory. Thekindsdirectorycanbeopennedby holdingOpen andthen
selectingKinds from themaintoolbarat thebottomof theright handscreen.

Whenanew fixture typeis addedto ashow throughthefixtureschedulerits functionsareauto-
maticallypopulatedin thefixedkindsandorganizedontowheelsetsbasedonadefaultmaster
wheelsettemplateestablishedby theHog4OS.Fixedkindscannotbedeletedor moved.This is
why they areknown as"fixed"kinds.

Functionsthataremarkedwith alock icononthewheelsetswithin afixedkindcannotbedeleted.
This is becausethosefunctionsareconsideredto bepermanentresidentsof thatfixedkind and
arefundamentalto themaskingschemeof thatfixedkind. However, youcanaddadditional
functionsto afixedkind if youwish.For example,youcanaddacolourmixing functionsuch
asCyanto thefixedpositionkind if youdesire.Beawarethatany additionalfunctionsyouadd
toawheelsetin afixedkindwill notfunctionaspartof thatfixedkind'smasking.Thearrangement
of thefunctionson thewheelsetswithin afixedkind arecompletelycustomizableregardlessof
whetheror not they aremarkedwith a lock icon.

15.1.2 User Kinds

Userkinds,unlikefixedkinds,arenotautomaticallygeneratedwhenaddingfixturesto theshow.
Userkindsarecustombuilt by theuser, allowing you to createsmallercollectionsof fixture
functionson fewerwheelsets.

Userkindsarestoredin thekindsdirectoryandarealsoaccessableusingthe12 functionkeys
on thefront panelof theconsole(whenthefunctionkeys aresetto kind mode).To togglethe
functionkeysbetween"Kind" modeand"Command"modeholddown Pig andpressEnter. The
modeof thefunctionkeys is displayedonthemaintoolbar. To openthekindsdirectoryhold the
open key andpressthe"kinds" buttonon themaintoolbar. Note:Theuserkind keys on the
RoadHog4 consoledonothaveLCD displays.Oncecreated,userkindscanbeselectedby
pressingthecordinatingfunctionkey on thefront panelor by selectingthekind from thekinds
directorywhenguardis turnedoff. If youcreatemorethan12userkindstheconsolewill auto-
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Figure 15.1. Fixed Kinds in the Kinds Directory

maticallychangethelastfunctionkey onthefront panelto anext button.Youcancreateasmany
userkindsasyouwant.

Tip

TIP: To quickly edit a user kind simply hold Open and press the user kind's
button on the front panel.

Manually Creating User Kinds

To manuallycreateanew userkind:

1. Open + Kinds openstheKindsDirectoryWindow.

2. PressRecord andthenpressany emptycell in theKindsDirectorywindow.

Auto-generating User Kinds

Youcanauto-generateuserkindsfor yourshow by pressingtheauto-kindbuttona thetopof
thekindsdirectoryor fixtureschedulewindow. Auto-generateduserkindsarebasedonpre-
definedfamiliesof functionsestablishedby theHog4OS.For example,Cyan,Magenta,Yellow,
Hue,andSaturationareall partof thecolourmixing family asdefinedin theHog4OSlibrary
model,thereforeafixture thatfeaturesthey functionswouldautomaticallygenerateauserkind
containingCMY andHSfunctions.

Deleting Users Kinds

To deleteauserkind:

1. Open + Kinds openstheKindsDirectoryWindow.

2. PressandholdDelete andthenpressthecell of thekind youwish to delete
in theKindsDirectorywindow.
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Figure 15.2. User Kinds as displayed in the the Kinds Directory and on the Front
Panel

Figure 15.3. Auto Kinds Button in the Kinds Directory

Copying and Moving Users Kinds

To copy auserkind:

1. Open + Kinds openstheKindsDirectoryWindow.

2. Click onanexistinguserkind in theKindsDirectory, presstheCopy key, and
thenclick onany emptycell in theKindsDirectorywindow.

To moveauserkind:

1. Open + Kinds openstheKindsDirectoryWindow.
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2. Click onanexistingUserKind in theKindsDirectory, pressMove andthen
click onany emptycell in theKindsDirectorywindow.

15.2 Wheelsets

Wheelsetsarethebuilding blocksof bothfixedkindsanduserkinds.They specifyhow fixture
funtionsassignedwithin akindaredisplayedontheconsole'smainencoderwheelswhenafixture
selectionis made.

Note:ThecenterwheellocatedbelowthecentertouchscreenontheHog 4 console'sfrontpanel
is configuredseparatelyfromthewheelsetsestablishedin thefixedor userkinds.For more in-
formationon thecenterwheel'sfunctionassignments:CenterWheelPreferences(p.94)

Everyeffort hasbeenmadeby thedevelopersof theHog4OSto provideyouwith a logical
wheelsetarrangementby default but sometimesa re-arrangementof thefunctionswithin a
wheelsetor are-arrangementof thewheelsetsthemselvesis neccessary. Thissectionis intended
to increaseyourunderstandingof how to managethewheelsetsin yourshow.

To accessthewheelsetfor any particularfixedor userkind:

1. Open + Kinds openstheKindsDirectoryWindow.

2. Hold Open andclick onany existingkind in theKindsDirectory

Within eachkind editoraretwo mainsections.On theleft is a list of functions.On theright is
agraphicalinterfaceshowing setsof encoderwheelsarrangedin groupsof five.Eachoneof
thesegroupsof encoderwheelsis calledawheelset.
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Figure 15.4. Wheeslets displayed in a kind editor

Wheelsareholdingplacesfor fixture functionsandcordinatewith theencoderson thefront
panel.Youwill noticethatseveralwheelsetscanexist within asinglekind editor.

To assigna function to a wheelset:Click anddraga functionfrom thelist of functionson the
left handsideof thewindow to any wheelononeof thewheelsets.

To deletea function fr om a wheelset:Click on thefunction.It will highlight in blue.Press
delete.Thefunctionwill bedeletedfrom thewheelset.

To add a wheelset:Click anddraga functionfrom thelist of functionson theleft handsideof
thewindow to wheelon thegreyedoutwheelsetat thebottomof theright handsidesideof
window.

Todeleteanentirewheelset:Click anywhereonthewheelset'sframe.Thewheelsetwill highlight
in blue.Pressdelete.Theentirewheelsetandits containedfunctionswill bedeleted.

To movea function on a wheelset:Click anddragthefunctionyouwish to move.

Tip

Functions marked with a lock icon and wheelsets containing functions
marked with a lock icon cannot be deleted.
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Section 16: Advanced Programming

16.1 Selecting from What is Onstage

Youcanselectfixturesfrom whatis onstageusingtheLive key. Fixturesareconsideredto be
onstageif their intensitiesarenon-zero.If youwish to selectfixturesthatareonstagebut have
intensityvaluesat zerothenyoucanusePig + Live.

Below aresomeexamplesof how livecanbeused:

• Live Enter : selectsall fixturesthatareonstagewith intensitiesabove0.

• Pig + Live Enter : selectsall fixturesthatareonstageregardlessof intensity.

Youcanapplyamask to theselection.Thisallowsyouto selectall fixturesthatareonstagethat
areassignedto particularvaluesor palettes.For example:

• Live @ 50 : selectsfixturesthatareonstageat50%.

• Live @ 50 Thru 80 : selectsfixturesthatareonstageat50%to 80%.

• Live @ 0 : selectsfixturesthatareat0%.

Usingapaletteasamask:

• Live [Blue] : selectsfixturesthatareonstagethatareat their ‘Blue’ palette
settings.

YoucanusetheLive and/ keys togetherto selectfixturesthatarebothliveonstageandin a
specifiedfixtureselection:

• Live 1 Thru 5 selectsfixturesthatarein therange1 to 5 thatareliveonstage.

• Live / Group 1 selectsfixturesthatarein Group1 thatareliveonstage.

Notethatin all theaboveexamplesusingtheLivekey only selectsfixtures;it doesnotalter
valuesin theProgrammeror editor.

Tip

Fixtures that do not have an intensity parameter such as a colour scroller
are always considered live on stage and will be selected when using the
Live key.
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16.2 Bringing Parameter Values Into the Programmer

Sometimesyouwill endupwith alookonstageor in acue,sceneorpalettethatyouwantto reuse
in furtherprogramming.Therearevariouswaysin whichyoucanbring thosefixturesand
parametervaluesinto theProgrammeror editor.

16.2.1 Suck

YoucanuseSuck to assignfixtureparametersto thevaluesthatthey currentlyhave ‘on stage’.
It doesn'tassignparametersthatareat theirdefault value, or thatbelongto fixtureswith anin-
tensityvalueof zero.Thishelpsto ensurethatyoudon'thave redundantvaluesin thecuesthat
youcreate,whichcancauseproblemslaterby blockingvaluesthatshouldtrackthrough.The
Suck buttonis locatedon theMain Toolbar.

Youneedto havefixturesselectedbeforeusingtheSuck command.For example,if Group3
containsStudioColor575s1 to 3:

• Group 3 Suck : assignsthefixturesin Group3 to theircurrentonstagevalues:

Similarly, youcanapplythis to palettes,scenesandcues,usingtheLivekey to bring in fixtures
andtheir parametervaluesthatareonstage:
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• Live [Red Palette], Suck : fixturesonstageassignedto RedPaletteare
broughtinto theProgrammer:

Or, youcanuseamaskto bringparticularparametertypevaluesfrom specificpalettesthatare
onstage.For example,to bring theintensityvaluesof [Red Palette] into theeditor:

• Live [Red Palette], Intensity Suck : theintensityvaluesof fixturesonstage
assignedto RedPalettearebroughtinto theProgrammer:
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16.2.2 Using Live and Touch

UsingLive andTouch togethertouchesall parametersthatbelongto fixturesthatareatnon-
zerointensityonstage,includingparametersattheirdefaultvalues.Thisis similartosuck,except
thatit will bringall valuesinto theProgrammeror editor, includingthosethatareattheirdefault
values.TheTouch buttonis locatedon theMain Toolbar.

For example,if StudioColor575s1 to 3 arein theoutputwith anintensityof 100%:

• Live Touch : bringsall theparametersof StudioColor575s1 to 3 into the
Programmer, not just theintensityvalues(assuckwould):

Youcanselecttheparametertypesto touch:

• Live Colour Touch : only thecolourparametersaretouched:
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16.2.3 Using Copy to Bring Values into an Editor

Youcanbringparametervaluesfromapalette,sceneorcueintoaneditorsuchastheProgrammer
usingCopy:

• Cue 1 Copy, Enter : copiesthecontentsof Cue1 of thecurrentlychosen
cuelistinto thecurrenteditor.

Youcanchosewhichfixturesor parametertypesarecopiedinto theProgrammer. For example:

• Cue 1 Position Copy, Enter : copiesonly thepositionvaluesfrom Cue1 into
thecurrenteditor.

16.3 Highlight and Lowlight

PressingtheHighlight key temporarilyadjuststheselectedfixturesto ‘openwhite’, with intensity
at full andall otherparametersat their default settings.This functioncanbeusefulwhenyou
wantto seethebeamof afixtureona lit stage,whenassigningfocuspositionsfor example.
Highlight only changestheparametervaluesin theoutput,not in thecurrentcueor in thePro-
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grammeroreditor, andhighlighthasthehighestpriority whentheconsoledeterminesaparameter's
outputvalue.

Highlight will remainactiveuntil youpresstheHighlight key again,andyoucanusetheNext
andBack keys to highlight in turneachfixture in thecurrentselection.

Youcanreleaseeachparameterfromhighlightbyadjustingits valuein theProgrammeroreditor,
lettingyoumodifyparameterswhilst keepingthefixturebeamasvisibleaspossible.Forexample,
supposethatyouhaveaStudioSpot575subtlylighting apartof thestagesettingwith adark
bluebreakupgobo,softenedusingthefrostparameterandwith theiris controllingthebeamsize.
Thepieceof setthattheStudioSpotis lighting hasbeenmoved,andyouneedto refocusit while
keepingtherestof thelighting stateonstagesothatrehearsalscancontinue.To do thisusing
Highlight:

1. SelecttheStudioSpotin theProgrammer.

2. PresstheHighlight key. TheStudioSpotwill retainits positiononstage,but
theintensitywill go to full, thecolourto white, thegoboandfrost to open,
andtheiris to 100%,sothatyoucanseethebeamclearlyon thelit stage.

3. Adjust thepanandtilt parametersto positiontheStudioSpotasrequired.

4. Adjust theiris parameterto give thecorrectbeamsize.

5. PresstheHighlight key againto releasethecolour, goboandfrostparameters
from Highlight, sothatthey returnto their originalprogrammedvalues.The
valuesfor pan,tilt andiris retaintheir new valuesin theProgrammer.

6. PressUpdate andOK to recordthechangesin theappropriatecue;seeAuto
Update(p.245).

16.3.1 Customising Highlight

By default,highlightbringsintensityto full, with all colourandbeamparametersat theirdefault
values.However, youcanuseapaletteto assignthehighlightvaluesfor eachparameterof each
fixture.Thiscanbeusefulasthedefault highlight valuesfor someparametersmaynotbewhat
youwant;for example,youmaypreferto leavezoom,focusandiris settingsunalteredby
Highlight sothatyoucanseetheprogrammedbeamsizeandedgequality.

To assignapre-existingpaletteto bethehighlightpalette,right-click it in thepalettedirectory

andselectit asthehighlightpalette.Thehighlightpaletteis shown by the iconin thepalette
directorywindow.

Tip

You can use masking when creating the highlight palette to ensure that
all the required parameter types are included; see Recording Palettes
with Kind Masking (p.159).
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16.3.2 Lowlight

By default,theparametersof fixturesthatarenotselectedwhenyouusehighlightremainattheir
currentoutputvalues.Youcancustomisetheoutputvaluesof theseparametersduringhighlight
by creatinga lowlight palette.For example,youcouldcreatea lowlight palettethatsetsthein-
tensityof all fixturesto 30%,to give thehighlightedfixturegreatercontrast.

Notethatlowlight only affectsparametervaluesof thenon-selectedfixturesin thecurrenteditor.
Parametervaluesbeingoutputby playbackswill notbeaffected.

To assignapre-existingpaletteto bethelowlight palette,right-click it in thepalettedirectory

andselectit asthelowlight palette.Thelowlight paletteis shown by the icon in thepalette
directorywindow.

Tip

You can use masking when creating the lowlight palette to ensure that
all the required parameter types are included; see Recording Palettes
with Kind Masking (p.159).

16.4 Auto Update

Whenyouareprogrammingacomplex show, thelook onstagemaybebuilt up from cuelists
andscenesonseveralmasters.Youcanchangethelook by assigningfixtureparametervalues
in theProgrammer, but it is difficult to know whichcueor sceneis contributingwhichvalues
to thetotalonstage.Hog4OS'sAutoUpdatefeatureautomaticallysuggeststheappropriatecues,
palettesandscenesto mergethechangesinto, allowing you to choosehow theupdatesareper-
formed.

Figure 16.1. The Auto Update window
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Whenyouhavefinishededitingin theProgrammeryoucanmergetheparametervaluesinto the
currentlyplayingcues,palettesandscenesby pressingtheUpdate key. TheAuto Update
window will open,showing whichcuelists,cues,palettesandscenesarecontributingto thelook
onstagesothatyoucanchoosewhich to update

For cuelists,youhaveseveralchoices:

• Eitherupdatethecurrentcuein thecuelist,or tracktheprogrammingbackwards
sothatthenew valuesaremergedinto thelastcuewith ahardvaluefor that
parameter;seeTrackingValuesBackwardsWhenRecording (p.183).

• If youhaveexistingprogrammingthatrefersto apalette,youcanchooseto
updatethepaletteinsteadof addingnew parametervaluesto acue.In thiscase,
theseupdateswill beperformedfirst,andanythingleft in theProgrammerafter
thiswill beusedto updatetheselectedcueor TrackBackwards.

For scenes,youhave theoptionto mergetheprogramminginto thescene,or into thepalettes
thatarereferredto in thatscene.

Onceyouhavechosenyouroptions,pressOK to performtheupdate.Notethattheparameter
valuesremainin theProgrammer.

Tip

If there is no playback on stage when you press Update, the Auto Update
window will not appear and the Update key press is ignored.

WhenyoupresstheUpdate key, theUpdateToolbarwill alsoappear;seeFigure16.2,“The
UpdateToolbar” . Thisallowsyouto selectwhichparametertypesareupdated,whetherchanges
shouldtrackforwards,andwhetherreferencesshouldbeallowedwhenupdatingpalettes.See
RecordingPaletteswith Kind Masking(p.159), StoppingValuesfromTrackingForward (p.184)
andReferencePalettes(p.162).

Figure 16.2. The Update Toolbar

16.5 Editing Discreetly

It is oftenusefulto makechangesto parametervaluesdiscreetly, or without themappearingon
stageatall; duringa rehearsalor performancefor example.To do this,useHog4OS'sFade
Changes andBlind functions.

16.5.1 Fade Changes

If youselecttheFade Changes buttonin aneditorwindow, any changesyoumakewill appear
onstageover thecurrenttimesettingsfor thechangedparameters.For example,if youhave in-
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tensityvaluesin theProgrammerwith afadetimeof tenseconds,andyouselectall of thefixtures
andpress@ 0 Enter, all of thelightswouldfadeto 0 over10seconds.This is usefulfor making
changeson thefly duringaperformance.

Parametersthatdon'thave timing valuesin theProgrammerwill fadein thedefault time,which
youcanassignin theDefault Timing paneof theUser Preferences window:

• Setup → Preferences → Default Timing

PresstheFade Changes buttonagain to revert to having parametervaluesappearin theoutput
instantly.

To view andassigntimevaluesfor parameters,seeIndividualParameterTimings(p.206).

Tip

You can set a trackball key turn Fade Changes on and off; see Trackball
Keys (p.92).

16.5.2 Blind

Blind modeallowsyou to continueprogrammingandeditingcues,groups,palettesandscenes
without changingtheonstageparametervaluesof fixtures.TheBlind key is locatedabove the
Trackball;whenin blind mode,theBlind key will illuminate.

Notethatwhenyou turnoff blind modeall parametervaluesthatyouhavechangedin thePro-
grammeror editorwill instantlyappearonstage.

To exit blind modegracefully, holddown thePig key while pressingBlind; parameterswill fade
to their new valuesin theassignedor default fadetime.Alternatively, selectFade Changes in
theeditoryouareusingprior to turningblind onor off.

Tip

Using Pig + Blind on Hog 4OS is equivalent to using the Try Cue key on
the Wholehog II.

16.6 Parking

Sometimesit is usefulto lock certainparametervaluesof fixturesindependentlyfrom program-
ming,playbackandtheGrandMaster. For example,youmightwantto lock aparticulardimmer
atacertainlevel asaworking light, or pointafixture to provide light for maintenancewhilst a
rehearsalorprogrammingis in progress.Parkisalsohelpfulfor dealingwith afixturemalfunction,
locking its panandtilt sothatit doesn'tmakeanoiseasit triesto moveduringtheshow.

Parkingholdsafixture'sparametersonstage,but still allowsyouto edit thedatain theProgram-
meror othereditors.
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To parkfixtureparametervalues:

1. Fixture 1 @ 50 : Selectfixture(s)andassigntheparameter(s)youwish to
park.

2. More → Park : SelectPark from theMoreoptionsof theMain Toolbar.

To unparkfixtures,selectthefixtures,setany valuefor theparkedparameters,andhold thePig
key while pressingPark.

Both theparkandunparkcommandswill acceptaparametermaskon thecommandline, for
example:

• Position Park : parksonly positionparametersof theselectedfixtures.

16.6.1 Viewing and Editing What is Parked

Youcanview whichfixtureshaveparkedparametersin theFixture window andtheOutput
window, andyoucanview andedit parkedparametersin theParked Output window. Parked
parametersarealsoindicatedin theWheelsToolbar.

The Fixture Window

To view whichfixtureshaveparkedparametersin theFixture window:

• Open + Fixture : theFixturewindow opens;seeFigure16.3,“The Parked
columnof theFixturewindow”.

Figure 16.3. The Parked column of the Fixture window

The Output Window

Parkedparametersareshown in theOutput window with blacktext onanorangebackground.
WhentheOutputwindow Sourceview is selectedtheword ‘Parked’ is displayed.
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The Parked Output Window

Youcanview andmodify theparkedsettingsof fixturesin theParked Output window; see
Figure16.4,“The ParkedOutputwindow”. To opentheParked Output window:

• Open + Parked : theParkedbuttonis on thetoolbarthatappearswhenyou
presstheOpenkey.

Within thiswindow youcanedit parametervaluesin thesamewayasin any editor. Youcan
knockout fixturesor parametervaluesto stopthembeingparked,or addor modify parameter
valuesto parkthem.

Figure 16.4. The Parked Output window

The Wheels Toolbar

Parkedparametersareshown in theWheelsToolbarwith anorangebackgroundor hatchpattern.

• Solid orangeoutline: all selectedfixtureshave theparameteron thiswheel
parked.

• Diagonal line orangebackground: someof theselectedfixtureshave the
parameteron thiswheelparked.
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Section 17: Playback

17.1 Physical Master Playback

Hogconsoleshavetenphysicalplaybackmastersthatcuelists,scenes,andinhibitivesubmasters
(groups)canbeattachedto for playback.Eachmaster(‘masters’)hasa fader, aGo,key, a
Halt/Backkey, aBackkey andaFlashkey. Additionalphysicalplaybackmastercanbeadded
to yourconsoleby addingaplaybackwing or executorwing.

17.1.1 Attaching Cuelists and Scenes to Masters

CuelistsandScenesareautomaticallyattachedtoamasterwhenyoucreatethemwith theRecord,
Choose syntax;seeRecordingto a Cuelistona Master(p.177). Otherwise,to attachacuelistto
amaster:

• List or Scene 1 Move Choose : attachesCuelist1 ontothechosenmaster.

Tip

You can reference several cuelists and scenes to different masters using
pages, see Pages (p.289).

Moving and Copying Cuelists between Masters

Moving acuelistbetweenmasterswill detachit from its originalmaster. Copying acuelist
betweenmasterswill leave thecuelistin its original location,andattachacopy of thecuelistto
thenew location.

To moveacuelist:

1. PresstheChoose key of themasterthatyouwantto move thecuelistfrom.

2. Move

3. PresstheChoose key of themasterthatyouwantto move thecuelistto.

To copy (andsoduplicate)acuelist:

1. PresstheChoose key of themasterthatyouwantto copy thecuelistfrom.

2. Copy

3. PresstheChoose key of themasterthatyouwantto copy thecuelistto.

Detaching a Cuelist from a Master

To detachacuelistfrom amaster:
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• Delete + Choose : detachesthecuelistfrom thechosenmaster.

Notethatthiswill notdeletethecuelistitself or removeit from thecuelistdirectory, only detach
it from themaster.

17.1.2 Controlling Playback

Onceassignedto masters,cuelistscanbeplayedbackusingthemaster'scontols,or usingthe
maincontrols.

Master Controls

Eachof thetenmastershasaChoose, Go, Halt/Back, Back, andFlash key, aswell asa fader;
seeFigure17.1,“The MasterControls” .

Figure 17.1. The Master Controls

By default, thecontrolswork asfollows:

• Choose:allowsthemasterto bechosenor selected.If theblueLED is illumin-
atedsolidthenit is thechosenmasterandyoucanusethemainplaybackcontrols
to controlthismaster. If theblueLED is flashingthenit is aselectedmaster
andyoucanusetheratewheelto controltheplaybackandeffect ratesfor the
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master. Theconsoleallows for multipleselectedmastersbut only onemaster
canbechosenatany time.

• Go: if thecuelistis inactivepressingGo will activateit onstage.If thecuelist
is alreadyactive thenpressingGo will run thenext cue,or restartpausedfades
(seeHalt/Backbelow).

• Halt: pausesany runningfades.If therearenorunningfadesthenpressingHalt
will starta fadebackto thepreviouscue.

• Back: immediaetlybeginsa fadeinto thepreviouscue.

• Fader: controlstheintensityof fixturesunderthecontrolof thisplayback.
Whenthefaderisatfull, fixturesappearonstageattheirprogrammedintensity.
As thefaderlevel is reduced,theintensityof fixturesis reducedproportionally.

• Flash: momentarilyputstheintensityof fixturesunderthecontrolof this
playbackto theirfull programmedvalue,asif thefaderhadbeenputto maxim-
um.

Youcancustomisethefunctionof mastercontrolsto suit therequirementsof theuseror apar-
ticular show; seeConfiguringPlayback Controls (p.283).

Tip

Pressing or clicking on the Playback Bar is equivalent to pressing that
master's Choose key.

The Main Controls

Themainplaybackcontrols,positionedto theright of themasters(seeFigure17.2,“The Main
Playback Controls” ) work with thecurrentlychosenmaster. Youcanalsousethemwith another
masterby holdingdown therequiredChoose key while pressingakey from themaincontrols.
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Figure 17.2. The Main Playback Controls

Themainplaybackcontrolkeys are:

• Assert: reassertscontrolof fixtureparametersby thechosenmasterif other
mastershavetakencontrolundertheLatestTakesPrecedencerule;seeAsserting
OneCuelistOvertheOthers (p.266).

• Release:releasesthechosenmaster'scontrolof fixtureparameters,makingthe
cuelistinactive; seeReleasingMasters (p.255).

• Skip Forward/Skip Back: stepsforwardor backwardthroughthechosen
cuelistby onecue.Cuetiming informationwill notbeused- thecueappears
onstageimmediately.

• Back: immediaetlybeginsa fadeinto thepreviouscue.

• Halt: pausesany runningcrossfadeson thechosenmaster. If thereareno run-
ningcrossfadesthenpressingHalt will starta fadebackto thepreviouscue.

• Go: if thechosencuelistis inactivepressingGo will activateit onstage.If the
cuelistis alreadyactivethenpressingGo will runthenext cue,or restartpaused
crossfades.
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17.1.3 Releasing Masters

Youcanremoveacuelist'slook from thestage,sothatit relinquishescontrolof all fixture
parametersandeffectively turnsthecuelist'soutputoff; this is known asreleasingthecuelist.

To releaseacuelistonamaster:

• Release : releasesthecurrentlychosenmaster.

Or:

• Release + Choose : usetheChoosekey of themasterwith thecuelistyou
wish to release.

PressingGo afteracuelistis releasedwill resumeplaybackfrom thecurrentcue.To have the
cuelistgobackto thebeginningwhenit is released,seeResettingCuelistsonRelease(p.257).

Tip

You can release all playbacks at once by pressing Pig + Release.

If youhavenoothercuelists,scenes,orgroupsactivewhenyoureleasethecuelist,thenreleasing
returnsall fixtureparametersto theirdefaultvalues.A fixture'sdefaultparametervalueswill be
determinedby theFixtureLibrary; youcanchangethedefaultvaluesin theEditFixtureswindow,
seeAssigninga CustomDefault(p.123).

If youhaveothercuelists,scenesor groupsactive, thencontrolof fixtureparametersmaybe
transferredto oneof themon releasingthecuelist;seeRunningMultiple Cuelists& Scenes
(p.264).

Release Time

Whenyoureleaseacuelistandfixtureparametersgo to theirdefault values,they dosoover the
releasetime,andthischangemaybevisible if youhavefixturesthatarevisibly liveonstage
(i.e.with intensitiesabovezero).To assignthecuelist'sreleasetime:

1. Open + Choose : opentheCuelistwindow for thecueliston theselected
master.

2. Options → Cuelist : opentheOptionswindow andselecttheCuelistpane.

Alternatively, pressPig + Choose toopentheOptionswindow for theselected
master.

3. SelecttheReleaseTimecell:
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4. Set 5, Enter : assignthedesiredreleasetime.

Youcanalsosetadefault releasetime for all newly createdcuelistsin theCuelist paneof the
User Preferences window:

• Setup → Preferences → Cuelist

Tip

If you have assigned a release time to a cuelist, and you want to revert
to the default release time, press the Default button adjacent to the Re-
lease Time cell.

Auto Release

Youcanuseautoreleaseoptionsto sendfixtureparametersto their default valuesat theendof
ashow, or to relinquishcontrolof parametersfor usebyothercuelistswhenacuelistisno-longer
needed.

Therearetwo Auto Releaseoptionsfor cuelists:

• Auto-releaseat End: Usethis to automaticallyreleasetheCuelistat thecom-
pletionof thefadeanddelaytimesof thelastcue.

• Add ReleaseEnd Cue: After thelastcuehasrunanotherpressof theGo key
will releasethecuelistratherthanrunningthefirst cueagain.

Youcanassignautoreleaseoptionsin thePlayback Options window of eachcuelist:

1. Open + Choose → Options → Cuelist

2. Selectthedesiredreleaseoptionfrom theAction at End of List menu:
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YoucanalsoassignthedefaultAuto Releaseoptionsfor new cuelistsin theAction at End of
List menuin theCuelist paneof theUser Preferences window:

• Setup → Preferences → Cuelist

Resetting Cuelists on Release

Youcanassignacuelistto resetwhenreleasedsoit will proceedfrom thefirst cuewhenGo is
pressedagain.YoucanassignResetonReleasein thePlayback Options window of each
cuelist:

1. Open + Choose → Options → Cuelist

2. SelectReset on Release:

Alternatively, youcanturnonResetonReleasefor all new cuelistsin theCuelist paneof the
User Preferences window:

• Setup → Preferences → Cuelist

Releasing on Another Go

Whenrunningseveralcuelistsin ashow, seeRunningMultiple Cuelists& Scenes(p.264), you
maywantacuelistto releasewhenanothercuelistis triggered.Thiseffectively givesthecuelist
thelowestpossibleplaybackpriority; for moreonplaybackpriority, seeChanginga Cuelist's
Priority (p.267). YoucansetReleaseonOtherGo in thePlayback Options window of each
cuelist:

1. Open + Choose → Options → Cuelist

2. SelectRelease on Other Go:
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Alternatively, youcanturnonReleaseonOtherGo for all new cuelistsin theCuelist paneof
theUser Preferences window:

• Setup → Preferences → Cuelist

17.1.4 Choosing and Selecting Masters

At all timesoneof thephysicalmastersof theconsoleis chosen.Whenamasteris chosenits
chooseLED will beilluminated,thetitle of themasterwill beshown on theplaybackbarwith
abluebackground,andthemaster'snamewill beannouncedon themaintoolbar. Thechosen
mastercanbecontrolledusingtheplay, halt,back,andpausekeys in themainplaybacksection
of theconsole.Thechosenmasteralsodirectlyreceivescommandsfrom thecommandline such
asrecord,goto,anddeletewhenadestinationis nototherwisespecified.Therecanonly beone
chosenmasterata time.To chooseamastersimplypressthechoosebuttonassociatedwith that
master.

Masterscanalsobeselected.Selectedmastersonly respondto ratewheelchanges.Selected
mastersdonot respondto themainplaybackcontrolsanddonotdirectly receivecommands
from thecommandline. To selectamasterholddown thechoosekey of onemasterwhile
pressingthechoosekeys of othermasters.Whenselectingmultiplemastersthelastchoosekey
to bereleasedwill becomethechoosenmaster. Whenamasteris selectedit's chooseLED will
flashandthetitle of themasterwill beshownontheplaybackbarwith astripedbluebackground.

Figure 17.3. Example: Master 1 is chosen / Masters 2 thru 4 are selected

17.1.5 Cuelist and Scene Options

Youcanconfigurevariousoptionsthatdeterminethecuelist'spriority, timing,andotherproperties
thataffecthow it is playedbackin thePlaybackOptionswindow of eachcuelist:

1. Open + Choose : opentheCuelistwindow of thechosenmaster.

2. Options → Cuelist : opentheCuelistpaneof theCuelistOptionswindow.

Alternatively, youcanquickly accessmany cuelistoptionsfrom theCuelistOptionsToolbarby
holdingdown theChoose key of themasterthecuelistis on:
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Tip

You can quickly open the Playback Options window of a cuelist attached
to a master by holding the Pig key and pressing the master's Choose key.

Figure 17.4. The Cuelist Pane of the Playback Options Window

Youcanconfigurethedefaultsettingsfor new cuelistsin thePlaybackDefaultspaneof theUser
Preferenceswindow:

• Setup → Preferences → Playback Defaults

Youcanalsocustomisethefunctionof eachof themastercontrolsandmaincontrols;seeCon-
figuringPlayback Controls (p.283).

Tip

You can revert all of the settings in the Cuelist pane of the Playback De-
faults window by pressing the Reset to Defaults button in the bottom left
corner of the window.

Cuelist Timing and Rate Settings

Youcanassignseveralsettingsthatcontrolcuelisttiming:
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NotesDe-
fault

Timing Function

The time over which parameter values go to their
default values when the cuelist is released; see
Releasing Masters (p.255).

2sRelease Time

The time in which parameters go to their values de-
termined by the cuelist when the cuelist is asserted;
see Asserting One Cuelist Over the Others (p.266).

2sAssert Time

The time in which the cuelist steps back to the previ-
ous cue when the Halt key is pressed twice (to first
halt the cuelist and then send it back).

2sBack Time

Default proportion rate of the cuelist. A rate of 50%
will double all cue timings, a rate of 200% will halve
all cue timings.

100%Cuelist Rate

Releases previous cue's tracking values as you ad-
vance the list to the next cue. Tracking values are
released using the total fade time of the cue being
played.

OffCue Only

Tip

If you have assigned a release, assert or back time to a cuelist, and you
want to revert to the default time, press the Default button adjacent to
the appropriate cell.

Cuelist Wrapping

Wrappingdecideswhathappenstoacuelistwhenit reachesthefinalcue.Configurethewrapping
in theAction at End of List menu:

• Wrap to beginningof list: PressingGoafterthefinal cueis reachedsendsthe
cuelistto its first cue.

• Add releaseendcue:PressingGoafterthefinal cueis reachedreleasesthe
list andsendsit to its first cue.

• Auto-releaseat end: Thecuelistis releasedassoonasthelastcuein the
cuelisthascompletedall its fadeanddelaytimes.

• Don't allow wrapping: Thecueliststaysonthefinal cueuntil releasedor sent
backwards.

Cue Only

CueOnly enablesacuelistto playbackcuedataonecueata time (otherwiseknown asanon-
trackingcuelist).For example:any cuedatain cue1 is releasedasyouplaycue2 sothatonly
datafrom cue2 is onstage.Thereleasetimeof thepreviouscueis determinedby thelongest
fadetime in thecuebeingplayed.
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Action of go when Looping

Whenthecuelistis performingacontinuousloopwith theuseof a link cue,youcanconfigure
theeffectof pressingtheGokey usingtheAction of Go When Looping menu:

NotesAction

Jumps the cuelist to the link cue at the end of the loop. Use a
wait time on the cue after the link if you want to go to that
cue automatically when exiting the loop.

Exit loop immediately

Allows the loop to proceed to the last cue before jumping to
the link cue at the end of the loop. Use a wait time on the cue
after the link if you want to go to that cue automatically when
exiting the loop.

Exit loop at end

Jumps immediately to the first cue in the loop.Restart

Stops at the next cue in the loop.Stop at next

Ignores any press of the Go key whilst in a loop and the press
is during an actively running wait time.

Ignore

For moreinformationon loops,seeLoopsandLinks(p.217).

Action of Halt when Halted

By default,pressingtheHalt key whenacueis haltedstepsthecuelistbackacuein theassigned
backtime,seeCuelistTimingandRateSettings(p.259). Youcanchangethisactionusingthe
Action of Halt When Halted menu:

NotesAction

The current cue remains halted.None

The current cue continues to fade.Resume

The cuelist is released, see Releasing Masters (p.255).Release

Toggles effects between running at 0 BPM and the pro-
grammed rate

Toggle FX

Configuring Fader Actions

Youcanconfigureamaster'sfaderto triggeractions.A fader'sactionscanbeconfiguredin the
Master paneof thecuelist'sPlayback Options window:

• Go Off Zero: Thecuelistis triggeredwhenthefaderis movedfrom zero,as
if youhadpressedtheGokey.

• ReleaseAt Zero: Thecuelistis releasedwhenthefaderreturnsto zero;see
ReleasingMasters (p.255).

Configuring Flash Button Actions

Youcanconfigurethelevel andactionsof theFlashkey:
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NotesDefaultSetting

Set to off to prevent accidentally flashing of a
cuelist's contents. When on, pressing the Flash
key will output the cuelist's intensities at their
programmed values, irrespective of the fader po-
sition.

OnFlash on/Flash off

The proportion of the programmed intensity that
a cuelist's contents is flashed to. If programmed
levels are 60% and the flash level is set to 50%
the flashed output intensity will be 30%.

100%Level

Flashes the contents of the cuelist to the full pro-
grammed level, whilst sending the intensities
output by all other masters (including Virtual
Masters) to zero.

OffSolo

If set to on, the Flash key stays on as if it were
being held down, until you press it again.

OffLatch

The cuelist is triggered when you press the Flash
key, as if you had pressed the Go key.

OffGo on flash

The cuelist is released when you press the Flash
key.

OffRelease on flash

17.2 Virtual Master Playback

Youcanruncuelistswithoutassigningthemto aphysicalmasterby usingvirtual masters.Vir-
tualmastersarealwaysat full intensity, sotheintensityof fixturesis thatprogrammedin the
cues.An almostunlimitednumberof virtualmastersrunningdifferentcuelistscanbein operation
atany onetime.

Youcanoperatevirtual mastersfrom theCuelistDirectorywindow, from theCuelistwindow,
or from thecommandline.

Tip

You can press List + Release to release all running cuelists playing back
as virtual masters.

17.2.1 Running Virtual Masters from the Cuelist Directory

Youcanruncuelistvirtual mastersfrom theCuelist Directory window:

• Open + List

Or:

• List, List
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To runacuelist,makesurethattheGuard buttonin theCuelist Directory window is deselected.
Thenpressacuelistbuttonin thedirectory, andit will playbackonstage,asif Gohadbeen
pressedonaphysicalmaster. Holdingyourfingerdown on thecuelist'sbuttonis theequivalent
of holdingthemaster'sChoose key, andyoucanthenusethecentralplaybackcontrols.

Thecuelistbuttonsin thedirectoryarecolouredto show thecueliststatus:

• Green:cuelistis crossfadinginto acue.

• Red: cuelistis pausedin themiddleof acrossfade.

• Purple: cuelistis releasing.

• Grey: cuelistis overridden.

• Blue: cuelistis activeonstageandhalted

• Teal: cuelistis activeonstage,halted,andrunningeffects.

17.2.2 Using Cuelist Play Controls to Play a Master

To runacuelistvirtual masterfrom thecuelistwindow:

1. Open + List : opentheCuelistDirectorywindow.

2. CheckthattheGuard buttonis depressed.

3. Open + [List 1] : opentherequiredcuelist.

4. PressthePlay Controls buttonin theCuelistwindow. Theon-screenplayback
controlswill appear:
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Thecontrolsare,from left to right, theGo, Halt/Back, Skip Back, Skip Forward, andRelease
buttons.Thesefunctionin thesamewayastheir front panelequivalents;seeTheMain Controls
(p.253).

17.2.3 Running Virtual Masters from the Command Line

To runacuelistonavirtual masterfrom thecommandline:

• List 1, Enter : sendsaGocommandto cuelist1.

17.3 Running Multiple Cuelists & Scenes

BecauseHogconsolescansimultaneouslyruntencuelistsonmasters(andmoreif virtualmasters
andplaybackwingsareused)thequestionarisesasto whichmasteractuallyhascontrolovera
particularfixtureparameter. To decidewhichmastertakesprecedenceHog4OSappliesthe
following rules:

• For intensity parameters:by default, intensityparametersarecontrolledon
aLatestTakesPrecedence(LTP) basis,thereforethevalueof anintensity
parameterthatappearsin severalcuelistswill beoutputfrom thecuelistwith
thehighestplaybackpriority; seeChangingaCuelist'sPriority (p.267). In addi-
tion, youcanassigncuelistoptionssothatamasterworksonaHighestTakes
Precedence(HTP) basis;thismeansthatif severalmastershaveprogramming
for thesameintensityparameter, thehighestprogrammedlevel will beoutput
to stage.For a full discussionof HTP andLTP, seeHTP andLTP (p.31).

• For position, colour and beamparameters:Hog4OSdealswith position,
colourandbeamparametersonaLatestTakesPrecedence(LTP)basis.If sev-
eralmastershaveprogrammingfor thesameparameterthenthevaluefrom the
mostrecentlyactivatedmasterwill overridethevaluefrompreviouslyactivated
masters.Parametersthatareonly programmedinto asinglemasterwill remain
at thatvalue.Whenyoureleasethemostrecentlyactivatedmaster, controlwill
bereturnedto thepreviouslyactivatedmaster. Alternatively youcanasserta
previouslyactivatedmaster'sparameterssothatthey overridethemostrecently
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activatedmaster;seeAssertingOneCuelistOvertheOthers (p.266). Youcan
preventan(LTP) parameterfrom beingoverriddenby masteractionsor asser-
tionsby giving its cuelistahighplaybackpriority; seeChanginga Cuelist's
Priority (p.267).

Tip

The Programmer, or the current editor with blind mode off, will always
have priority over all masters and virtual masters.

17.3.1 Using HTP and LTP

Youcanswitchacuelist'sprecedencefrom LTPto HTP, allowing intensityparametersthathave
programmingto beoutputat theirhighestlevel ratherthanthemostrecentlyactivatedlevel. For
example,youmayhaveaseriesof intensitychasesthatyouwish to fadein andoutoverastage
look withoutoverridingtheintensityinformationof theoriginal look, or whentouringwith
smokemachinesyoumaywishto manuallyboostthelevel of smokeprogrammedinto themain
cuelistto combatchangesin air conditioningor venuesizeat specificpointsin theshow.

For a full explanationof LTP, seeHTP andLTP (p.31).

To assignacuelist'sprecedenceto HTP:

1. Open + Choose → Options → Cuelist

2. SelectUse HTP:

Alternatively, youcanturnonUseHTP for all new cuelistsin theCuelist paneof theUser
Preferences window:

• Setup → Preferences → Cuelist

» Important

If you have an HTP master with the fader up (i.e. intensities above zero),
then using Release or Pig + Release has no effect on the intensity para-
meters. To release the intensities of HTP masters, bring the fader to zero.
For more on releasing cuelists, see Releasing Masters (p.255).

265High EndSystems

Section17: Playback



17.3.2 Asserting One Cuelist Over the Others

Whenyouhaveseveralcuelistsactiveatthesametime,controlof fixtureparametersprogrammed
into onecuelistmaybetakenby anothercuelistthatalsohasprogrammingfor thatfixturepara-
meter. For example,if Cuelist1 hasprogrammingfor deskchannels1-3,andCuelist2 haspro-
grammingfor deskchannels3-6, thenrunningacuein Cuelist2 will overridetheintensity
parameterof deskchannel3.

Youmaywantto returncontrolof deskchannel3 to Cuelist1 withouthaving to runacuein
Cuelist1; this is known asassertingCuelist1. Assertingacuelistforcesall fixtureparameters
to their programmedvaluein thecuelist.

To assertparametersonthecuelistattachedto Master3, for example,pressandholdtheChoose
key for Master3, andpresstheAssert key.

The Assert Time

Whenyouassertacuelist,theparametersthathavebeenassertedchangeto their new values
over theasserttime.Thedefault is 2 seconds,but youcanassignyourpreferredasserttime for
eachcuelist:

1. Open + Choose → Options → Cuelist

2. SelecttheAssert Time cell:

3. Set 5, Enter : changetheasserttime to 5 seconds.

Alternatively, youcanassigntheAssertTimefor all new cuelistsin theCuelist paneof theUser
Preferences window:

• Setup → Preferences → Cuelist

Tip

If you have assigned an assert time to a cuelist, and you want to revert
to the default assert time, press the Default button adjacent to the Assert
Time cell.
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17.3.3 Changing a Cuelist's Priority

UndertheLTP rule, themostrecentactiondeterminesthevalueof afixtureparameter;see
RunningMultiple Cuelists& Scenes(p.264). However, youcanoverridethisprecedenceby as-
signingcuelistsdifferentpriorities,sothatcuelistswith ahigherpriority takeprecedenceover
thosewith a lowerone.If their priority is equal,thentheLTP rule is usedto determinewhich
cuelistwill takeprecedenceanddeterminetheparameter'svalue.

A cuelist'sdefault priority is 0, andyoucanassignthepriority valuein incrementsof 10.For
example,if thepriority of thecuelistattachedto Master5 is atdefault (0) andthepriority of that
onMaster4 is50,thenaGotriggeredonMaster5will notoverridecommonparameterscurrently
activeonMaster4. Conversely, youcanapplyaminuspriority soif thecuelistonMaster3 has
apriority of -50,commonparametersonMaster5 will overridethoseonMaster3.

To changeacuelist'spriority:

1. Open + Choose → Options → Cuelist

2. SelectthePlayback Priority cell:

3. Set 50 , Enter : changethepriority to 50.

Alternatively, youcanassignthePlaybackPriority for all new cuelistsin theCuelist paneof
theUser Preferences window:

• Setup → Preferences → Cuelist

In theeventthattwo or morecuelistssharethesamepriority level,normalLTPrulesareapplied.

Persist on Override

Hog4OSautomaticallyreleasescuelistswhenall of theirparametercontentshavebeenoverridden
by othercuelists.However, sometimesit is usefulto returnto acuelists'slook whenoverriding
cuelistshavebeenreleased;in this caseyoucanusePersistonOverride.Whenthisoptionis
activated,theoverriddencuelistwill notautomaticallyreleaseandwill remainactivewhenthe
overridingcuelistis laterreleased.

To turnPersistonOverrideon for acuelist:

1. Open + Choose → Options → Cuelist

2. SelectPersist on Override:
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Alternatively, youcanassignPersistonOverridefor all new cuelistsin theCuelist paneof the
User Preferences window:

• Setup → Preferences → Cuelist

17.3.4 Multiple Cuelists with Effects

If acuelistcontainsparametersthatarerunninganeffect,whenanothercuelistor scenechanges
theunderlyingvaluesof thoseparameterstheeffectcontinuesto run.UsePile-AddFX to allow
thesecondcuelistor sceneto overridetheeffectaswell astheunderlyingvalues.

For example,to allow thecuelistonMaster10overrideeffectsrunningonothermasters:

1. Open + Choose : opentheCuelistwindow for Master10.

2. Options : openthecuelist'sPlaybackOptionswindow.

3. SelecttheCuelist paneandselectPile-Add FX:

17.4 Understanding Feedback

Thereareseveralwaysin whichyoucantell thestatusof theconsole'soutput:

• Thestatusof mastersis shown by theplaybackcontrolkey LEDsandtheon-
screenPlayback Bar.

• Youcanuseacuelistwindow to follow theprogressof runningcuelists.
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• Thetotaloutputof all fixtures'parametervaluesisshown in theOutputwindow,
andthetotal outputof all fixture'sintensitiesis shown in theLevelsView
window.

17.4.1 Control and Playback Toolbar Feedback

Playback Control LEDs

TheLEDsof theplaybackcontrolsgive informationaboutthecuelist'sstatus:

• Gokey(Green):Whensolidly lit, thisindicatesthatafadeis in progress.When
flashingit indicatesthata fadehasbeenpaused.

• Halt/Back key (Red): Whensolidly lit, this indicatesthatthisplaybackis
controllingparametersotherthanintensity. Whenflashingit indicatesthatits
controlof thoseparametershasbeenoverriddenby otherplaybacks.

• Flashkey(Red):Whensolidly lit, thisindicatesthatthisplaybackiscontrolling
intensity. Whenflashingit indicatesthatits controlof intensityhasbeenover-
riddenby otherplaybacks.

The Playback Bar

Figure 17.5. The Playback Bar

ThePlaybackBar is locatedat thebottomof theleft touchscreen,giving feedbackfor each
master;seeFigure17.5,“The Playback Bar” . For eachmaster, thePlaybackBardisplaysthe
following information:

• If themasteris empty, its numberis shown. Consolemastersarenumbered1
to 10,while mastersonplaybackwingsarenumbered1/1 to 1/10for thefirst
wing, 2/1 to 2/10for thesecondwing, andsoon.

• Thenumberandnameof thecuelist.This is shown in blueif themasterhas
beenheldoverafterapagechange;seeOptionsWhenChangingPage
(p.290).Thenameandnumberwill appearin lavenderif themasteris from a
templatepage;seeTheTemplatePage (p.296).

• Thecurrentcueandits overall time.Whenthecueis running,it is displayed
in greentext andthetimecountsdown. If thecuelisthasbeenreleased,then
.... is displayed,with thenext cueshown below.

• Thenext few cuesandtheir times.If youwantto seemorecues,click anddrag
thetopof thePlaybackBarupwardsto make it larger.

• Themasterlevel asapercentage.If themasteris below 100%,thena redbar
appearsindicatingthelevel. It is possiblefor thepositionof thephysicalfader
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to bedifferentto themasterlevel of thecuelist,in whichcasetheverticalbar
will beblue;seeMatchingLevelsWhenChangingPage (p.292).

• Whetherthecuelistis achase.If it is, thenits ratein BPM is shown; seeUsing
a Cuelistasa Chase(p.276).

• Any optionssetfor thecuelist.Thesymbolsusedareshown below.

DescriptionSymbol

The cuelist is working under the HTP rule.

The cuelist is set to Persist on Override. See
Changing a Cuelist's Priority (p.267).

The cuelist is set to Release on Other Go. See
Releasing on Another Go (p.257).

The cuelist has a high priority. See Changing a Cuelist's Priority (p.267).

The cuelist has a low priority. See Changing a Cuelist's Priority (p.267).

The scene uses the master as an IPCB fader. Note that this applies to
scenes only.

The cuelist uses the master as a manual fader. See
Manually Crossfading Cuelists (p.275).

Using the Playback Bar with Playback Wings

Whetherwingsareconnectedor not,multiplePlaybackBarscanbedisplayedusingtheWings
paneof theControlPanel.Youcandragtheseanddockthemat theedgeof anexternaldisplay
placedadjacentto thewing, to makecross-referencingthescreendisplayandthephysicalwing
playbackcontrolseasier.

If yourexternaldisplayis setto aresolutionhigherthan1024x768,youcandragtheendsof the
PlaybackBar to ‘stretch’ it to betteralignwith thespacingof thecontrolsof thewing.

For informationonaddingandsettingupplaybackwings,seeAddingPlayback Wings(p.82).

17.4.2 Cuelist Feedback

Youcanview in detailtherunningof thecuesof aspecificcuelistby openingthecuelistwindow
(seeFigure17.6,“The CuelistWindowwith a CueRunning”):

• Open + Choose

Or:

• Doubleclick thePlaybackBarabove therequiredcuelist.

Or:

• Open + [List 1] : selectthecuelistfrom thecuelistdirectory.
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Figure 17.6. The Cuelist Window with a Cue Running

Thecurrentcueis displayedwith anarrow in thewait columnof thecuelist,whentriggeredthe
arrow turnsgreenandtheletterR(for Running)is displayed;thecue'sprogressis indicatedby
thepercentagecompletedin thesamecolumn.Pausingacuewill turnthearrow redandtheletter
H(Halted)is displayed.

Customising Cuelist Feedback

Thereareseveralview optionsselectedby buttonsat thetopof Cuelistwindow:

• Play Controls: displaysalternativeplaycontrolsat thetopof theCuelistwin-
dow. Theseareusefulfor runningvirtual masters,seeUsingCuelistPlay
Controls to Playa Master(p.263).

• View Cue: opensthecurrentcue(asdenotedby anarrow in thewait column)
in aneditor.

• Follow Cue: selectingFollow Cue from thetopof theCuelistwindow will
makethelist of cuesscrolltokeepthecurrentcuein view asthecuesareplayed
back.

• Follow Chosen:duringplayback,youmaynotwantto havemultipleCuelist
windowsopen.SelectFollow Chosen from thetopof any Cuelistwindow so
Hog4OSautomaticallydisplaysthecuelistof thecurrentlychosenmaster. If
Follow Chosenis off, thesamecuelistwill alwaysbeshown in thewindow ir-
respectiveof thechosenmaster.

• View Timecode:turn thedisplayof timecodeinformationonor off.

17.4.3 The Output Window

TheOutputwindow displaystheoutputvalueof all parameterscontrolledby Hog4OSfrom all
cuelists,virtual cuelists,scenes,theProgrammerandothereditors,andparkedparameters.It
providesanaccurateindicationof thestatusof sharedparametervalueswhenmultiplecuelists
arerunningsimultaneously;seeFigure17.7,“The OutputWindow”.

To opentheOutputwindow:

• Pressandhold theOpen key, thenselectOutput from theMain Toolbar.

Or:
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• SelectOutput from theView Toolbarat thetopof theleft handtouchscreen.

Figure 17.7. The Output Window

TheOutputwindow by default displaysraw parametervalues;youcanconfigureit via buttons
at thetopof thewindow to displayoutputinformationin thefollowing ways:

• Values:displaystheraw parametervalues.

• Effects: displaysthebasevaluebeforetheeffect is applied,alongwith aper-
centageindicationof theeffect cycle.

• Sources:displaysthesourcethatcurrentlyhascontrolof aparameter, for ex-
ample,theProgrammeror acuelistandcuenumber.

• Show Palettes:aswith sources,displaysthepalettethatis supplyingthepara-
metervalue.

• Compact: Compactsthedisplayof informationin thewindow; seeCompact
Mode(p.41).

Crossfadingvalueswill appearin theOutputwindow in thefollowing colors:
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17.4.4 The Levels View Window

TheLevelsView window displaystheoutputvalueof all intensitiescontrolledby Hog4OSfrom
all cuelists,virtual cuelists,scenes,theProgrammerandothereditors,andparkedparameters.
It providesanaccurateindicationof thestatusof sharedintensityvalueswhenmultiplecuelists
arerunningsimultaneously;seeFigure17.8,“The LevelsView Window”.

To opentheLevelsView window:

• Pressandhold theOpen key, thenselectLevels from theMain Toolbar.

Figure 17.8. The Levels View Window
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TheLevelsView window bydefaultdisplaysraw intensityvalues;youcanconfigureit viabuttons
at thetopof thewindow to displayoutputinformationin thefollowing ways:

• Values:displaystheraw parametervalues.

• Source:displaysthesourcethatcurrentlyhascontrolof anintensity, for ex-
ample,theProgrammeror acuelistandcuenumber.

• Show Palettes:aswith source,displaysthepalettethatissupplyingtheintensity
value.

Crossfadingvalueswill appearin theLevelsView window in thefollowing colors:

17.5 Advanced Playback

17.5.1 Changing Playback and FX Rates

Youcanaltertheplaybackandeffectsratesof amaster(cuelist,scene,chase)in two ways:

• Holding chooseand adjusting the encoderwheels:Whenyouholddown a
Choose key, youcanusetheparameterwheelsto controltheplaybackandef-
fectsratesfor theselectedmaster. Any ratesyouchangearestoredandwill
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persist.Youcanalsosetthis ratein theCuelistOptionswindow, andyoucan
setthedefault ratefor new cuelistsin Setup → Preferences → Cuelist.

• Using the RateWheel: Thewheellocatedontheleft handsideof theconsole
is known astheratewheel.Theratewheelallowsusersto make temporary
modificationsto thestoredplaybackandeffectsratesfor thechosenandselected
masters.To toggletheratewheelmode(playback,effect,none)presstherate
key locatedbelow theratewheel.Theratewheel'smodeis displayedon the
mainplaybackbar. Moving theratewheelin theupwarddirectionwill increase
theselectedratewhile moving thewheelin thedownwarddirectionwill
descreasetheselectedrate.Tocleartheratewheel'smodificationsfor theactive
ratemodeof theratewheelpresstherestorekey locatedabovetheratethruster.
To permantentlystoretheratewheel'smodificationsholdthepig key andpress
therestorekey. Any ratethrustermodificationsthatarenot storedwill belost
whenthemasteris released.

17.5.2 Scaling the size of Effects

Youcanscalethesizeof theeffectscontrolledby amaster(cuelist,scene,chase)by holding
chooseandadjustthethird encoderwheel.Changesmadeto amaster'seffectssizearestored
andwill persist.Youcanalsosettheeffect sizescalingin theCuelistOptionswindow, andyou
cansetthedefault effect sizevaluefor new cuelistsandscenesin Setup → Preferences →
Cuelist.

17.5.3 Manually Crossfading Cuelists

Youcanassignany cuelistto beoperatedmanually, allowing youto performthecrossfadesfrom
onecueto thenext manuallyusingthefader. Onceacuelist'sManualFadeoptionis selected,
theMaster'sfaderwill no longercontrolintensitybut insteadthecrossfadeprogressof all para-
metersfrom thecurrentcueto thenext; startingwhenmovedfrom any endstop,finishingwhen
theoppositeendstopis reached.

If youselectManualFadermodewhenthefaderis at50%,amanualfadecannottakeplaceuntil
thefaderis movedto andthenfrom anendstop,furthermovesfrom endstopswill manually
work throughthecuelistsequentially.

To assignacuelist'sManualFadefunction:

1. Open + Choose → Options → Master

2. SelectManual Crossfader from theFadermenu:
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Manualcrossfademodewill beindicatedonthePlaybackBarabovetheselec-

tedmasterby .

Tip

You can still run cues to time when manual fader mode is selected by
pressing the master's Go key. Note that you have no individual fader
control of intensity and accidentally moving a fader will start to run the
next cue manually.

17.5.4 IPCB Faders

Youcanadjusttheoutputvaluesof any intensity, position,colourorbeamparameterinformation
in any cuelistby assigningits faderasa IPCB fader.

To assignacuelistto usetheIPCB faderfunction:

1. OpentheProgrammer from theMain Toolbar. In theProgrammerselectthe
fixturesandparametersthatyouwish to adjustwith thefader, thenassigna
maximumlevel.

2. Record 1 Enter : recordthecueto thechosenmaster.

3. Pig + Choose → Playback Options : opentheoptionswindow for thecuelist's
master.

4. In theMaster pane,selectIPCB Crossfader fromtheFader dropdownmenu.

Youcannow adjustthevalueof theparameterscontainedin theIPCB fadercueby adjusting
themaster’s faderlevel.

17.5.5 Using a Cuelist as a Chase

Youcanuseacuelistto makeachase.Any wait timesareignored,andeachcuebecomesastep
in thechasewheretherateis setin BeatsPerMinute(BMP).

To useacuelistasachase:

1. Open + Choose → Options → Cuelist

2. SelectIs a Chase:
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ThePlaybackBardisplaysChase andtherate(whichdefaultsto 120bpm):

Eachcuestepis by defaultequivalentto abeat,soto setachasethatadvanceseverysecondthe
rateneedsto be60bpm.By holdingdown themaster'sChoose key youcanmodify thechase
rateandcrossfadetimeson theparameterwheels:

WhenyouselectIs a Chase theCuelist paneof thePlayback Options window, thefollowing
chaseoptionsappear:

• ChaseRate: thespeedof thechasedefinedin BeatsPerMinute (bpm).

• Crossfade:theamountof eachstepthatacrossfadeisactivefor, asapercentage.

• StepLength: bydefaulteachcuestepis theequivalenttoabeat.Thisishelpful
whenyouentera rateusingTapSync,but thenwish thechaseto stepathalf
or doublespeed.For moreonTapSync,seeAdjustingChaseRatewith Tap
Sync(p.279).

• Dir ection: four directionsareavailable:Up,steppingupthroughcuenumbers;
Down, steppingdown throughcuenumbers;Random,steppingrandomly
throughcuenumbers;andBounce,steppingupthendownthroughcuenumbers.
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Youcanalsoconfigurethefollowing loop typesin theCuelist paneof thePlayback Options
window:
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• Continuous: thechasestepsindefinitelyuntil pausedor released.

• StopOn Last: thechasestopsat thelastcuein thecuelistuntil releasedor
triggeredagainwith aGo.

• ReleaseOn Last: thecuelistchaseis releasedwhenit reachesthefinal step.

• StopOn First: thechasecompletesonecycleandstopson thefirst cueuntil
triggeredagain.

If any loop typeotherthancontinuousis chosenthenyoucanassignthenumberof cyclesthe
chasecompletesbeforetheloopbehaviour is actioned.SelectingRelease on Stop releasesthe
chasecuelisteitherwhenit stopsbecauseof anactionedloopbehaviour or becauseof amanual
stopusingtheHalt key.

Tip

The Playback Options of a master can be quickly accessed by holding Pig
and pressing the master's Choose key.

Adjusting Chase Rate with Tap Sync

A cuelistchasecanbemanuallysync'edto abeat,suchasapieceof music,usingTapSync.
Oncesync'edHog4OSmaintainsthechaserateuntil anew oneis assigned.

To adjusttherateof achaseusingTapSync,holddown theChoose key of themasterthechase
is attachedto, while pressingthemaster'sGokey repeatedlyto therequiredbeat.Hog4OSwill
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learnthespeedof thechasefrom you,in aminimumof two beats;afterthis,youcanreleasethe
Choose key.

Notethatyoucanonly useTapSyncwith chasesloadedontophysicalmasters,notvirtual ones.

17.5.6 Cuelists and Tracking

Youcandefinehow acuelistdealswith trackingin theCuelist paneof thePlayback Options
window (shown in Figure17.4,“The CuelistPaneof thePlayback OptionsWindow”):

• Open + Choose → Options → Cuelist

Theoptionsare:

NotesDefaultOption

Use this to run the cuelist without tracking. Any
parameter that has no value in a cue will go to its
default value, rather than tracking through from
the previous cue.

OffCue Only

Determines whether parameter values track from
the end of a loop back to the beginning. See
Tracking Through Loops (p.219) for a full descrip-
tion.

OffTrack Through Loops

17.5.7 Triggering Automatic Tasks When a Cue Runs

YoucanuseTriggerMacrosto performavarietyof taskswhenacueruns.Macrosaresimple
text instructionsplacedin thecue'sMacro cell:

1. Open + Choose : opentheCuelistwindow.

2. SelecttheMacro cell for thedesiredcue,andpressSet.

3. Typein theMacrocommand,thenpressEnter.

For a full descriptionof theavailablemacrocommands,seeMacros(p.329).

Tip

You can display a list of available commands on the console by selecting
the Macro cell in the Cuelist window and pressing the Set key.

Tip

You can enable trigger macros to occur when using the Back key to go
backwards through a cuelist. See Configuring Master Controls (p.285).
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17.6 Grand Master

TheGrandMasterinhibits theintensitiesof all fixtureson theconsole,includingthosewithin
theProgrammer. ParkedintensitiesareNOT effectedby theGrandMasterlevel.

17.6.1 GM Key

SincetheNanoHog4 andRoadHog4 consolesdonothaveadedicatedGrandMasterfaderit
is possiblethatyoucanwrite acuelistover thegrandmasterportionof theplaybackbar. When
youdo this fader1 andit's correspondingflashkey will no longeractasacontrolfor theGrand
Masterbut ratherasacontrolfor theassignedcuelistonthatmaster. However, youcanstill access
theGrandmasterby holdingdown theGM key. Thisallowsyouto accesstheGrandMasterwhen
anormalmasteron thecurrentpageis obscuringit. TheGM key LED shows thestateof the
GrandMaster:

• Off: GrandMasteris at100%.

• On: GrandMasteris at0%.

• Slow flashing: GrandMasteris between0 and100%.

If youusetheGM key in conjunctionwith fader1 on theconsoleto changetheGrandMaster
level, it is possiblefor thepositionof thephysicalfader1 to bedifferentfrom theGrandMaster's
actualstoredlevel. If thishappensthenwhentheGM key is helddown theGrandMasterlevel
will beshown on thein blueandthelevel of thephysicalfader1 will beshown asa reddot.To
rematchthelevelsandcapturetheGrandMaster'slevel with thephysicalfaderyoumustmove
thefaderuntil it is at thesamelevel asthebluebar;at thispoint thefaderwill takecontrolof
theGrandMasterlevel in thenormalway.

17.6.2 DBO Key

TheDBO key abovetheGrandMastertogglestheconsolebetweendeadblackoutandthegrand
master'slevel. WhenyouengagetheDBO key it will light up in redandall fixture intensities
will berestrictedto 0%with theexceptionof parkedintensities.WhenyoudisengagetheDBO
key its redlight will turnoff andtheGrandmasterfaderwill regaincontrol.

17.6.3 Flash key below the Grand Master

TheFlash key below theGrandMasterfaderis anon-latchingkey thatcanbeassignedin the
userpreferenceswindow to sendthegrandmaster'slevel to zero,to full, or to whichevervalue
is opposingthegrandmaster'scurrentfaderposition.
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17.7 Inhibitive Masters

Inhibitivemastersallow you to limit theintensityof agroupof fixtures.If theinhibitivemaster
is at full, thenthefixturesthatit controlswill beat thelevel determinedby theplaybacks,Pro-
grammer, andsoon.As theinhibitivemasterlevel is reduced,thefixture intensitieswill bere-
ducedin proportion.For example,if youhavefour fixturesat0%,50%,80%and100%in acue
thatis beingoutput,andthesefixturesarealsoin aninhibitivemaster, thenthelevelswill change
asfollows:

4321Fixture:

10080500Master at 100%

5040250Master at 50%

0000Master at 0%

PressingtheFlashkey of aninhibitivemasteris thesameasmomentarilychangingits fader
level to 0%,takingall fixture intensitiescontrolledby theinhibitivemasterto 0%.Intensity
valuesarerestoredwhenyou releasethekey.

To createaninhibitivemaster:

1. Recordagroupcontainingtherequiredfixtures.SeeRecordingGroups(p.149).

2. Group, Group : opentheGroupDirectory.

3. Selecttherequiredgroup.To ensureyoudon'tselectthegroupin theProgram-
meror editor, enabletheGuardbuttonin theGroupDirectory, or pressand
hold thePigkey while selectingthegroup.

4. Move, Choose : move thegroupto therequiredmaster.

Or, usingthecommandline:

1. Recordagroupcontainingtherequiredfixtures.

2. Group [group number] Move Choose

ThePlaybackBarwill show thegroupnameabove thechosenmaster. Whenthemasterlevel is
lessthan100%,thePlaybackBarwill alsodisplayabarshowing thelevel. WhentheFlashkey
is pressed,thePlaybackBarwill displayBO; seeFigure17.9,“The displayof InhibitiveMasters
on thePlayback Bar” .
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Figure 17.9. The display of Inhibitive Masters on the Playback Bar

17.8 Configuring Playback Controls

For eachcuelistandsceneyoucanconfigurehow theplaybackcontrolswork. For exampleyou
can:

• AssignthemasterGo key to asserttheselectedcuelistover3 seconds.

• AssignthemainHalt/Back key to Halt theselectedcuelistwith theoptionto
‘Releaseif alreadyhalted’.

• AssigntheFaderto beamanualcrossfaderratherthananintensityfader.

• AssigntheFlash key to only flashto 50%andto Go thecuelist.

To assignthefunctionof eachcontrol,togetherwith any associatedoptions:

1. Open + Choose : opentheCuelistwindow.

2. Options : opentheOptionsfor thecuelist.

3. UnderControls, selecttheMaster or Main Controls pane;seeFigure17.10,
“The Masterpaneof theCuelistOptionswindow” andFigure17.11,“The
Main Controlspaneof theCuelistOptionswindow”.

4. Selecttheactionyouwantcontrolstohavefromthecorrespondingdrop-down
list, togetherwith any options.

5. PressOK whenyouhavefinished.
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Tip

Holding down the PIG key while pressing any one of a
master's playback keys will release that playback regard-
less of the function assigned to that key.

Figure 17.10. The Master pane of the Cuelist Options window
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Figure 17.11. The Main Controls pane of the Cuelist Options window

17.8.1 Configuring Master Controls

Whenyouconfiguremastercontrols,thesesettingsarepartof thecuelistandwill beappliedto
themasterthatthecuelistis on.Theconfigurationoptionsfor themastercontrolsareshown in
thefollowing tables:
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The Master Go and Master Halt keys

Options and NotesFunction

Disables the controlNone

Asserts the master. Deselect Use default cuelist time to enter your
own assert time for the master, overriding the cuelist's assert time.

Assert

Releases the master. Deselect Use default cuelist time to enter your
own release time for the master, overriding the cuelist's release
time.

Release

Go's the master. Deselect Use default cuelist time to enter your own
fade time for the master, overriding the cuelist's time.

Go

Halts the master, stopping any fades that are in progress. Select
Use Fade Time to use the previous cue’s fade time when going
backwards instead of the cuelist’s Back Time. Select
Trigger Cuelist Macro to trigger the previous cue's macro when going
backwards.

Halt

Reverses the currently running crossfade. Deselect
Use default cuelist time to enter your own back time for the master,
overriding the cuelist's back time.

Back

Goes to the first cue in the cuelist.Restart

Enters the Goto command into the command line, so that you can
enter a cue number and press Enter to go to that cue.

Goto cmdline

Enter a cue number to go to in the Target Cue cell. Deselect
Use default cuelist time to enter your own fade time, overriding the
cue's time.

Goto

Go instantly to the next cue.Skip forward

Go instantly to the previous cue.Skip back

The Fader

Options and NotesFunction

Disables the controlNone

The fader controls fixture intensities being output by the master.

Press Go Off Zero to Go the next cue when the fader is moved above
zero.

Press Release At Zero to release the master when the fader is moved
down to zero.

I Fader

The fader control cues manually: move the fader to the bottom to
‘pick up’ the next cue, then move it up to start the crossfade.

Manual cross-
fader
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The Flash key

Options and NotesFunction

Disables the controlNone

The Flash key brings the fixture intensities currently controlled by
the master to their full level, determined by the cuelist or scene on
the master. This is equivalent to momentarily bringing the fader to
full.

You can enter a percentage level for the Flash function. If this is less
than 100%, fixture intensities will be reduced in proportion when
the Flash key is pressed.

Press Go On Flash to go the master when the Flash key is pressed.

Press Release on Off to release the master when the Flash key is
released.

Press Solo to have the intensity outputs of all other masters taken
to zero when the Flash key is pressed.

If you select Latching, the action of the Flash key is maintained until
it is pressed a second time.

Flash

17.8.2 Configuring the Main Controls

Whenyouconfigurethemainplaybackcontrols,thesettingsarepartof thecuelistandwill be
appliedwheneveryouselecttheChoose key for themasterthatthecuelistis on.Theconfigur-
ationoptionsfor themaincontrolkeys areshown in thefollowing table:
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The Assert, Release, Goto, Skip Forwards, Skip Backwards, Main Halt and
Main Go keys

Options and NotesFunction

Disables the controlNone

Asserts the chosen master. Deselect Use default cuelist time to
enter your own assert time, overriding the cuelist's assert time.

Assert

Releases the chosen master. Deselect Use default cuelist time to
enter your own release time, overriding the cuelist's release time.

Release

Go's the chosen master. Deselect Use default cuelist time to enter
your own fade time, overriding the cuelist's time.

Go

Halts the chosen master, stopping any fades that are in progress.Halt

Reverses the currently running crossfade on the chosen master.
Deselect Use default cuelist time to enter your own back time,
overriding the cuelist's back time.

Back

Goes to the first cue in the cuelist on the chosen master.Restart

Enters the Goto command into the command line, so that you can
enter a cue number and press Enter to go to that cue on the chosen
master.

Goto cmdline

Enter a cue number to go to in the Target Cue cell. Deselect
Use default cuelist time to enter your own fade time, overriding the
cue's time.

Goto

Go instantly to the next cue on the chosen master.Skip forward

Go instantly to the previous cue on the chosen master.Skip back
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Section 18: Pages

18.1 How Pages Are Used

Pagesallow you to predefinelayoutsof cuelists,scenesandinhibitivemasters,sothatthey can
beloadedquickly on to theavailableplaybackmasters.

For aconcert,for example,cuelistscanbeorganizedin onepagepersong,sothatbeforeeach
performanceit is possibleto re-arrangethepagesto reflectthecurrentrunningorderof thesongs.
Onecuelistcanbeusedseveraltimeswithin apageor onseveralpages,or it canbeuniqueto a
specificpage.A templatepagecandefinecertainmastersto bethesameoneverypage.

18.2 Creating a New Page

Selectingapagethatcurrentlydoesnotexist will automaticallycreateablankpageandloadit
ontothemasters.Cuelists,scenesandinhibitivemasterscanthenbeassignedto themasterson
thenewly createdpage.

To createanew page:

1. Open + Page : opensthePageDirectory.

2. MakesurethatGuard is not selectedin thePageDirectory, otherwiseyou
will notbeableto createanew pageusingthismethod.

3. Pressabuttonin thePageDirectorywhereyouwantto createthenew page.
A new, blankpageis created.

4. Set [name] Enter : namethepage.

Or, usingthecommandline:

1. Page [number] Enter : anew, blankpageis created.

2. Set [name] Enter : namethepage.

» Important

When you create a new, blank page, it is automatically loaded onto the
physical playback masters. By default, any cuelists, scenes and inhibitive
masters that were previously loaded will be released, and their contents
will no longer be output from the console. You can change this behaviour;
see Options When Changing Page (p.290).
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18.3 Changing Page

Changingthepageloadsadifferentsetof cuelists,scenesand/orinhibitivemastersontothe
physicalplaybackmasters.Youcando this in severalways:

• PresstheNext Page key to go to thenext pagein thePageDirectory. To go
to thepreviouspageholdPig andpressNext Page.

• Usingthecommandline : Page [number] Enter.

• Selectthedesiredpagefrom thePageDirectorywindow. CheckthattheGuard
buttonin thedirectorywindow is not selected.

• Useamacrowithin acuelist;seeMacros(p.329).

• Seta trackballkey to selectthenext page;seeTrackball Keys(p.92).

Thecurrentpageis shown in thestatusareaat theright handendof theCommandLine Toolbar:

Tip

You can control which page loads next when you use Next Page to change
pages by having the pages in the desired order in the Page Directory.
See Copying and Moving Pages (p.295).

18.3.1 Options When Changing Page

Whenyouchangepage,therearethreeoptionsfor whathappensto any cuelists,scenesor inhib-
itivemastersthatarestill active:

• ReleaseAll: releasesall cuelists,scenesandinhibitivemastersontheold page
andreplacesthemwith thecuelistson thenew page.

• Hold Over If Active: keepsactivecuelists,scenesandinhibitivemastersfrom
theold pageon theirmaster, until you releasethem.They arethenreplaced
with thecontentson thatmasteron thenew page.

• Leave In Background: leavestheold cuelist,sceneand/orinhibitivemaster
active in thebackground,andattachesthenew oneto themaster. To getto the
backgrounditem,gobackto thepagethatit is on.On theHog4 Consolethe
built-in motorizedfaderswill automaticallyadjustthemselvesto matchthe
master'sstoredlevel.
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Tip

You can think of changing pages using the Leave In Background option
as being similar to having one very long page, and moving the masters
to ‘look’ at different sections of it.

A furtheroption,RememberFaderValues,allowsapage'sfaderlevelsto berestoredbackto
wherethey werethelasttime thepagewasloaded.If thephysicalfadershavemovedthenthe
motorizedfaderson theHog4, Full Boar4, MasterWing 4, andPlaybackWing 4 will move to
matchthestoredvalues.TheRoadHog4,Hog4 Nano,andothernon-motorizedfaderhardware
arenot capableof moving their fadersto matchthestoredvaluesoablue"unlockedfader"bar
will appearto show thedifferencebetweentherestoredvalueandtheactualphysicalpotionof
thefront panelfader;seeMatchingLevelsWhenChangingPage (p.292).

By default,ReleaseAll andRememberFaderValuesareselectedfor new pages,but youcan
changethis in theUser Preferences window:

• Setup → Preferences → Misc : seeFigure18.1,“The Miscpaneof theUser
Preferenceswindow”.

Figure 18.1. The Misc pane of the User Preferences window

If youwantto holdoveraparticularcuelist,sceneor inhibitivemasterwhenchangingpage,hold
themaster'sChoose key whenchangingthepage.Theitem'snamein thePlaybackBarwill
haveabluebackgroundto indicateit is in holdovermode.
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To removeaheldovermastersimply releaseit andthecuelist,sceneor inhibitivemasterfor
thatmasteron thenew pagewill replaceit (if thereis one).

18.3.2 Matching Levels When Changing Page

WhenyouchangepageusingLeave In Background,it is possiblefor theactualpositionof the
physicalmasterfadersto bedifferentto thestoredmasterlevel of thecuelist.For example,if
youhave thephysicalfaderat100%while onPage1, thengo to Page2 andreducethephysical
faderto 50%,andthengobackto Page1 theconsolemustresolve thedifferencebetweenthe
storedvalueof themasterandthenew physicalpositionof thefader; seeFigure18.2,“Matching
LevelswhenChangingPage” . If this situationhappensonaHog4 or Full Boar4 consolethe
built-in motorizedfaderswill automaticallyadjustthemselvesto matchthemaster'sstoredlevel.
ConsolesuchastheRoadHog4 andHog4 Nanothatdonot featuremotorizedfadersor for
connectedwing hardwarethatdoesnot featuremotorizedfaders,themasterlevel of thecuelist
will beshown on thePlayback Bar in blue,togetherwith a reddot showing thephysicalfader
position.Thisstateis known ashaving thefader"unlocked".To "relock" (rematch)thelevels,
movethefaderuntil it is at thesamelevel asthebluebar;at thispoint thefaderwill takecontrol
of thecuelistmasterlevel in thenormalway.

Figure 18.2. Matching Levels when Changing Page
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18.3.3 Restoring Activity When Changing Pages

Youcantriggercuesto goandassignmastersto specificfaderlevelswhenchangingpageby
usingRestoreActivity. To do this,youcapturethedesiredactivitiesasamacro,which is later
executedwhenthepageis loaded.

To capturepageactivity:

1. Page + Open : openthePageDirectory.

2. Goto thedesiredpage,andassignthepageactivity: youcanplaybackcuelists
andscenes,andsetfaderlevels.For example,Master1 Go,Master4 at50%,
Master8 at25%.

3. SelectCapture Activity from thePageDirectoryto storetheactivity asa
macrofor thepage.

To directlyedit apage'smacro:

1. Page + Open : openthePageDirectory.

2.
Select to changeto thespreadsheetview.

3. SelecttheMacro cell andpresstheSet key. Typein themacroyou require,
andpressEnter.

For detailsof themacrosyntax,seeMacros(p.329).

Tip

You can display a list of available macro commands on the console by
selecting the Macro cell and pressing the Set key.

To clearthemacro:

1. Page + Open : openthePageDirectory.

2.
Deselect to changeto thebuttonview.

3. Rightclick on thepageandselectClearActivity Macrosfrom thecontextual
menu.

Similarly, youcanenableor disableRestoreActivity withoutdeletingthemacroitself by right

clickingonthepageandselectingfromthecontextualmenu.A iconwill appearasareminder
thatRestoreActivity is on.
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18.4 Modifying Pages

Youcancopy or movecuelists,scenesandinhibitivemastersto apage,or removethem,aswell
asclearingthewholepage.If youchangewhichcuelists,scenesor inhibitivemastersareassigned
to thecurrentpage,thenthatassignmentwill automaticallyberecordedaspartof thepage.
Changesmadeto cuelists,scenesandinhibitivemasters(suchaseditingtheir contents)remain
with thatitem,andnotwith thepage.

18.4.1 Copying Lists, Scenes and Inhibitive Masters to a Page

Copying acuelistto apagecreatesanew cuelistwhich is independentof theoneit is acopy of.
Any changesmadeto thisnew cuelistwill noteffect theoriginal cuelist.To copy anexisting
cuelistto apage:

• List 2 Copy Choose : copiescuelist2 to theselectedmaster.

Youcanalsocopy acuelistfrom onemasterto another:

1. Choose : presstheChoosekey of themasterwith thecuelistyouwantto
copy.

2. Copy

3. Choose : presstheChoosekey of themasteryouwantto copy thecuelistto.

Youcancopy scenesandinhibitivemastersin thesameway.

18.4.2 Moving Lists, Scenes and Inhibitive Masters to a Page

Movingacuelisttoapagedoesnotcreateanew cuelist,sochangesmadeto thecuelistwill affect
all otherusesof thatcuelistonotherpages.To moveanexistingcuelistto apage:

• List 2 Move Choose : movescuelist2 to theselectedmaster.

Youcanalsomoveacuelistfrom onemasterto another:

1. Choose + Move : presstheChoosekey of themasterwith thecuelistyou
wantto move.

2. Choose : presstheChoosekey of themasteryouwantto movethecuelistto.

Youcanmovescenesandinhibitivemastersin thesameway.

18.4.3 Removing Lists, Scenes and Inhibitive Masters from a Page

To removeacuelist,sceneor inhibitivemasterfrom apage:

• Delete + Choose
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Notethatthiswill only removetheitemfrom themaster;theitemwill not itself bedeletedfrom
theshow.

18.4.4 Clearing Lists, Scenes and Inhibitive Masters from a Page

To clearall cuelists,scenesandinhibitivemastersfrom thecurrentpage:

1. Open + Page : opensthePageDirectorywindow.

2. PressClear Current Page in thePageDirectory.

Notethatclearingthecurrentpagewill remove itemsfrom themasters;theitemsthemselves
will notbedeletedfrom theshow.

» Important

When you clear the current page, any cuelists, scenes and inhibitive
masters that were previously loaded onto the physical masters will be
released, and their contents will no longer be output from the console.

18.5 Copying and Moving Pages

Youcancopy andmovepages:

1. Open + Page : openthePageDirectory.

2. MakesurethattheGuard buttonis selected,otherwisepressingadirectory
buttonwill activatethepage,ratherthanjust selectingit.

3. [Page 1] Copy [Page 3] : copiesPage1 to Page3.

Similarly, usingthecommandline:

• Page 2 Move Page 4,Enter : movesPage2 to Page4.

Tip

The order of the pages in the directory determines which page you get
when changing pages using the Next Page key. You can copy and move
your pages so that they appear in the correct order for your show. You
can then go through the performance using Next Page rather than select-
ing from the directory.

18.6 Deleting Pages

To deleteapage:
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1. Page 1 Delete

2. Click OK to confirmthedelete.

Youcandeletea rangeof pages:

1. Page 1 Thru 4 Delete

2. Click OK to confirmthedelete.

Notethatyoucannotdeletethecurrentpage.Deletingapagedoesnotdeletecuelistsor scenes
from theshow.

Tip

If you prefer not to be asked to confirm the delete action, select Don't
Ask Me Again in the confirmation window. You can reenable the confirm-
ation by going to Setup → Preferences → Programming and selecting
Confirm before deleting directory items.

18.7 The Template Page

Thetemplatepagespecifieswhichcuelistswill appearonspecificmastersfor everypagewithout
physicallyhaving to loadthemontothesamemastersonall pages.For example,youcouldhave
aprimarycuelistcontainingthecommonlyusedcuesof theshow, whichyouwantavailableon
thesamemaster, regardlessof whichpageyouareon.Whenyoumove thiscuelistto amaster
on theTemplatepage,it will thenappearon thesamemasterof all pages.If anormalpageand
a templatepagehaveacueliston thesamemaster, thenormalpage'scuelistwill overridethe
templatepage'scuelist.

To makeapageinto thetemplatepage:

1. Open + Page : opensthePageDirectorywindow.

2. Right-clickon thepage,andselectSet As Template Page from themenu.

To turnoff thetemplatepage,right-click onthetemplatepageandselectClear Template Page
from themenu.Therecanonly beonetemplatepage;assigninganew templatepagewill restore

thepreviousoneto anormalpage.Thetemplatepageis shown by a symbolin thedirectory
window.

Sincethetemplatepagetypically doesnotrelateto aspecificportionof yourproduction(asong
for example),templatepagesarenever loadedfrom theNext Pagekey. Whencycling through
pageswith thiskey, thetemplatepagewill beskipped.Youcanalwaysdirectlyloadthetemplate
pageusingeitherthepagedirectoryor thecommandline.

Cuelists,scenesandinhibitivemastersthatappearonamasterof apagebecausethey originate
from thetemplatepageareshown in blueon thePlaybackBarby default; seeFigure18.3,
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“Playback Bar with Master10 loadedfromtheTemplatePage” . Youcanturn thisoff in Setup
→ Preferences → Misc by deselectingHighlight Template.

Figure 18.3. Playback Bar with Master 10 loaded from the Template Page

If thetemplatepageis thecurrentpage,theentirePlaybackBar, includingemptymasters,are
alsoshown in blue;seeFigure18.4,“The Playback Bar with theTemplatePage loaded”.

Figure 18.4. The Playback Bar with the Template Page loaded
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Section 19: Command Keys

CommandKeysareuser-createdsinglebuttonexecutersthattriggerexistingshow objectsinclud-
ing palettes,groups,views,lists,scenes,andkeystrokemacros.Commandkeysarestoredin the
commandsdirectoryandarealsoaccessableusingthe12functionkeysonthefront panelof the
console(whenthefunctionkeysaresetto commandmode).To togglethefunctionkeysbetween
kind modeandcommandmodeholddown Pig andpressEnter. Themodeof thefunctionkeys
is displayedonthemaintoolbar(KIND / CMD). To openthecommanddirectoryholdtheopen
key andpressthe"Commands"buttonon themaintoolbar.

19.1 Creating Command Keys

Commandkeys arecreatedby usingthe"move" syntaxof theconsoleto assignexistingshow
objectsto emptycellsin thecommandsdirectoryor to blankfunctionkeys on thefront panel
(whentheconsole'sfunctionkeysaresettoCMD mode).Pleasenotethattheoriginalshow objects
arenotactuallybeingmoved.

Hereis anexampleof how to createacommandkey for cuelist1:

1. List 1

2. Move

3. Pressany emptycell in thecommanddirectoryor pressany emptyfunction
key onthefrontpanel(if theconsole'sfunctionkeysaresettocommandmode)

Tip

When command keys are created they automatically inherit the name
and color-coding of the show object that they are linked to. Changing the
name or color-coding of a command key will change the name and color-
coding of the show object it is linked to and vice-versa.

19.2 Copying, Moving, and Deleting Command Keys

Commandkeys canbecopied,moved,anddeletedusingboththecommandsdirectoryandthe
functionkeys on thefront panel(whentheconsole'sfunctionkeys aresetto commandmode).

To deletea commandkey: Pressandholddelete;thenpressacommandkey onthefront panel
or in thecommandsdirectory.

To movea commandkey: Pressandholdmove; thenpressacommandkey on thefront panel
or in thecommandsdirectory;afteryoureleasethemovekey pressany emptycommandkey on
thefront panelor emptycell in thecommandsdirectory.
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To copya commandkey: Pressandholdcopy; thenpressacommandkey on thefront panel
or in thecommandsdirectory. afteryou releasethecopy key pressany emptycommandkey on
thefront panelor emptycell in thecommandsdirectory.

19.3 Changing the Action of a Command Key

Theactionthatoccurswhenacommandkey is pressedcanbeconfiguredby viewing thecom-
mandsdirectoryin spreadsheetview andeditingthe"Action" cell.

Figure 19.1. Command directory in list view; selecting an action

Not all commandkeyshavethesameactionoptions.Thelist of availableactionsfor aCommand
Key dependson thecapitiblitiesof theshow objectthatit is linkedto:

For CommandKeyslink edto Groups,Pages,Views,KeystrokeMacros& IPCBE Palettes:
Theonly availableactionis "Select"

For CommandKeyslink edto Lists and Scenes:Theavailableactionsinclude"Go", "Pause",
"Back", and"Flash".Thedefault actionis "Go".

Tip

Holding down the PIG key while pressing a command key linked to a lists
or scene will release that list or scene.
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19.4 Command Key Feedback

Whenacommandkey is executedthefunctionkey associatedwith thatcommandkey will
provide thefollowing feedbackto indicatetherunningstateof theshow objectlinkedto the
commandkey:

For CommandKeyslink edto Groups,Pages,& IPCBE Palettes:BlueLED onindicatesthe
objectis selected;BlueLED off indicatestheobjectis not selected

For CommandKeyslink ed to Lists, Scenes,& KeystrokeMacros:BlueLED on indicates
theobjectis onstage;BlueLED off indicatestheobjectis notonstage(released);Fastflashing
blueLED indicatesthelinkedobjectis actively executing(cross-fading,running,releasing);
slow flashblueLED indicatesthelinkedobjectis paused

For CommandKeyslink edto Views: No LED feedbackis providedfor commandkeyslinked
to viewsasviewsaresimply recalledwhenexecutedanddonothaveastatus

Thecommandsdirectoryalsoprovidesfeedbackfor therunningstateof theshow objectslinked
to by thecommandkeys.
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Section 20: MIDI

20.1 MIDI Show Control

MIDI Show Control(MSC)is supportedoneveryconsolein theHogfamily includingHog4PC.
Midi Show controlallowsyouto controlthebasicplaybackfunctionalitiesof theHog4 OSfrom
otherMSC enabledconsolesor from aMidi Show Controloutputdevicesuchasapersonal
computerrunningshow controlsoftware.

20.1.1 Bringing MSC into the Console

To bringMSC into aHogConsole:

1. Connecttheoutputof anMSC device to theMIDI In port on thebackof the
console.If youareusingaUSBMidi devicesuchasaUSBkeyboardor an
externalUSBMidi Widgetto sendMSC into theconsolethenconnectthe
USBconnectionof yourexternalUSBmidi device to oneof theUSBports
onyourconsole.

2. Setup → Control Panel : Navigateto themidi tabof thecontrolpanel.If
youareusingtheconsole'sbuilt in midi inputport thenmakesureUSBLTC
Midi Midi 1 is selectedasthemidi inputdevice.If youareusingaUSBMidi
devicesuchasaUSBkeyboardor externalUSBMidi widgetto bringMSC
into theconsolethenselectthatdevice from theinputdropdown menu.

3. Setup → Network : opentheNetwork window.

4. Selecttheconsolein thelist.

5. Settings : opentheSettings window; seeFigure20.1,“The MIDI paneof
theConsoleSettingswindow”.

6. In theMIDI pane,checkMSC In.
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Figure 20.1. The MIDI pane of the Console Settings window

Tip

You can selectively disable MSC input for individual cuelists or scenes by
enabling the "Ignore MSC in" option in the options window.

20.1.2 Sending MSC from the Console

To sendMSC from aHogConsole:

1. Connecttheinputof anMSCdevice to theMidi OUT porton thebackof the
console.If youaresendingMSC outputdirectly to aUSBMidi devicesuch
asathirdpartycontrolsystemthenconnecttheUSBconnectionof thatexternal
USBmidi device to oneof theUSBportsonyourconsole.

2. Setup → Control Panel : Navigateto themidi tabof thecontrolpanel.If
youareusingtheconsole'sbuilt in midi outputportfor MSCoutputthenmake
sureUSBLTC Midi Midi 1 is listedandselectedasthemidi outputdevice.
If youareoutputtingMSCdirectlyto aconnectedUSBdevicethenselectthat
device from theoutputdropdown menu.

3. Setup → Network : opentheNetwork window.

4. Selecttheconsolein thelist.

5. Settings : opentheSettings window.

6. In theMIDI pane,checkMSC Out.
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Tip

You can selectively disable MSC output for individual cuelists or scenes
by enabling the "Supress MSC out" option in the options window.

20.1.3 Using MIDI Show Control

Hog4OSrecognisesandsendsthefollowing MSC commands:

MSC DataMSC CommandHog 4OS Com-
mand

cue number, cuelist number0x1 GOGo

cuelist number0x2 STOPHalt

cuelist number0x3 RESUMEResume

time=0, cue number, cuelist number0x4 TIMED_GOSkip Forward

time=0, cue number, cuelist number0x4 TIMED_GOSkip Back

cuelist number0xb GO_OFFRelease

page number0x1d OPEN_CUE_PATHChange Page

MIDI show controlis enabledby default for all cuelistsandscenes.Youcanassignacuelistor
sceneto ignoreincomingMIDI Show Controlcommands:

1. Open + Choose → Options → Cuelist

2. SelectIgnore MSC In.

Similarly youcanpreventtheMIDI Show Controlcommandsfor acuelistbeingsentout from
theconsole:

1. Open + Choose → Options → Cuelist

2. SelectSuppress MSC Out.

Tip

MSC doesn't distinguish between cues and scenes as Hog 4OS does, so
there are no MSC commands to control scenes. To work round this, you
can send an MSC command with a CUE_PATH value of 5. Hog 4OS will
treat the cue number as a scene number instead.

20.2 MIDI Notes

MIDI Notesis acommonlanguageof thewell-establishedMIDI standardthatcanbeusedto
controlconsolefeaturessuchasProgrammingbuttons,Playbackbuttons,TouchScreenSoft
Keys,andCommentMacros.Eachof thesefeaturecategoriesusesaspecificMIDI mapto asso-
ciatenoteswith consolefunctions.
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20.2.1 Bringing MIDI Notes into the Console

To bringMIDI Notesinto theconsole:

1. ConnectaMIDI device to theMIDI In porton thebackof theconsole.If you
areusingaUSBMidi devicesuchasaUSBkeyboardor anexternalUSB
Midi Widgetto sendMidi Notesinto theconsolethenconnecttheUSBcon-
nectionof yourexternalUSBmidi device to oneof theUSBportsonyour
console.

2. Setup → Control Panel : Navigateto themidi tabof thecontrolpanel.If
youareusingtheconsole'sbuilt in midi inputport to bringMidi notesinto
theconsolethenmakesureUSBLTC Midi Midi 1 is listedandselectedas
themidi inputdevice. If youareusingaUSBMidi devicesuchasaUSB
keyboardor externalUSBMidi widgetto bringMidi notesinto theconsole
thenselectthatdevice from theinputdropdown menu.

3. Setup → Network : opentheNetwork window.

4. Selecttheconsolein thelist.

5. Settings : opentheSettingswindow.

6. SelecttheMIDI Notestabandclick on theMIDI Notes In checkboxbutton.

20.2.2 Assigning MIDI Notes to Playback Bars

To assignMIDI Noteinformationto playbackbars:
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1. ConnectaMIDI deviceto aMIDI inputoneithertheconsoleor aUSBMIDI
inputdeviceconnectedto theconsole.

2. Setup → Network : opentheNetwork window.

3. Selecttheconsolein thelist.

4. Settings : opentheSettingswindow.

5. SelecttheMIDI Notestabin theConsoleSettingswindow.

6. In thedesiredMIDI Channelassignmentfield, selectaPlaybackBar to asso-
ciatewith theMIDI Channel.

Any incomingMIDI Noteinformationfor thespecifiedMIDI channelwill usethefollowing
mappingsfor theselectedplaybackbarandits associatedfunctions:

20.2.3 Assigning MIDI Notes to Programming Keys

To assignMIDI Noteinformationto programmingkeys:

1. ConnectaMIDI deviceto aMIDI inputoneithertheconsoleor aUSBMIDI
inputdeviceconnectedto theconsole.

2. Setup → Network : opentheNetwork window.

3. Selecttheconsolein thelist.

4. Settings : opentheSettingswindow

5. SelecttheMIDI Notestabof theConsoleSettingswindow.

6. In thedesiredMIDI Channelassignmentfield, selectaProgrammingKeysto
associatewith theMIDI Channel.

Any incomingMIDI Noteinformationfor thespecifiedMIDI channelwill usethefollowing
mappingsfor theassociatedProgrammingKeys:
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20.2.4 Assigning MIDI Notes to Encoders and Wheels

To assignMIDI Noteinformationto theconsole'sencodersandwheels(not supportedonHog
4PC):

1. ConnectaMIDI deviceto aMIDI inputoneithertheconsoleor aUSBMIDI
inputdeviceconnectedto theconsole.

2. Setup → Network : opentheNetwork window.

3. Selecttheconsolein thelist.

4. Settings : opentheSettingswindow

5. SelecttheMIDI Notestabof theConsoleSettingswindow.

6. In thedesiredMIDI Channelassignmentfield, selectEncodersto associate
encodermessageswith thatMIDI Channel.

Any incomingMIDI Noteinformationfor thespecifiedMIDI channelwill usethefollowing
mappingsfor theassociatedencodersandwheels(not supportedonHog4PC):
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20.2.5 Assigning MIDI Notes to Monitor Soft Keys

To assignMIDI Noteinformationto monitorsoft keys:

1. ConnectaMIDI deviceto aMIDI inputoneithertheconsoleor aUSBMIDI
inputdeviceconnectedto theconsole.

2. Setup → Network : opentheNetwork window.

3. Selecttheconsolein thelist.

4. Settings : opentheSettingswindow

5. SelecttheMIDI Notestabof theConsoleSettingswindow.

6. In thedesiredMIDI Channelassignmentfield, selectSoftKeys to associate
with theMIDI Channel.

Any incomingMIDI Noteinformationfor thespecifiedMIDI channelwill usethefollowing
mappingsfor theassociatedSoftKeys:
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20.2.6 Assigning MIDI Notes to Comment Macros

To assignMIDI Noteinformationto commentmacros:

1. Setup → Network : opentheNetwork window.

2. Selecttheconsolein thelist.

3. Settings : opentheSettingswindow.

4. SelecttheMIDI Notestab.

5. In thedesiredMIDI Channelassignmentfield, selectCommentMacrosto
associatewith theMIDI Channel.
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6.
Click on theConfigure buttonto opentheMIDI Notes window.

7. Assignacommentmacroin themacrofield to aspecificMIDI Notevalue.
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20.2.7 Using Midi to Control Faders

Youcancontrolthefront panelfadersof yourconsoleincludingtheGrandMasterfaderby
sendingMidi controllereventmessagesto theconsole.(Not supportedonHog4PC).

SincetheHog4OSlistensfor Midi controllereventsonall midi channelsamidi channelassign-
mentfor fadersis notneccesary.

TheHog4 console'sfront panelfadersarehard-codedto thefollowing midi controllerevents
(eventvalues0<127= Hog4 fadervalues0<100):

20.3 MIDI timecode

Midi Timecodebroughtinto aconsoleis automaticallydistributedover thenetwork andcanbe
usedby any otherconsole.

20.3.1 Connecting Midi Timecode Input

To connectaMidi timecodesourceto theconsole:

1. ConnecttheMidi sourceto theconsole'sMIDI In port on therearpanel.. If
youareconnectingagenericMidi ClassUSBdevicefor Midi Timecodeinput
thenyoucanignorethis step.

2. Setup → Control Panel : Navigateto themidi tabof thecontrolpanel.If
youareusingtheconsole'sbuilt in midi inputport to bringMidi Timecode
into theconsolethenmakesureUSBLTC Midi Midi 1 is listedandselected
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asthemidi inputdevice.If youareusinganexternalGenericMidi ClassUSB
device themakesureyouselectthatdevice from theinputdropdown menu.

3. Setup → Network : opentheNetwork window.

4. Selecttheconsolein thelist.

5. Settings : opentheSettings window.

6. In theTimecode pane,selectMIDI astheactiveport.

20.3.2 Viewing Incoming MIDI Timecode

Youcanview thetimecodegeneratedby any sourcein aTimecode Toolbar:

1. Setup → Network : opentheNetwork window.

2. Selectanetwork node,suchasaconsoleor aMIDI/T imecodeProcessor.

3. PressTimecode Toolbar. TheTimecodeToolbarwill open.

If youhaveacuelistwith a timecodesourceselected,youcanalsoopentheTimecode Toolbar
with theView Timecode buttonin theCuelistwindow.

TheTimecode Toolbar displaystheincomingtimecodetype,format,value,andframeregener-
ation.FrameRegenerationoccurswhentheconsoledoesnot receiveacleantimecodesignal
andmustmakeupfor themissingframesitself in orderto preventmissedcues.Youcansethow
many framesof timecodearegeneratedby theconsolebeforetimecodeis lost in thetimecode
settingswindow by clicking on thewordTIMECODE in thetimecodetoolbar.

Figure 20.2. The Timecode Toolbar

20.3.3 Triggering Cues from MIDI Timecode

Eachcuelistcanbeassignedto listento differenttimecodesourcesfrom differentconsoles.To
selectMidi timecodeasthesource:

1. Open → Choose : opentheCuelistwindow.

2. Options → Cuelist : go to theCuelistpaneof thePlaybackOptionswindow.

3. SelectMidi timecodesourcefrom thedropdown list:

313High EndSystems

Section20: MIDI



4. EnsurethattheEnable Timecode buttonis selected.

Tip

There is an Enable Timecode button in the Cuelist window, so you can
easily enable and disable timecode during programming and playback
without having to open the Playback Options window each time.

To triggeracuefrom timecode:

1. Open → Choose : opentheCuelistwindow.

2. SelecttheWait cell for thecue,andpressSet.

3. Fromthetoolbar, selectTimecode.

4. Entera timecodevaluein hours,minutes,secondsandframes,in theform
hh/mm/ss.ff , thenpressEnter.

As well asenteringtimecodevaluesmanually, youcanuseHog4OS'slearntiming functionto
quickly associatetimecodevalueswith cues;seeLearnTiming (p.213).

By default,cuelistswill follow theincomingtimecode,evenif thetimecodeskipsforwardsor
backwards;generally, thisis ausefulbehaviour as,for example,youmight‘rewind’ thetimecode
duringrehearsalsto repeatapartof theshow, andthecuelistwill automaticallygoto thecorrect
cue.Sometimesyoumaywantto preventacuelistgoingbackwardsif thetimecodegoesback-
wards.Youcando thisusingTriggerForwardsOnly:

1. Open + Choose → Options → Cuelist

2. SelectTrigger Forwards Only.

20.3.4 Editing Timecode Values

To changethetimecodevalueusedto triggeracue:

1. Open → Choose : opentheCuelistwindow.

2. SelecttheWait cell for thecue,andpressSet.

3. Fromthetoolbar, selectTimecode.

4. Entera timecodevaluein hours,minutes,secondsandframes,in theform
hh/mm/ss.ff , thenpressEnter.

Youmayneedto changethetimecodevaluefor onecue,andthenchangethetimecodevalues
for subsequentcuesby thesameamount,to keepthesamerelative timings.For example,you
mighthaveaseriesof cueswhereeachoneis triggeredby timecodeonesecondaftertheprevious
one.If thetimecodevaluetriggeringthefirst cueneedsto beincreasedby 12 frames,youmay
wantthevaluesfor all thesubsequentcuesto alsobeincreasedby 12 framesto maintainthe1
secondseparation.Hog4OSallowsyou to do thiseasily:

1. Open → Choose : opentheCuelistwindow.

2. Click anddragto selecttheWait cellsfor therangeof cuesyouwantto edit.
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3. PressSet.

4. Edit thetimecodevalueof thefirst cell thenpressEnter. All theselected
timecodevalueswill beadjustedby thesameamountof timeaddedorsubtrac-
tedfrom thefirst value.

20.3.5 Simulating MIDI Timecode

Youcantemporarilysimulatemidi timecodeon theconsoleusingtheTimecode Toolbar.

To simulateMidi timecode:

1. Pressthesimulatebuttonon theTimecodeToolbar. Simulateis now enabled
andall externaltimecodeinput for thatsourcewill beignored.

2. Presstheplaybuttonnext to thesimulatebuttonto simulatetimecodefrom
thecurrentclockvalueasdisplayedfor thattimecodetoolbar.

TIP

Using the jump toolbar you can jump the simulated timecode value to
six different jump points. To change the jump points click on the word
"TIMECODE" on the far left hand side of the timecode toolbar. A drop
down menu will appear with a set of fields allowing you to change the
simulated jump points.
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Section 21: Open Sound Control

21.1 Introduction to OSC

OpenSoundControl(OSC)isamodernnetworkbasedcommunicationprotocolthatcanbeused
to sendavarietyof controlmessagesbetweenOSCenableddevices.OSCinput is supportedon
everyconsolein theHog4family includingHog4PC.WhenconfiguredproperlyOSCwill enable
youtouseOSCenabledcontrollerssuchasasynthesizers,electronicmusicinstruments,produc-
tion audiosoftware,andmobilephoneappssuchasTouchOSCto controlthebasicfunctions
of theHog4OS.

21.2 Configuring OSC Input

To bringOSCmessagesinto theconsole:

1. ConnectyourOSCcontrollerto aphysicalnetwork port thatis attachedto the
samelocalareanetwork astheconsole'sHogNetport.

2. Setup → Network : opensthenetwork window

3. Right click on theconsolenumberandselectSettings : openstheSettings
window

4. In theOpenSoundControlpane,enableOSC In andassigntheinputport to
matchtheoutputport of yourOSCoutputdevice.For yourconveniencethe
console'sIP addressis alsolistedto theright of theport numberto assistin
configuringtheoutputof yourotherOSCdevices.
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Figure 21.1. The OSC pane of the Console Settings window

21.3 Configuring OSC Output

To sendOSCmessagesfrom theConsole:

1. ConnectyourOSCcontrollerto aphysicalnetwork port thatis attachedto the
samelocalareanetwork astheconsole'sHogNetport.

2. Setup → Network : opensthenetwork window

3. Right click on theconsolenumberandselectSettings : openstheSettings
window

4. In theOpenSoundControlpane,enableOSC Out andassigntheoutputport
to matchtheinputport of yourOSCoutputdevice.YoumustspecifytheIP
addressyouwish to outputto aswell aswhichprotocolyouwish to usefor
OSCoutput.
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Figure 21.2. The OSC pane of the Console Settings window

21.4 OSC Mappings

Hog4OSusesthefollowing OSCpathsandcommandsfor sendingandreceiving Playback
messages:

DataOSC Command PathHog 4OS

0, cuelist #/ hog / playback / goGo a Cuelist

0, cuelist #.cue #/ hog / playback / goGo a specific cue in
a list (goto)

0, cuelist #/ hog / playback / haltHalt a Cuelist

0, cuelist #/ hog / playback / re-
sume

Resume a halted
cuelist

0, cuelist #/ hog / playback / re-
lease

Release a Cuelist

1, scene #/ hog / playback / goGo a Scene

1, scene #/ hog / playback / haltHalt a Scene

1, scene #/ hog / playback / re-
lease

Release a Scene

2, macro #/ hog / playback / goGo a Macro

2, macro #/ hog / playback / haltHalt a Macro

2, macro #/ hog / playback / re-
lease

Release a Marco
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Hog4OSusesthefollowing OSCpathsandcommandsfor receiving Midi Note input:

For example,theHog4OSrecognizes/ hog/ midi / on / 1 / 10asa"noteon" commandfor note
10onchannel1

DataOSC Command PathHog 4OS

velocity (if velocity = 0, then mesage is
treated as note off)

/ hog / midi / on / channel
# / note #

Midi Note On

velocity/ hog / midi / off / channel
# / note #

Midi Note Off

Hog4OSusesthefollowingOSCpathsandcommandsfor receivingHardwaremessages(faders
andencodersnot supportedonHog4PC):

For keysnot listedin thetablebelow theOSCpathis hog/hardware/buttonnameaslistedonthe
front panel.

For pathsthatcontain"master#" usethemasternumberfor thefront panelhardwareyouare
trying to control.

For example,to pressthegobuttonon theconsole'sfront panelfor master6 theOSCpathis
hog / playback / go / 6
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DataOSC Command PathHog 4OS

0 = button up, 1 = button down/ hog / hardware / choose /
master #

Choose Keys

0 = button up, 1 = button down/ hog / hardware / go /
master #

Go Keys

0 = button up, 1 = button down/ hog / hardware / pause /
master #

Pause Keys

0 = button up, 1 = button down/ hog / hardware / goback /
master #

Back Keys

0 = button up, 1 = button down/ hog / hardware / flash /
master #

Flash Keys

0 < 255 discreet fader value/ hog / hardware / fader /
master #

Faders

0 < 255 discreet fader value/ hog / hardware / fader / 0Grand Master

-20 < 20 variable value/ hog / hardware / encoder-
wheel / #

Encoders

-20 < 20 variable value/ hog / hardware / rate-
wheel

Rate Wheel

-20 < 20 variable value/ hog / hardware / iwheeli-Wheel

0 = button up, 1 = button down/ hog / hardware / iwheelupi-Wheel Up But-
ton

0 = button up, 1 = button down/ hog / hardware / iwheel-
down

iWheel Down
Button

0 = button up, 1 = button down/ hog / hardware / pigPig Key

0= toggle off, 1 = toggle on/ hog / hardware / posTrackball POS
Mode

X,Y values/ hog / hardware / trackballTrackball Posi-
tion Value

0 = button up, 1 = button down/ hog / hardware / zero0 key

0 = button up, 1 = button down/ hog / hardware / one1 key

0 = button up, 1 = button down/ hog / hardware / two2 key

0 = button up, 1 = button down/ hog / hardware / three3 key

0 = button up, 1 = button down/ hog / hardware / four4 key

0 = button up, 1 = button down/ hog / hardware / five5 key

0 = button up, 1 = button down/ hog / hardware / six6 key

0 = button up, 1 = button down/ hog / hardware / seven7 key

0 = button up, 1 = button down/ hog / hardware / eight8 key

0 = button up, 1 = button down/ hog / hardware / nine9 key

0 = button up, 1 = button down/ hog / hardware / upArrow Up key

0 = button up, 1 = button down/ hog / hardware / downArrow Down
key

0 = button up, 1 = button down/ hog / hardware / leftArrow Left key

0 = button up, 1 = button down/ hog / hardware / rightArrow Right key
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DataOSC Command PathHog 4OS

0 = button up, 1 = button down/ hog / hardware / at@ key

0 = button up, 1 = button down/ hog / hardware / minus- key

0 = button up, 1 = button down/ hog / hardware / plus+ key

0 = button up, 1 = button down/ hog / hardware / slash/ key

0 = button up, 1 = button down/ hog / hardware / back-
space

backspace key

0 = button up, 1 = button down/ hog / hardware / h#H keys (func-
tion keys)

0 = button up, 1 = button down/ hog / hardware / maingoMain Play key

0 = button up, 1 = button down/ hog / hardware / mainhaltMain Pause key

0 = button up, 1 = button down/ hog / hardware / mainbackMain Back key

0 = button up, 1 = button down/ hog / hardware / main-
choose

Center Choose
key

0 = button up, 1 = button down/ hog / hardware / skipfwdSkip Forward

0 = button up, 1 = button down/ hog / hardware / skipbackSkip Back

Hog4OSoutputsOSCmessagesfor theLED Statusof front panelhardwarebuttonsthathave
anled.

TheOSCpathfor led feedbackis: hog/ status/ led / buttonname

For example,to receiveLED feedbackfor the"clear"key onyourOSCdeviceyouneedto setup
anLED to receivehog/ status/ led / clear
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Section 22: Linear Timecode (LTC)

LinearTimecode(LTC) is a form of SMPTEtimecodeencodedinto anaudiosignal.TheHog
4OScanlistento LTC by inputtingtheLTC signaldirectly into thebackof theconsoleor by
inputtingtheLTC audiosignalinto aDP8000throughanattachedUSBLTC widget.

22.1 LTC Input into Console

To bringLTC into thesystemthroughtheconsole:

1. ConnecttheLTC source(timecodegenerator)to theLTC IN port on thecon-
sole'srearpanelusingabalanced3-pinXLR connector(youcanalsoplug in
upto eightexternalUSBLTC widgetsto theconsolefor additionLTC inputs)

2. Setup → Network : openstheNetwork window.

3. In thenetworkwindow right click theDP8000thatisassociatedwith console's
built in outputs;this is typically DP8000#1unlessyouhaveconfiguredthe
console'sinternalDP8000to runonadifferentnetnumber.

NOTE: YoumustberunninganinternalDP8000ontheconsoleto bringLTC
input into thedeskasLTC input is handledby theDP8000process.

4. SelectSettings from theright click menu: openstheSettings window.

5. In theTimecodeWidgetspane,usethedropdown menuto mapthebuilt-in
LTC widget(or any externalUSBLTC widdgets)to anindex.
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22.2 LTC Input into a DMX Processor 8000

To bringLTC into thesystemusingaDMX Processor8000:

1. ConnectanexternalUSBLTC widgetto oneof theUSBportson therear
panelof theDMX Processor8000(up to 8 USBLTC widgetsaresupported
on theDP8000;eachLTC input is mappedto an"Index")

2. ConnecttheLTC sourceto theLTC widgetusingabalanced3-pinXLR con-
nector

3. Setup → Network : openstheNetwork window.

4. In thenetwork window selecttheDP8000thatyouconnectedtheLTC Widget
to

5. Settings : openstheSettings window.
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6. In theTimecodeWidgetspane,usethedropdown menuto maptheattached
LTC widgetto anindex.

22.3 Viewing Incoming LTC

Youcanview theLTC beingprocessedby any DP8000in thesytemby openningtheTimecode
Toolbar associatedwith thatDP8000:

1. Setup → Network : opentheNetwork window.

2. SelecttheDP8000in thelist thatyouwish to view incomingLTC (for LTC
inputsdirectly into aconsolethis is goingto betheDP8000thatis running
internallyon thatconsole)

3. Settings : openstheSettings window

4. Click ontheview timecodetoolbarbuttonassociatedwith theLTC index you
wish to view.
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If youhaveacuelistwith a timecodesourceassignedin theoptionsfor thatcuelistthenyoucan
opentheTimecode Toolbar with theView Timecode buttonin theCuelistwindow.

Fromleft to right theTimecode Toolbar displaysthelogicalnameof thetimecodesource,the
index numberfor thatsource,thetimecodetype,thetimecodeformat,thetimecodeclockvalue,
andthenumberof framesgeneratedby theconsole/ thenumberframestheconsoleisconfigured
to auto-generatewhentheincomingtimecodesourcestuttersor dropsout.

Figure 22.1. The Timecode Toolbar

22.4 Triggering Cues from LTC

Cuelistcanbeassignedto listento asingleLTC source.To selectanLTC timecodesourcefor
acuelist:

1. Open → Choose : openstheCuelistwindow.

2. Options → Cuelist : go to theCuelistpaneof thePlaybackOptionswindow.

3. SelectLTC timecodesourcefrom thedropdown list. Eachsourcewill have
anodenameandanindex.

4. OnceyouhavechosenthetimecodesourceensurethattheEnable Timecode
buttonis selected.

Tip

There is an Enable Timecode button in the Cuelist window, so you can
easily enable and disable timecode during programming and playback
without having to open the Playback Options window each time.

To triggeracuefrom timecode:

1. Open → Choose : opentheCuelistwindow.

2. SelecttheWait cell for thecue,andpressSet.

3. Fromthetoolbar, selectTimecode.

4. Entera timecodevaluein hours,minutes,secondsandframes,in theform
hh/mm/ss.ff , thenpressEnter.

As well asenteringtimecodevaluesmanually, youcanuseHog4OS'slearntiming functionto
quickly associatetimecodevalueswith cues;seeLearnTiming (p.213).

By default,cuelistswill follow theincomingtimecode,evenif thetimecodeskipsforwardsor
backwards;generally, thisis ausefulbehaviour as,for example,youmight‘rewind’ thetimecode
duringrehearsalsto repeatapartof theshow, andthecuelistwill automaticallygoto thecorrect
cue.Sometimesyoumaywantto preventacuelistgoingbackwardsif thetimecodegoesback-
wards.Youcando thisusingTriggerForwardsOnly:
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1. Open + Choose → Options → Cuelist

2. SelectTrigger Forwards Only.

22.5 Editing Timecode Values for a Cue

To changethetimecodevalueusedto triggeracue:

1. Open → Choose : opentheCuelistwindow.

2. SelecttheWait cell for thecue,andpressSet.

3. Fromthetoolbar, selectTimecode.

4. Entera timecodevaluein hours,minutes,secondsandframes,in theform
hh/mm/ss.ff , thenpressEnter.

Youmayneedto changethetimecodevaluefor onecue,andthenchangethetimecodevalues
for subsequentcuesby thesameamount,to keepthesamerelative timings.For example,you
mighthaveaseriesof cueswhereeachoneis triggeredby timecodeonesecondaftertheprevious
one.If thetimecodevaluetriggeringthefirst cueneedsto beincreasedby 12 frames,youmay
wantthevaluesfor all thesubsequentcuesto alsobeincreasedby 12 framesto maintainthe1
secondseparation.Hog4OSallowsyou to do thiseasily:

1. Open → Choose : opentheCuelistwindow.

2. Click anddragto selecttheWait cellsfor therangeof cuesyouwantto edit.

3. PressSet.

4. Edit thetimecodevalueof thefirst cell thenpressEnter. All theselected
timecodevalueswill beadjustedby thesameamountof timeaddedorsubtrac-
tedfrom thefirst value.

22.6 Simulating LTC

Youcantemporarilysimulatetimecode,perhapsbecausetheactualLTC sourceis notavailable
duringprogramming.Timecodesimulationis controlledfrom theTimecode Toolbar.

To simulatetimecode:

1. Pressthesimulatebuttonon theTimecodeToolbar. Simulateis now enabled
andall externaltimecodeinput for thatLTC sourcewill beignored.

2. PresstheGObuttonlocatedto theright of thesimulatebuttonto simulate
timecode.
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TIP

Using the jump toolbar you can jump the simulated timecode to six dif-
ferent jump points by clicking on the jump button and then clicking on
one of the six jump buttons. To change the jump button values click on
the word "TIMECODE" on the far left hand side of the timecode toolbar.
A drop down menu will appear with a set of fields allowing you to change
the jump points.
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Section 23: Macros

23.1 Intro to Macros

Therearetwo typesof macrosyoucanuseto automatetaskson theconsole.CommentMacros
areplacedin themacrofield of cuelistandotherobjectsto triggeractivity on theconsole.Key-
strokeMacrosallow asequenceof screenandbuttonpressesto berecordedfor laterplayback.

23.2 Comment Macros

Youcanusecommentmacrosto automatetaskson theconsolesuchas:

• Going,Halting,Asserting,ReleasingandFadingMasters.

• Going,Halting,AssertingandReleasingCuelists.

• Going,Halting,AssertingandReleasingScenes.

Commentmacroscanbeconfiguredto runat thesetimes:

• Whenashow is launched;seeStartupCommentMacros(p.89).

• Whenapageis loaded;seeRestoringActivityWhenChangingPages(p.293).

• Whenacueor sceneplays;seeTriggeringAutomaticTasksWhena CueRuns
(p.280).

CommentMacrosaretext commandsthatyou typeor placeinto amacrocell; thesyntaxused
is thesamein eachcase:
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Controlling Masters

NotesExampleSyntaxCommentMacro

Use ‘*’ for the current
chosen master. If you omit
the cue number, the next
cue will Go.

GM1/3GM[master]/[cue]Go Master

Go next cue on a range of
masters.

GM2>7GM[range]Go Master

HM1,3:HM2>7HM[master or range]Halt Master

AM1:AM2>7AM[master or range]Assert Master

RM1:RM2>7RM[master or range]Release Master

Equivalent to Pig + Re-
lease.

RARARelease All

Releases all masters except
the one with the macro.

RORORelease Others

Fades Master 2 to 50%FM2/50FM[master]/[level]Fade Master

Fades the Grand Master to
10%

FGM10FGM[level]Fade Grand
Master

CM1CM[master]Choose Master

Controlling Cuelists

NotesExampleSyntaxCommentMacro

If you omit the cue number,
the next cue will Go.

GL1.5, GL2/5GL[list]/[cue]Go Cuelist

HL1,6HL[list]Halt Cuelist

AL10AL[list]Assert Cuelist

RL4,7,9RL[list]Release Cuelist

Controlling Scenes

NotesExampleSyntaxCommentMacro

GS12GS[scene]Go Scene

HS4HS[scene]Halt Scene

AS1AS[scene]Assert Scene

RS6,20RS[scene]Release Scene
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Controlling Pages and Views

NotesExampleSyntaxCommentMacro

CP3CP[page]Change Page

Goes to the next page in the Page
Directory, skipping the template
page and blank pages.

CP+CP+Next Page

Goes to the previous page in the
Page Directory, skipping the tem-
plate page and blank pages.

CP-CP-Previous Page

RV2RV[view]Recall View

Controlling Timecode

NotesExampleSyntaxCommentMacro

Enables timecode for the selec-
ted cuelist.

ET2ET[cuelist]Enable Time-
code

DT2DT[cuelist]Disable Time-
code

When DP8000 is specified as the
node type then an index number
is also required; example: OTd1/1

OTh1OT[node type][node number]Open Timecode
Toolbar

Sending MIDI strings

ExampleSyntaxCommentMacro

MSh1/90473FMS[node type][node number]/[MIDI message]MIDI String

The node number is ‘h’ for a console, ‘i’ for a MIDI/Timecode Processor, and its net
number. The MIDI message is in Hex.

Controlling Network Devices

NotesExampleSyntaxCommentMacro

Resets the selected network device,
such as a DMX Processor. For the device
type, use the following letter codes: H
for WholeHog, D for DMX Processor and
I for MIDI/Timecode Processor.

RNH3[node type][net number]Reset Node

Controlling Keystroke Macros

NotesExampleSyntaxMacro

Runs Macro 2GK2GK [macro number]GK

Pauses Macro 2HK2HK [macro number]HK

Stops Macro 2RK2RK [macro number]RK

Tip

You can display and select from a list of available macro commands on
the console by selecting the Macro cell and pressing the Set key.
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23.2.1 Entering Comment Macro Commands

To enteracommentmacrocommandinto amacrocell:

1. Selectthemacrocell, andpressSet.

2. Selectacommandfrom thedropdown menu.

3. Enterthespecificinformationfor themacro,suchasthemasternumber.

4. PressEnter to finishor selectanothermacroandrepeat.If youadda further
macrocommand,the‘:’ will beenteredautomatically.

Alternatively:

1. Selectthemacrocell, andpressSet.

2. Enterthemacrocommandmanuallyusingthekeyboard.

3. PressEnter to finish.

Notethatif youenteraninvalid command,thenthecell will revert to beingemptywhenyou
pressEnter.

23.2.2 Additional Comment Macro Syntax

For somecommentmacrocommandssuchasfadingmastersyoucanspecifytheexecution
timing of themacroby addinga "t" followedby anumericalvaluein seconds:

FM10/1t10

Alsowithin acommentmacrocommand,youcanspecifymultipletargetsseparatedwith commas:

RS6,20

or a rangewith a right angle-bracket:

HM2>7

Youcanhavemultiplecommentmacrosexecutedby onecueby separatingthemwith colons:

HM1,3:HM2>7

Youcanalsosendcommandsto aspecifiednetwork device,usingH (Hog) to referto aconsole,
D to referto aDMX Processor, andIOP to referto anMIDI/T imecodeProcessor. For example:

GM1H2: will Gomaster1 onconsolenumber2.

RND3: will resetDMX Processornumber3.
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23.3 Keystroke Macros

KeystrokeMacrosareaseriesof keystrokes,screenevents,andencodermovementsthatarere-
cordedinto anobjectsimilar to acuelist.WhentheKeystrokeMacrois executed,therecorded
key pressesandactionsareregenerated.KeystrokeMacroscanbeexecutedmanuallyor triggered
by CommentMacros.

23.3.1 Recording Keystroke Macros

Key presses,screenevents,andencodermovementscanberecordedinteractivelyandarealways
recordedinto Macrosin theMacrodirectory. To begin recordingkey presses:

1. Record, Macro: theMacroDirectoryopens.

2. [Macro 2]: choosea locationin thedirectory

Or, usingthecommendline, press:

• Record, Macro, 2, Enter

If you leaveout theMacrolocation:

• Record, Macro, Enter

TheKeystrokeMacrowill berecordedin thenext availablelocation.If thedestinationMacro
alreadyexists,apopupwill offer options:Insert, Merge, Replace.

WhentheKeystrokeMacrobeginsrecording,theMacrokey LED will flashredand will
displayin thefar right of thecommandline to signify thatrecordinghascommenced.

All subsequentbuttonpresses,screenevents,andencodermovementswill berecordedinto the
specifiedKeystrokeMacro.Thetimeinterval betweenthepreviousandcurrentbuttonpresswill
alsoberecorded.Only onemacrocanberecordedata time; theconsolewill notallow you to
recordanothermacrowhile oneis beingrecorded.

To stoptherecordingof aKeystrokeMacro:

• Pig + Macro key.

TheMacro key LED will stopflashingandthe will disappearfrom thecommandline to
signify thatthemacrohasstoppedrecording.

To stoptherecordingof aKeystrokeMacro:

• Pig + Macro key.

TheMacro key LED will stopflashingandthe will disappearfrom thecommandline to
signify thatthemacrohasstoppedrecording.
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23.3.2 Naming Keystroke Macros

YoucangiveaMacroanamethatwill bedisplayedin theMacroDirectorywindow:

1. Open + Macro : opentheMacroDirectory

2. CheckthattheGuard buttonis selected,sothatyoudon'taccidentallyactive
aMacrowhenpressingits buttonin thedirectory.

3. SelecttheMacro.

4. Set, [Name] , Enter: typein thename

Tip

To name a Macro immediately after recording it, press the Set key to
open a Quickname window. Enter the Macro name and press OK to select.

23.3.3 Keystroke Macro Playback

Every timeaKeystrokeMacrois recorded,it will automaticallyrecallthestateof thewindows
at thetimeof therecording.Thisassuresthatwhenamacrois run thatthewindowsaresetup
in thecorrectplacesfor touchscreenpresses.At thetimeof macroplayback,thecurrentonscreen
windowswill bereplacedwith thatof themacro.

If themacrodoesnotcontainany specifictouchscreenpresses,youcandeletetheRecallView
stepfrom themacrolist. SeeCommentMacros(p.329) for editinginformation.

Tip

While macros provide users with increased functionality, they can also
cause severe problems if misused, even causing the console to lock up.

Duringmacroplayback,manualfunctionsmaybecomeunavailableor interferewith themacro
playback.For instance,if youenterinformationon thecommandline asthemacrois doingthe
same,theresultingcommandline structuremaybecomeinvalid.

Macroshaveno intelligence;avoid recodingsequencesthataccessitemsthatarelikely to be
movedor deleted.For example,considerthemacrosequencewhereacuelistis openedandsome
edit operationsarethenperformedon thiscuelist.Thecuelistis thendeletedfrom thecuelist
directory, andthemacroreplayed.Nocuelistwindow will opensincethecuelistnolongerexists,
soall thesubsequenteditoperationswill occuronwhateverwindow wasbelow it, possiblealtering
thecontentsof unintendeditems.

Whenopeningawindow it will appearin thepositionin which it waslastused.Thismeansthat
unlessthewindow is openwhenthemacrois recorded,thereis noguaranteethatit will openin
theright placewith themacrois replayed.For example,considerrecordingamacrowith ablank
setof screens.Thegroupwindow is openedandacoupleof buttonsaretouched,thenrecording
is stopped.Move thegroupwindow to theothertouchscreenandcloseit. Whenthemacrois
replayed,thegroupwindow will getopenedon theothertouchscreen,but all thetouchscreen
presseswill still beon theoriginal (blank)touchscreen.
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It is alsopossibleto speedupamacrosothatit runsfasterthantheconsolecankeepupwith.
Thisproblemtendsto manifestitself askey pressesbeingmissedoutwhenreplayingthemacro.
Increasingtheamountof timein theWait columnof themacrowill solvethisproblem.Thesize
of thewait requiredvariesdependinguponthenumberof thingsthedeskis trying to doatonce,
andthecomplexity of thetaskinitiatedby theprecedingkey presses.

To stoptheplaybackof a runningmacro:

1. Macro + Release

2. Alternatively, Pig + Macro.

Running a Keystroke Macro from the Macro Directory Window

YoucanrunKeystrokeMacrosfrom theMacroDirectorywindow:

Open + Macro

OR

• Macro, Macro

To runaMacro,makesurethattheGuard buttonin theMacroDirectorywindow is deselected.
ThenpressaMacro buttonin thedirectory, andit will playback.DuringMacroplayback,the

MacroLED will illuminategreenand will appearto theright of thecommandline.

TheMacrobuttonsin thedirectoryarecoloredto show theMacrostatus:

• Red:theMacrois recording.

• Green:theMacrois running.
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Running a Keystroke Macro from the Macro Window

1. Open + Macro: opentheMacroDirectoryWindow.

2. CheckthattheGuard buttonis depressed.

3. Open + [Macro 4]: opentherequiredMacro.

4. PressthePlay Controls buttonin theMacrowindow. Theon-screenplayback
controlswill appear:

Thecontrolsare,from left to right, theGo,Pause, andStop buttons.

DuringMacroplayback,theMacroLED will illuminategreenand will
appearto theright of thecommandline. WhenaMacrois paused,theMacro
key LED will flashgreen.

Running Keystroke Macros from the Command Line

To runaKeystrokeMacrofrom thecommandline:

Macro 1, Enter: sendsastartcommandto Macro1.

DuringMacroplayback,theMacroLED will illuminategreenand will appearto theright
of thecommandline.
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Tip

Keystroke Macros can also be triggered within cuelists or scenes by using
a Comment Macro. See Comment Macros (p.329) for more information.

23.3.4 Editing Keystroke Macros

Youcanedit thecontentsof aMacroin aneditorwindow. For example,to openMacro1 for
editing:

1. Open + Macro: openstheMacroDirectory.

2. Open + [Macro 1]: openstheMacroeditorfor Macro1.

3. Alternatively, usingthecommandline: Open Macro 1

Figure 23.1. The Macro Window

TheKeystrokeMacrowindow hassix columnsthatdefineeachstepof themacro.

• Wait: TheWait time is thetimebetweenthetriggeringof thepreviousstep
andthenext stepto betriggered.

• Name:Thenameof thestep.

• Command: Typeof comandusedin this step.

• CommandData: Thedatathatis appliedto theselectedcommand.Thetype
of commandselectedwill determinethetypeof availablecommanddata.

• Duration: Theamountof timefor thecommanddatatobeapplied.Thisinform-
ationis usefulfor encodermovementsandflashkey presses.

• Comment: A notesfield.

Eachof theabovefieldscanbeeditedbyselectingtheappropriatecellandpressingSet. Command
andCommandDatafieldswill displayavailableselections.SeeFigure23.2,“CommandData
Selection”
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Figure 23.2. Command Data Selection

Deleting Keystroke Macro Steps

To deleteamacrostep:

1. PressandholdDelete whilst selectingthemacrostepto bedeletedfrom the
Macrowindow.

2. ReleasetheDelete key. A dialogwill appearaskingyoutoconfirmthedelete.

3. Click OK.

23.3.5 Deleting Keystroke Macros

To deleteakeystrokemacro:

1. Macro 1 Delete: deletesMacro1.

2. Click OK.

Or, from themacrodirectory:

1. PressandholdDelete whilst selectingthemacrotobedeletedfromtheMacro
Directorywindow.

2. Click OK.
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Tip

For advanced Macro control, you may wish to delete either of the first
two default steps of a macro. The first step is a recall view and the second
step clears the command line.

Tip

If you prefer not to be asked to confirm the delete action, select Don't
Ask Me Again in the confirmation window. You can reenable the confirm-
ation by going to Macro → Preferences → Programming and selecting
Confirm before deleting directory items.

23.3.6 Copying and Moving Keystroke Macros

To makeacopy of amacroin anew location:

1. Open + Macro: opentheMacroDirectory.

2. CheckthattheGuard buttonis depressedsoyoudonotaccidentallyapply
macroswhentrying to selectthem.

3. Selectthemacrothatyouwantto copy by pressingits buttonin thedirectory.

4. Pressandhold theCopy key.

5. Pressthebuttonof thelocationin thedirectoryyouwantto copy themacro
to.

Or, usingthecommandline:

• Macro 2 Copy Macro 3 Enter: copiesthecontentsof Macro2 to Macro3.

Similarly, to moveamacroto anew location:

• Macro 2 Move Macro 3 Enter: movesthecontentsof Macro2 to Macro3
leaving 2 empty. If thedestinationmacroalreadyexists,youwill beaskedto
chooseanoption:Insert,Mergeor Replace.

Insert, Add Steps, and Replace

Whenrecordingor copying amacro,if thedestinationlocationalreadyhasamacrorecordedin
it, youwill bepromptedwith recordoptionsof Insert,Add Steps,or Replace.If youaremoving
amacro,only theInsertoptionis available.

• Insert: createsanew destinationfor themacro.Thenew macrowill beassigned
a freelocationjustbeforetheonechosen,usingapointnumberif necessary.

• Add Steps:addsthemacrostepsfrom thesourcemacrointo thedestination
macro.All new informationis appendedto theendof thecurrentmacrosteps.

• Replace:overwritesthemacroinformationin thatdestination.
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Tip

If you know that you are about to record, copy or move a macro to an
existing destination, you can pre-select Insert, Merge or Replace from
the Record Options Toolbar. This appears after you press the Record,
Copy or Move keys.
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Section 24: Direct Control of DMX Channels

By default theDMX channelvaluesoutputby theDP8000arecontrolledby patchedfixturedata
asprogrammedin theHogshow file. However, youmaywish to overridethesevalueswith
manuallyenteredDMX valuesor with Art-Net valuesstreaminginto theconsolefrom aremote
third partyArt-Net sourcesuchasanotherconsole.Bothof thesetaskscanbeaccomplishedin
theDMX outputwindow by following theinstructionsoutlinedin this chapter.

Figure 24.1. DMX Output Window

24.1 Manually specifying DMX Channel Values

To setadmxchannelor groupof channelsto aspecificvalue:

1. OpentheDMX Outputwindow (presstheSETUPkey on thefront paneland
selecttheDMX buttonon themaintoolbar)

2. Usethetwo dropdown menusatthetopof theDMX Outputwindow to select
thecorrespondingDP8000anduniverseyouwish themanilpulate

3. Doubleclick on thedesireddmxchannelcell in thespreadsheet(or highlight
agroupof dmxchannelcellsandpressset)

4. Enteravalid dmxvalue(0 thru255)

5. Pressenterto confirm(thevaluewill now bedisplayedin blue)

24.2 Setting DMX Channels to External Art-Net Source

To setadmxchannelor groupof dmxchannelsto valuesbasedona remoteArt-Net source:
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1. OpentheDMX Outputwindow (presstheSETUPkey on thefront paneland
selecttheDMX buttonon themaintoolbar)

2. Usethetwo dropdown menusatthetopof theDMX Outputwindow to select
thecorrespondingDP8000anduniverseyouwish themanilpulate

3. Selectthedesireddmxchannelcell in thespreadsheet(or highlightagroup
of dmxchannelcells)

4. Pressthe"Setto Art-Net Input" buttonin thetop (thevaluewill now bedis-
playedin red)

5. Openthenetwork settingswindow for thecorrespondingDP8000andensure
thecorrespondingHoguniversehasits Art-Net inputenabledandsetto listen
to thecorrectuniverseandsub-net(FixtureNetsuchasIPaddressandnetmask
mustalsobesetappropriateassimilar to whenoutputtingart-net)

! Caution

Do not configure the DP8000's Art-Net input and output settings for a
given Hog universe to the same Art-Net subnet/universe.

24.3 Reverting DMX Channels to HogNet Control

To setadmxchannelor groupof dmxchannelsbackto valuesgeneratedby Hogprogramming:

1. Selectthedesireddmxchannelcell in theDMX outputwindow'sspreadsheet
(or highlightagroupof dmxchannelcells)

2. Pressthe"Setto HogNetInput" buttonat thetopof thewindow (thevalue
will now bedisplayedin black)

Tip

All DMX channel value changes made in the dmx output window are
stored with the show file and are persisted through log off/on as well as
through show backups.
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Section 25: The Fixture Builder

Thefixturebuildergivesuserstheability to createtheir own basicfixture libraries.Thefixture
builder shouldonly beusedin extremecaseswhenanew library is neededandthereis no time
tocontactHighEndSystemssupport.Generallyit isbestthatyoucontacthoglibraries@barco.com
to requestproperlybuilt fixture libraries.

Thefixturebuilderutility is only recommendedfor advancedprogrammerswith extensive
lighting fixtureandHog4 OperatingSoftwareknowledge.Knowledgeof thefixtureDMX pro-
tocol is essentialprior to creatingacustomlibrary. Thisguideroughlyexplainstheuseof the
fixturebuilder, but in noway is intendedto beacompletemanualfor creatingcustomlibraries.
Usersareurgedto contactsupportto havelibrariesproperlybuilt andinstalledinto thesoftware.

25.1 Working With the Fixture Builder

Thefixturebuilderutility doesnotallow full accessto all abilitiesof librariesbuilt by High End
Systems,andthereforeshouldonly beutilized in extremesituations.Pleasenotethatcustom
librariesbecomepartof theshow file they werecreatedin but individualfixturescanbemerged
betweenshow files.

Librariescanbebuilt from ablankcanvassor canbecopiedfrom existingfixtureswithin the
library (whenusingV4 libraries).Whenanexistinglibrary iscopied,many of theuniqueelements
of thefactorycreatedlibrary areremovedfor compatibilitywith thefixturebuilderutility. The
new fixture library maynotbehaveexactly like thelibrary it is acopy of.

25.1.1 Creating, Editing and Deleting Fixture Libraries

Youcancreate,edit anddeletefixture librariesin theFixtureBuilderwindow:

• Setup → Patch → Fixture Builder : opentheFixtureBuilderwindow.

Selectanoptionfrom thebuttonsat thetopof thewindow:
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Theoptionsare:

• CreateNew: createsanew fixture from scratch.SeeCreatinga New Fixture
Library FromScratch (p.345).

• Copy From: createsanew fixturebasedonanexistingfixturewithin afixture
library. SeeCreatinga New FixtureLibrary UsinganExistingLibrary (p.346).

• DeleteCurr ent: deletestheuser-createdlibrary selectedin thedropdown list.

• To edit any existingUserCreatedlibraries,selectit from thedropdown list:
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Creating a New Fixture Library From Scratch

WhenyoupresstheCreateNew button,theCreateNew CustomTypewindow will open;see
Figure25.1,“The CreateNew CustomTypewindow”.

Figure 25.1. The Create New Custom Type window

Within thiswindow youcandefinetheModelName,Author, andenterany Notes.Youcanalso
chooseto createblankor createfrom existing from within thiswindow. In theChannel Count
cell, enterthetotal numberof DMX channelsusedby thefixture. In theAdd Patchpoint @
Channel cell, enteraDMX channelnumberto defineanew patchpoint.A patchpointis usedto
createfixtureswith dualDMX addressingcapabilities(similartoascrollerdimmerfixturetype).
Whenthefixture is laterpatchedin thepatchwindow, youwill beableto patchthis fixtureat
two discreteDMX addressesasyouhavedefinedthestartingpoint for eachwithin thiswindow
(the1stchannelis automaticallydefinedasthefirst patchpoint)Only 1 additionalpatchpoint
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is currentlyallowed.SelectOK to submitthelibrary informationandbegin thebuilding process;
seeBuilding theFixture (p.347).

Creating a New Fixture Library Using an Existing Library

WhenyoupresstheCopy From button,theCreateNew CustomTypewindow will open;see
Figure25.2,“The CreateNew CustomTypewindow”.

Figure 25.2. The Create New Custom Type window

Within thiswindow youcandefinetheModelName,Author, andenterany Notes.Thecurrently
loadedfixturelibrarywithin theshow will bedisplayed.Selectamanufactureandfixturetocopy
theexisting library to thefixturebuilder. SelectOK to submitthelibrary informationandbegin
thebuilding process;seeBuilding theFixture (p.347).
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25.1.2 Building the Fixture

Onceyouhaveaddedafixturelibrary fromblankor fromacopy, youwill seetheDMX channels
in thefixturebuilder:

Figure 25.3. The Fixture Builder window

Usethefixture’s DMX Protocolto edit thecellsasneededto build thecustomlibrary. The
variouscellsandtheir usesare:

Type Information

• Model Name: thenameassignedto this library.

• Author: theauthorof thelibrary.

• DateModified: thedateof thelastmodificationto this library.

• Notes:any notesenteredby theauthor.

• DMX Footprint: total numberof DMX channelsusedby this fixture.

• Patchpoints: total numberof uniquepatchpointsandtheir locationfor this
fixture.

• Edit: pressthisbuttonto edit theinformationaboutthis library.

Channel

Thiscell representstheDMX Channelnumberperthefixture’s protocol.Severalentriesfor a
singleDMX channelmayexist,eachdefinedwith differentfunctionsor features.Typically each
DMX valueor rangedefinedby afixture’sDMX protocolwill resultin anadditionalDMX entry
for thesameDMX channel.UsetheNew DMX Entry buttonto addadditionalblankrows for
thecurrentlyselectedDMX channel,andtheDelete DMX Entry buttonto removeunwanted
rows.
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16-bitDMX functionalitycanbedefinedby combiningtwo DMX channelswith thesame
functionandfeature.SelectaDMX channelcell, pressSet andtypein thetwo DMX channels
tobecombined(separatedby / fromtheconsolekeypad).ForexampletocombineDMX channels
3 and4 to create16-bitDMX functionality, enter3/4 in theChannel cell for channels3 and
4. Combinedchannelsdonotneedto besequential(for example,3/8 is valid).

Function

Thiscell representsthefunctionor parameterusedto accessthischannel.A functionis defined
astheparameternamedisplayedwhenprogrammingthefixture.Examplesof functionsinclude:
intensity, pan,tilt, gobo,cyan,etc.Functionsareselectedfrom adialogboxthatis sortedby the
followingKind categories:Unused,Intensity, Position,Colour, Beam,andControl.Mostfunctions
alsohaveasub-categorycalledfeature.

Feature

A featureis definedasasub-classificationof a function.For example,agobofunctioncanhave
slots,spins,andrandomfeatures.All featureswithin a functionaremutuallyexclusive.In other
words,eachfeatureis auniquebehaviour of thefunctionandno two featurescanoccurat the
sametime.Eachfeaturecanhave its own DMX valueor rangeof values.Thefunctiontype
definedin thefunctioncell will determinewhatfeaturesareavailablein thefeaturecell. For in-
stance,selectingaStrobefunctionwill resultin achoiceof 13 featuresincluding:shutter, rate,
ramp,ramp/snap,random,etc.Many functionshavepre-definedfeaturesthatcannotbechanged
(Intensity, Pan,Cyan,etc).

Whenbuilding afixture library, youdefinea featureasasub-setof aparticularfunctionand
associateit with aspecificDMX valueor range.A gobofunctionmighthavesix slot features
(onefor eachgobo),onespinfeature,andonerandomfeature.Eachof theseentriesshouldbe
mappedto thecorrespondingDMX value(s)accordingto thefixture’s DMX protocol.A single
DMX channelcanhavemany differentfunctionsandfeatures,eachwith theirown uniqueDMX
valuesor rangesof values.

DMX Value

Thisfield is usedto definetheexactDMX valueor rangeof valuesusedby thefunctionand
featureof theDMX channel.Entriesin thisfield canbeasingleDMX valueor arangeof values.
Rangescanbeenteredwith theThru key on theconsolekeypad.For example,0>255would
resultin a full rangefor an8-bit DMX channel.DMX rangescanbeinvertedif desired,for ex-
ample:255>0to matchtherealworld rangethey correspondto. If a functionis definedasa16-
bit DMX function,thenDMX valuesandrangesmaybebetween0 and65535.

If aDMX valueis outof theallowableDMX range,theminimumor maximumvaluewill auto-
maticallybeused(anentryof 0>500will become0>255).

Real World

Thisfield definesthelabel,value,or rangethatis displayedon theconsolewhenthefunction
andfeatureis used.Theselectedfunctionandfeaturewill automaticallydefinethetypeof value
availablewithin thisfield. For example,anintensityfunctionwill alwaysbedisplayedasaper-
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centage,while panor tilt will alwaysbedisplayedin degreesandstrobefrequency in hertz(Hz).
Youmayenterasinglevalueor a rangeof values(0>260°)usingtheThru key on theconsole
keypad.TheRealWorld rangewill bemappeddirectly to thecorrespondingDMX valuerange.
Notethatif asinglevalueis entered(100%)for acorrespondingDMX valuerange(0>255),
thenyouwill notbeableto adjusttheparameterthroughoutthedefinedrange.

WhendefiningtheRealWorld valuesfor a function/feature,youcansimply enterthenumeric
value(0>100)andthepredefinedunit typewill automaticallybedefined(for intensitythiswould
appearaspercentage,for positionasdegrees,for strobeashertz);youdonothaveto enterin the
unit type.Also if aRealWorldvalueisoutof therangeof theconsole,theminimumormaximum
valuewill automaticallybeused(anentryof 0>200%will become0>100%).

Many featuresalsoallow negativevaluesto beused.Whendefiningtherealworld valuesfor a
rotatinggobo,for example,youcouldenter–50>50rpm.This realworld rangewill bemapped
directly to thecorrespondingDMX valuerange,soif theDMX valuerangewas0>255,thenthe
realworld valueof 0rpmwouldbeequalto aDMX valueof 128(positive rpmvalueswould
mapto higherDMX valuesandnegative rpmvalueswouldmapto lowerDMX values).
Decimalsmayalsobeusedwith someRealWorld values(22.5>99.7rpm).

In thecaseof featuresdefinedasslots(gobosor colours),anadditionalpopupboxwill become
availablewhentheRealWorld cell is selected.Thisdialogboxwill allow you to selectaname
for thegoboor colourfrom apredefinedlist of names.Slotentrieswill appearontheslottoolbar
duringprogramming.Additionally youcandefineanoffsetfor theslotname(in thefield at the
bottomof thedialog).Thisoffsetdefinestherangeusedby thefunctionwhendialling values
on theencoderwheel.Leaving this field blankwill resultin thedefault (0%)beingused.

Additional function/featureselectionsmayresultin variousRealWorld valueselectionsvia a
dialogbox.For instance,astrobefunctionandshutterfeaturewill allow aRealWorld value
entryof either‘open’ or ‘closed’.

25.1.3 Adding User Created Libraries to a Show

Oncelibrarieshavebeenbuilt within thefixturebuilder, they arestoredwithin theshow file.
Youcanthenaddthesefixturesto yourshow in thesamemethodasexistingfixtureswithin the
selectedlibrary:

1. In theFixturewindow, opentheFixtureSchedule.

2. Scrolldown to theUser Created manufacturerandexpandtoview all custom
madelibraries:
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3. Add, patch,andprogramcustomlibrariesin thesamemannerasexisting lib-
raries.

Onceafixture is created,it behavesthesameasbuilt-in fixture libraries:

• Youcanmergecustomlibrariesfrom oneshow to anotherusingtheMerge
Show function.

• YoucanusetheEdit Fixtureswindow to adjustdefault valuesandfurthercus-
tomizeusercreatedlibraries.

• Youcanreplicateandreplaceto andfrom usercreatedfixtures.

• Youshouldsendashow containingyourcustommadefixturesto support@fly-
ingpig.comsothey maybeaddedto futurebuilt-in libraries.
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25.2 Fixture Builder Tutorial

This tutorial takesyou throughtheprocessof building acustomfixture library for afictitious
fixture.Follow thestepsto createacustomfixture library.

Fictitious 575 Protocol

DescriptionValuePurposeCh.

0 is out 255 is full0 to 255Intensity1

540 degree pan0 to 255Pan Coarse2

0 to 255Pan Fine3

270 degree tilt0 to 255Tilt Coarse4

0 to 255Tilt Fine5

0 is full, 255 is out0 to 255Cyan6

0 is full, 255 is out0 to 255Magenta7

0 is full, 255 is out0 to 255Yellow8

Open

Gobo 1 (breakup)

Gobo 2 (bubbles)

Gobo 3 (cone)

Gobo 4 (radial)

Gobo wheel spin fwd slow to fast

Gobo wheel spin rev slow to fast

Random gobo slow to fast

0

20-30

31-40

41-50

51-60

100-150

151-200

201-255

Gobo9

Closed

Linear Strobe slow to fast

Random Strobe fast to slow

Reset Fixture

Strike Lamp

Shutdown fixture

Douse Lamp

Open

0

1-127

128-200

201-210

221-230

231-240

241-250

255

Shutter10

25.2.1 Step 1: Create the New Fixture

To createthenew fixture:

1. Setup → Patch : opentheFixturewindow.

2. PresstheFixtureBuilderbutton.

3. Click OK on thewarningdialog.

4. PresstheCreate New button.TheCreateNew CustomTypewindow will
open.
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25.2.2 Step 2: Enter Fixture Details

EntertheModelName,Author, andNotesby clicking in eachcell andpressingSet:

1. Namethemodel: Tutorial

2. Enteryournamefor Author.

3. Enterany notes.

4. Adjust thechannelcountto matchProtocol: 10channels.

5. Click OK to closethiswindow andstartthefixturecreation.

Theblanknew fixturewill bedisplayed:
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25.2.3 Step 3: Configure Channel Features

Intensity

1. SelecttheFunctioncell for channel1 andpressSet. A dialogwill appearwith
a list of functioncategories.

2. SelectIntensityon theleft columnto displaya list of Intensityfunctionsub-
categories.

3. SelectIntensityasthedesiredfunction.Thewindow will closeandyouwill
seeintensityassignedasthefunctionandfeaturefor channel1. Notethatthe
featurecolumnwill auto-fill with ‘Intensity’.

4. SelecttheDMX valuecell for channel1 andpressSet. EntertheDMX values
rangefor theintensitychannel(0>255)andpressEnter.

5. SelecttheRealWorld valuecell for channel1 andpressSet. EntertheReal
World valueto bedisplayedin percentage(0>100)andpressEnter.
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Pan and Tilt (16 bit)

Define16bit channelsfor PanandTilt:

1. Selectthechannelcell for Channel2 andpressSet. Enter2/3 to indicatethat
channels2 and3 combineto createasingle16-bit fixture.

2. Selectthechannelcell for Channel3 andpressSet. Enter2/3 to indicatethat
channels2 and3 combineto createasingle16-bit fixture.

3. Repeattheabove for channels4 and5.

ConfigurePanandTilt Functions:

1. Selectthefunctioncell for thefirst 2/3channelandpressSet. A dialogwill
appearwith a list of functioncategories.

2. SelectPositionon theleft columnto displaya list of Positionfunctionsub-
categories.

3. SelectPanasthedesiredfunction.Thewindow will closeandyouwill see
panassignedasthefunctionandfeaturefor channel2.Notethefeaturecolumn
will auto-fill with ‘Pan’.

4. SelecttheDMX valuecell for channel2/3andpressSet. EntertheDMX
valuesrangefor theintensitychannel(0>65535)andpressEnter.
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5. SelecttheRealWorld valuecell for channel2/3andpressSet. EntertheReal
World valueto bedisplayedin degrees(-270>270°)andpressEnter. This
realworldvaluewill mapthe540degreesof movementacrosstheDMX range
sothemiddleof therange(32768)is equalto 0°. Notethatyoucouldinstead
enter0>540°if desired,but thenthiswouldbedifferentthanexistingfixtures
asthe0° valuewouldequalaDMX valueof 0.

6. Repeattheabove for thesecond2/3channel.

7. Repeatall of theabove for Tilt on thetwo 4/5channels.

Cyan, Magenta, Yellow

1. Selectthefunctioncell for channel6 andpressSet. A dialogwill appearwith
a list of functioncategories.

2. SelectColouron theleft columnto displaya list of Colourfunctionsub-cat-
egories.

3. SelectCyanasthedesiredfunction.Thewindow will closeandyouwill see
Cyanassignedasthefunctionandfeaturefor channel6. Notethefeature
columnwill auto-fill with ‘variable’.
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4. SelecttheDMX valuecell for channel6 andpressSet. EntertheDMX values
rangefor theCyanchannel(255>0)andpressEnter. NotethattheDMX value
is invertedbecausetheprotocolshows0 is full colourand255is nocolour.

5. SelecttheRealWorld valuecell for channel6 andpressSet. EntertheReal
World valueto bedisplayedin percentage(0>100)andpressEnter.

6. Repeattheabovestepsfor Magentaonchannel7 andYellow onchannel8.

Gobo Wheel

SincetheDMX Protocollists 8 discreteDMX valuesor rangesusedby channel9, thenumber
of DMX entriesneedsto beincreasedfor this channel:

1. SelecttheChannelcell for channel9.

2. PresstheNew DMX Entrybuttonto addanadditionalDMX entryfor channel
9.

3. Repeattheaboveuntil thereare8 channelentriesfor this channel:
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DefineeachDMX entryfor Slots:
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1. Selectthefunctioncell for ablankDMX Entryof channel9 andpressSet. A
dialogwill appearwith a list of functioncategories.

2. SelectBeamontheleft columnto displayalist of Beamfunctionsub-categor-
ies.

3. SelectGoboasthedesiredfunction.Thewindow will closeandyouwill see
Goboassignedasthefunctionandfeaturefor channel9. Notethefeature
columnwill auto-fill with ‘slots’.
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4. SelecttheDMX valuecell for thisDMX EntryandpressSet. EntertheDMX
valuesrangefor thefirst gobovalue(0) andpressEnter.

5. SelecttheRealWorld valuecell for thisDMX EntryandpressSet. A dialog
boxwill displaya list of slot names.Selectaslot nameandpressEnter.

6. Repeattheabovestepsfor theotherDMX entriesfor eachgoboin theprotocol.

DefineeachDMX entryfor Spins:
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1. Selectthefunctioncell for ablankDMX Entryof channel9 andpressSet. A
dialogwill appearwith a list of functioncategories.

2. SelectBeamontheleft columnto displayalist of Beamfunctionsub-categor-
ies.

3. SelectGoboasthedesiredfunction.Thewindow will closeandyouwill see
Goboassignedasthefunctionandfeaturefor channel9. Notethefeature
columnwill auto-fill with ‘slots’. Selectthis cell andpressSet. ChooseSpin
from thedialogbox.

4. SelecttheDMX valuecell for thisDMX EntryandpressSet. EntertheDMX
rangevaluesfor thegobospinaccordingto theDMX protocol(100>200)and
pressEnter.

5. SelecttheRealWorld valuecell for thisDMX EntryandpressSet. Enterthe
RealWorld valueto bedisplayedin RPM (-100>100rpm)andpressEnter.

6. Repeattheabovestepsfor therandomspinportionof theprotocolusingan-
otherDMX entryfor channel9.
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Strobe/Control Channel

Thenumberof DMX entriesneedsto beincreasedfor this channel:

1. SelecttheChannelcell for channel10.

2. PresstheNew DMX Entrybuttonto addanadditionalDMX entryfor channel
10.

3. Repeattheaboveuntil thereare8 channelentriesfor this channel.

DefineeachDMX entryfor Strobe:
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1. Selectthefunctioncell for ablankDMX Entryof channel10andpressSet.
A dialogwill appearwith a list of functioncategories.

2. SelectIntensityon theleft columnto displaya list of Intensityfunctionsub-
categories.

3. SelectStrobeasthedesiredfunction.Thewindow will closeandyouwill see
Strobeassignedasthefunctionfor channel10.Notethefeaturecolumnwill
auto-fill with ‘Shutter’.

4. SelecttheDMX valuecell for thisDMX EntryandpressSet. EntertheDMX
valuefor theOpenShutteraccordingto theDMX protocol(0)andpressEnter.

5. SelecttheRealWorld valuecell for thisDMX EntryandpressSet. A dialog
boxwill displaya list of shutteroptions.Selectthe‘open’ shutteroptionand
pressEnter.

6. Repeattheabovestepsfor the‘closed’ shutterability of thefixture.

7. Selectthefunctioncell for ablankDMX Entryof channel10andpressSet.
A dialogwill appearwith a list of functioncategories.

8. SelectIntensityon theleft columnto displaya list of Intensityfunctionsub-
categories.

9. SelectStrobeasthedesiredfunction.Thewindow will closeandyouwill see
Strobeassignedasthefunctionfor channel10.Notethefeaturecolumnwill
auto-fill with ‘Shutter’.Selectthis cell andpressSet. ChooseRatefrom the
dialogbox.

10. SelecttheDMX valuecell for thisDMX EntryandpressSet. EntertheDMX
rangefor theLinearStrobeaccordingto theDMX protocol(1>127)andpress
Enter.

11. SelecttheRealWorld valuecell for thisDMX EntryandpressSet. Enterthe
RealWorld valueto bedisplayedin Hertz(0>30hz)andpressEnter.

12. Repeatsteps8-13for therandomstrobeability of thefixture.

FixtureControlcommandsfrom Strobechannel:

1. Selectthefunctioncell for ablankDMX Entryof channel10andpressSet.
A dialogwill appearwith a list of functioncategories.

2. SelectControlon theleft columnto displaya list of Controlfunctionsub-
categories.

3. SelectFixtureControlasthedesiredfunction.Thewindow will closeandyou
will seeFixtureControlassignedasthefunctionfor channel10.Notethe
featurecolumnwill auto-fillwith ‘Idle’. Selectthiscell andpressSet. Choose
GlobalResetfrom thedialogbox.

4. SelecttheDMX valuecell for thisDMX EntryandpressSet. EntertheDMX
for thefixture resetaccordingto theDMX protocol(205)andpressEnter.

5. Repeattheabovestepsfor theshutdown ability of thefixture.

NotethatRealWorld valuesarenotallowedfor Controlfunctions.
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LampControlcommandsfrom Strobechannel:

1. Selectthefunctioncell for ablankDMX Entryof channel10andpressSet.
A dialogwill appearwith a list of functioncategories.

2. SelectControlon theleft columnto displaya list of Controlfunctionsub-
categories.

3. SelectLampControlasthedesiredfunction.Thewindow will closeandyou
will seeLampControlassignedasthefunctionfor channel10.Notethefeature
columnwill auto-fill with ‘Strike’. Selectthis cell andpressSet. Choose
Dousefrom thedialogbox.

4. SelecttheDMX valuecell for thisDMX EntryandpressSet. EntertheDMX
for thelampdouseaccordingto theDMX protocol(245)andpressEnter.

5. Repeattheabovestepsfor thelampstrikeability of thefixture.

NotethatRealWorld valuesarenotallowedfor LampControlfunctions.

25.2.4 Step 4: Build the Fixture

Yourfixtureshouldbesimilar to theexamplebelow:
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To build thefixture:

1. PresstheBuild Typebuttonto build thefixture library.

2. If any errorsarefoundadialogwill explain theerror. Makeany corrections
andbuild again.

3. A dialogboxwill confirmasuccessfulbuild of a library:
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25.2.5 Step 5: Add the Fixture in the Fixture Schedule

1. OpentheFixtureSchedulewindow andscrollto theUserCreatedmanufacturer.

2. Selectyournew fixtureandpressSet. Enterthenumberof fixturesto beused
in theshow.

3. PressOK andpatchthefixtures,swapaxes,andsoon,asnormal:

25.2.6 Step 6: Edit Fixture to Define Default Values

To definethedefault valuesfor yournew fixture,youcanedit thedefaultsfor eachparameter
in theEdit Fixtureswindow:
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25.2.7 Step 7: Programming Your Custom Fixture

Whenprogrammingwith thefixture from thetutorial,bearin mind thefollowing:

• PanandTilt are16-bitDMX, but appearasasingleparameter(anduse2 DMX
channelseach).

• Cyan,Magenta,andYellow functionproperlyin respectto theDMX values
beinginvertedfrom theRealWorld value.

• TheGoboslotsappearon theSlot toolbar.

• TheGoboSpinandRandomfunctionsappearon theGoboencoderwheel.

• Thevarioustypesof parametersthatarecontrollingchannel10:shutter, strobe,
fixturecontrol,andlampcontrol.Noticehow eachappearsasuniquefunctions,
althoughthey all outputon thesameDMX channel.
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Section 26: Pig Key Commands

ThePigkey is theHog4OS'smainmodifier key; it canbeusedto modify or extendmany of
theconsole'scommands.Thefollowing tableslists its uses,with keys andbuttons,andwith
othercontrols.
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Pig with Keys and Buttons

ResultUse

When patching with View by DP enabled, un-
patches the selected fixtures.

Pig + @

Removes values from the currently highlighted
cells in the Programmer or editor.

Pig + Backspace

When leaving blind mode, parameters will fade
to their new values in the assigned or default

Pig + Blind

fade time, rather than snapping to their new
values.

Opens the playback options for the cuelist on
the selected master.

Pig + Choose

Copies the contents of the currently selected
cells.

Pig + Copy

When using Flip to cycle a fixture through its flip
positions, goes through the possible positions
in the reverse order to Flip without Pig.

Pig + Flip

Equivalent to pressing Go on all masters.Pig + Main Go

Equivalent to pressing Halt on all masters.Pig + Main Halt

Equivalent to pressing Back on all masters.Pig + Main Back

Releases the master.Pig + Go, Halt, Back, or Flash on a
master

Changes the view to the previous view, rather
than the next view.

Pig + Next (on the View Toolbar)

Changes the page to the previous page, rather
than the next page.

Pig + Next Page

Nudges the intensity up by half the set nudge
value.

Pig + Nudge Up (above the I-Wheel)

Nudges the intensity down by half the set nudge
value.

Pig + Nudge Down (below the I-
Wheel

Opens the Launched Processes window.Pig + Open + Backspace

Opens the Colour Picker rather than the Colour
Directory.

Pig + Open + Colour

Unparks selected fixtures, rather than parking
them.

Pig + Park

Pastes into the currently selected cells.Pig + Record

Releases all masters.Pig + Release

Toggles the worklight on and off (Road Hog 4
only).

Pig + Setup

Cycles through the possible window sizes in the
reverse order.

Pig + Size (on the Window Control
Toolbar)

Un-touches specified parameters and fixtures,
rather than touching them.

Pig + Touch

Redoes the last undone action.Pig + Undo
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Pig with Keys and Buttons

Extends the selected cells or directory items in
spreadsheets and directories.

Pig with the arrow keys

Overrides the effect of the Guard button.Pig when pressing a button in a dir-
ectory

Acts as a shift key, to type upper case charac-
ters.

Pig when entering text with the on-
screen keyboard

Intensities are increased or decreased in propor-
tion to their individual level, rather than all in-
tensities changing by the same amount. For
example, if fixture 1 is at 10%, 2 at 50% and the
wheel is increased by 10%, then fixture 1 will
move to 11% and 2 will move to 55%.

Pig with the I-Wheel

Moving the parameter wheel with Pig allows fine
adjustment of the parameter, so that each turn
of the wheel will change the parameter value
by a smaller amount, making exact adjustments
easier.

Pig with parameter wheels

Copies the dragged files, rather than moving
them.

Pig when dragging files in the File
Browser pane of the Show Manager
window
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Section 27: Visualiser Connectivity

All Hog4OSconsolesarecapableof connectingdirectly to visualisersvia theHogNetnetwork.
CurrentlyESPVision,WYSIWYG, MSD, CaptureandLight Conversearesupported.TheHog
4 Connectivity applicationmustbeinstalledon thevisualizationcomputerfor this connectivity
to function.

Thissectiondescribesthebasicinformationneededto install theHog4 Connectivity application
onyourvisualisercomputeraswell astheconfigurationof theapplication.For in depthvisualiser
usage,pleasecontactthevisualisermanufacturer;seeVisualiserSupportContacts(p.387).

27.1 Installing the Connectivity Application

YoucandownloadthecurrentHog4 Connectivity installationapplicationfrom theHigh End
Systemswebsite:www.highend.comor or youcanselectto install theconnectivity driverwhen
installingHog4PC.Thefollowing instructionsassumeyouarerunningtheseparateconnectivity
driver installation.

To install theconnectivity application:

1. Doubleclick theHogConnect_x-x-x-x.msifile to launchtheinstallwizard.

2. TheHogConnectinstallerwill checkyouroperatingsystemandwindows
installerversions,andthendisplaythewelcomescreen.PressNext to begin
theinstallationprocess.
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3. ThewizarddisplaysanEndUserLicenseAgreement.
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After youselectI acceptthetermsin theLicenseAgreement, pressNext to
continue.

4. Theinstallernow showsyouwhich featuresof theHogConnectapplication
aregoingto beinstalledandinto which location.Do notmakeany changes
to theinstall locationasmost3rdpartyvisualizerapplicationsarehardcoded
to point to thedefault installationdirectoryandchangingthisoptioncould
leadto failureof theconnectivity driver to startproperly. PressNext to con-
tinue.
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5. ThispromptsaReadyto Install screenwith instructionsonbeginningor can-
celingtheinstallation.PressInstall to begin installing.
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6. Installation:duringtheinstallationaprogressbarwill beshown:
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7. Completingtheinstallation:whentheinstallationis complete,pressFinish to
exit theinstaller.
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27.2 Connecting the Console to the Visualizer

TheHog4visualiserconnectivity supportsmultipleDMX Processorsdependentuponthenumber
of universessupportedby yourvisualiserand/orlicense.Contactthevisualisermanufacturerfor
upgradeinformation.

27.2.1 Configuring Visualisers

Referto yourvisualiserdocumentationfor informationregardingconfigurationof DMX input
via theHogvisualiserconnectivity application.Mostvisualisersrequireselectingtheinputsource
andit mustbemappedto theHogconnectivity.

27.2.2 Configuring the Network Connection

As thevisualiserapplicationopens,theWholehog DP window will beopenedon thebottom
right of yourvisualisercomputerscreen:
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A Hog logowill alsobeplacedin theWindows taskbarwhenthisapplicationis running:

If youclosethedialogbox, theWholehogDPwill continueto run,anddouble-clickingon the
taskbariconwill re-openthedialogbox.

WhenaHogserverisdetectedonthenetwork theStatus fieldwill changetoWholehog Network
Found, thento Loading Show, andfinally to Running:

TheSession andInfo fieldswill containadditionalnetwork information.

TheWholehogDPapplicationcanbeconfiguredsimilarly to anactualDMX Processor. You
canassignHognetwork portandthenetnumberfor thisapplication.ThePort field mustbeas-
signedto thesameportasyourHogconsoleon thenetwork. TheNumber field representsthe
netnumberandis similar to thenumberin theupperright handcorneronaDMX Processor.

Assignthenumberto auniquedevicenetnumberthatis notusedby any otherdeviceson the
Hognetwork. PressApply aftermakingchanges.

27.2.3 Configuring the Visualiser Universes

In theWholehogDPwindow onyourvisualisercomputerpressthePatch buttonto openthe
Patchwindow. Usingthiswindow youcanconnectany of the24DMX universeswithin your
visualiserto any DMX Processoranduniversefrom yourHogshow. For example,to assign
visualiseruniverse3 to respondto theDMX from universe3 of DMX Processor2,simplyselect
DP#2, Universe3 in the#3 row. PressOK aftercompletingthepatching.
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27.2.4 Using the Visualizer

Oncetheaboveconfigurationis complete,theconnectivity betweentheHogsystemandthe
visualisershouldbegin working.YoucanclosetheWholehogDPwindow andtheconnectivity
will continueaslongastheHog logo remainsin thetaskbar:

27.3 Connecting to WYSIWYG

TheHogConnectivity for WYSIWYG supportsmultipleDP’s up to thenumberof channels
supportedby yourWYSIWYG dongle.ContactCastfor WYSIWYG upgradeinformation.

27.3.1 Configuring the Network Connection

WhenWYSIWYG is launched,theWholehog DP window will belaunchedandopenedon the
bottomright of yourvisualisercomputerscreen:
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A Hog logowill alsobeplacedin theWindows taskbarwhenthisapplicationis running:

If youclosethedialogbox, theWholehogDPwill continueto run,anddouble-clickingon the
taskbariconwill re-openthedialogbox.

WhenaHogserverisdetectedonthenetwork theStatus fieldwill changetoWholehog Network
Found, thento Loading Show, andfinally to Running:

TheSession andInfo fieldswill containadditionalnetwork information.

TheWholehogDPapplicationcanbeconfiguredsimilarly to anactualDMX Processor. You
canassignHognetwork portandthenetnumberfor thisapplication.ThePort field mustbeas-
signedto thesameportasyourHogconsoleonthenetwork.TheUser Number field represents
thenetnumberandis similar to thenumberin theupperright handcorneronaDMX Processor.

AssigntheUserNumberto auniquedevicenetnumberthatis notusedby any otherdeviceson
theHognetwork.

27.3.2 Configuring WYSIWYG

To configureWYSIWYG:

1. In WYSIWYG opentheDeviceManager: Live → Device Manager
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2. Click onNew to addanadditionaldevice.SelectWholehogIII DPasthenew
device:

3. Thedevicewindow will now displaytheHogDMX Processor8000.

Doubleclick on thisdeviceor selectit andpressProperties. TheProperties
window will open:
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4. In theAddress field entertheDPnumberusedwhenpatchingon theHog
console.Click OK to closethiswindow.

5. Bind theportsto theuniversesin yourWYSIWYG show; consulttheWYSI-
WYG documentationfor detailedinstructions.

6. Oncetheuniversesarebound,youcanconnectto theWholehogDP. Repeat
theabovestepsfor eachDMX Processorusedin yourHogshow file.
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27.3.3 Additional Steps for WYSIWYG Console Edition

Whenusingsomeversionsof ConsoleEdition (CE)WYSIWYG to connectdirectly to aHog
systemonly oneuniverseof visualizationis possibleata time. If yourversionof CE is limited
to oneuniverse,youwill needto specifywhichuniverseis activewithin theWYSIWYG file:

1. With theWYSIWYG file open,go to theLiveModuleandselectEdit →
Universes.

2. TheVisualisationUniverseSelectionwindow will open.Thiswindow will
displayall thecurrentlyconfigureduniverseswithin yourdrawing. Usethis
window to selecttheuniverseyouwish to visualizefrom theconsole.

27.3.4 Using the Connectivity with WYSIWYG

Oncetheaboveconfigurationis complete,theconnectivity betweentheHogsystemand
WYSIWYG shouldbeginworking.YoucanclosetheWholehogDPwindow andtheconnectivity
will continueaslongastheHog logo remainsin thetaskbar:

Autofocus Feature

WYSIWYG cansendinformationbackto yourHogconsoleto allow lights to beautomatically
positionedtoaparticularlocationonstage,ratherthanindividuallypositioningthefixturesusing
theconsole’scontrols.Referto theWYSIWYG UsersManualfor furtherdetailsontheAutofocus
feature.

WhenWYSIWYG Autofocusis enabled,selectinganddeselectingfixturesin WYSIWYG will
dothesameonyourconsole.Youcanalsousethefunctionsin WYSIWYG toassigntheintensity,
iris, pan,tilt, andCMY colourmixing valuesin theactiveeditoror programmeron theHog
console.

385High EndSystems

Section27: VisualiserConnectivity



NotethattheAutofocusfeaturerequiresthattheHogshow file usesafixture library version2.5
or greater.

27.4 Troubleshooting

1. When launching a visualisera messagesayingError loading
<path>/lxhog3dp.dll or hog4.dll appears.

Thedriver cannotbelocated.Runtheinstalleragain.

2. Windows98or ME will not run the msi installer.

Downloadandinstall theWindows Installer2.0updatefrom Microsoft andrun theHog
Connectivity installeragain.

3. The WholehogDP window doesnot openwhen the visualiser is launched.

Runtheinstalleragain.

4. The WholehogDP window alwayssaysLocating Wholehog Network…

Checktheportmatchesonthesettingsontheconsole.CheckEthernetconnections.Check
thatthereis only oneDHCPserver in yournetwork. Rebootthevisualisercomputer.

5. The WholehogDP window displaysConnection Error while trying to connect.

Checkthenetwork settingsonboththevisualisercomputerandtheHogconsole.Reboot
thevisualisercomputer.

6. The WholehogDP window displaysCouldn’t get file handle while trying
to connect.

Checkthatanothervisualiseris not runningon thesamecomputer. Rebootthevisualiser
computer.

7. The WholehogDP window displaysLoader version is old (need x.y.z)
while trying to connect.

Youneedto updatetheConnectivity Application.Checkwww.flyingpig.comfor thelatest
version.

8. No visible fixtur eoutput in the visualiser.

CheckthattheconsoleGrandMasteris up.CycletheBlind key to assertthecontentsof
theProgrammer.

9. WYSIWYG displaysCould not connect the following consoles:
Wholehog DP.

CheckthattheWholehogDPwindow indicatesit isconnectedto theconsoleandis running.
Checkthattheaddressin thePropertieswindow onWYSIWYG matchestheDMX Pro-
cessorin yourHogshow, andthatanotherdevice is notalreadyconnectedto thatnumber.

10. WYSIWYG Autofocusdoesnot appear to function.
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CheckthattheHogshow is usingaversion2.5or greaterfixture library. Checkwith Cast
regardingtheWYSIWYG fixture libraries.

27.5 Visualiser Support Contacts

ESPVision:www.espvision.com

WYSIWYG/Cast:www.castlighting.com

MSD: www.martin.com

Capture:www.capturesweden.com

Light Converse:www.lightconverse.net
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Section 28: Upgrading Console Software

28.1 Software Upgrade

Hogconsolesoftwarecanbeupgradedusinganfpspkginstallerpackagedownloadablefrom
theFlying Pigwebsite.Hog4PCis upgradedusinganmsi installerpackage.For detailson in-
stalling/upgradingHog4PCseeInstallingHog 4PC(p.395).

To upgradesoftwareonyourHog4(notHog4PC):

1. DownloadtheFPSPKGinstallerfromtheFlyingPigwebsite(oncedownloaded
thefile namewill beHog4_X-X-X-X.fpspkgwheretheXs representedthe
softwareversionnumber)

2. Copy thefile to aUSBFlashdrive.

3. InserttheUSBFlashdrivecontainingtheupgradefile into any USBsloton
theconsole.

4. Goto theStart window onyourconsoleandpresstheSoftware button,located
at thebottomof theStartwindow.

5. Browseto theUSBflashdriveandselectthefile containingthesoftware
versionto upgrade,andpressOK.

6. Hog4OSwill continuewith theupgradewithoutfurtherinteraction.Upgrades
typically lessthan20secondsunlessotherwisenotedin thereleasenotes.
Whentheconsolecompletestheupgradeall upggradedialogueboxeswill
close.Checkthesplashscreento ensuretheconsoleis indeedrunningthe
upgradedsoftwareversion.Youmaynow usetheconsoleasnormal.

28.2 Full Install (System Restore)

Youmayoccasionallyneedto doa ‘cleaninstall’ of theHog4OSonyourconsole.Performing
a full systemrestorecompletelyerasesandreplacestheHogOScoreoperatingsystem.A full
systemrestoreisn't recommendedunlessyouhavebeenhaving problemswith theconsole,it is
specifiedin thereleasenotes,or youhavebeenadvisedby supportstaff to doa full install.

» Important

Before installing new software, ensure that your show data is backed up.
A Full Install will erase all data on the console's hard drive.

To doa full install systemrestore:
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1. First ensurethatyourdatastoredon theharddrive is backedupontoCD or
USBflashdrive.SeeBackingUp Your Show(p.90).

2. Downloadtheproperversionof yourconsole'sfull resotre.ISOfile from the
Flyinpig website.

3. Burnthe.ISOfile to aCD asanimagefile (donotburnasaregulardatadisk).
For Windows7 usersit is recommendedyousimply right click on theISO
file andselect"BurnasImage".If youprefertouseaUSBflashdriveto restore
yourconsolepleaseseesections24.2.1and24.2.2for instructionsonhow to
createabootableUSBflashdriveonyourWindowsor Macintoshcomputer
for consolerestore.

4. InsertCD-ROM in theconsole'sdriveandcloseit. Alternativelyyoucaninsert
theUSBflashdriveyoucreatedin step3 into any oneof theconsole'sUSB
slots.

5. Restarttheconsole.

6. WhentherestoremenuappearspressEnteron thebuilt-in keyboardto begin
thesystemrestore.(Note:If youusedUnetbootinonyourMacintoshcomputer
to createtheUSBflashdriveyouwill notseethisstepandtherestoreprocess
will begin automatically)

Full Boar4 andRoadHog4: If donothaveanexternalkeyboardpluggedinto
theconsoleyoucanusetheenterkey onthefront panelfor thisstepby putting
theconsole'sfront panelinto HID mode.To put theconsolefront panelinto
HID modepressthecursorupkey while holdingdown thepig andfankeys.
Theblind key ledwill flashthreetimes.Thefront panelis now in HID mode.
Pressingenteronyourconsole'sfront panelwill now continuethefull install
procedure.To returnthefront panelto normalmodepowercycle theconsole
or pressthecursordown key while holdingdown thepig andfankeys.

7. Theinstallationwill occurwithout furtheruserinteraction.Notethatit will
takea few minutesto complete.

28.2.1 Creating a Bootable USB Flash Drive on a Windows Computer

Thefollowing proceduredemonstrateshow to createabootbaleUSBflashdrive to restoreyour
Hog4OSConsoleusingaWindowsComputer:

1. Downloadandinstall Linux Live's"USB StickMaker" to yourWindowsPC.
( http://www.linuxliveusb.com/)

2. InsertaUSBflashdrive into onof yourWindowscomputer'sUSBslotsand
startLinux Live'sUSBStick Maker (USBflashdrivemustbeat least2GB)

3. In step1 of Linux LiveUSBCreatorselecttheUSBflashdriveyou inserted
into yourcomputer

4. In step2 of Linux LiveUSBCreatorclick on ISO/IMG/ZIPandselectthe
Hog4OSfull restore.ISOfile thatyoudownloadedfromtheHog4OSsupport
pageonline
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5. Skipstep3 of theLinux LiveUSBCreatorandlook atstep4. Select"Format
thekey in Fat32"

6. Click on thelightningbolt in step5 of theLinux LiveUSBcreator.

7. A dialogueboxwill popupwarningyou thatyourUSBflashdrivecontents
will beerased.Click okay.

8. WhenLinux LiveUSBCreatoris finishedit will alertyou.RemoveyourUSB
flashdriveandproceedto restoreyourconsoleasoutlinedin section24.1.

28.2.2 Creating a Bootable USB Flash Drive on a Macintosh Computer

Thefollowing proceduredemonstrateshow to createabootbaleUSBflashdrive to restoreyour
Hog4OSConsoleusingaMacintoshComputer:

1. DownloadandinstallUnetbootin( http://unetbootin.sourceforge.net/)

2. Openaterminalwindow onyourMacintoshcomputer. If youdon'tknow how
to opena terminalwindow youcansimply type"terminal" in thespotlight
searchfield andit will usuallyshow upasthefirst applicationresultin the
searchresults.Click on theapplicationto launcha terminalwindow.

3. InserttheUSBflashkey youwish to useinto oneof theUSBslotsonyour
MacintoshComputer. (Must beat least2GBandformatedasFat32)

4. In theterminalwindow type:diskutil list andhit enter.

5. Youshouldnow seea list of disksin theterminalwindow. LocateyourUSB
flashdrive in this list andtypesudofdisk -e /dev/rdisk# where# is thedisk
numberof yourUSBflashdriveandhit enter. Whenpromptedtypein your
computerpasswordandpressenter. (Youmayignoreany errormessagessuch
as"fdisk: couldnotopenMBR file ...")

6. Typep in theterminalwindow andhit enter.

7. Typef 1 in theterminalwindow andpressenter. Theterminalwindow should
now read"Partition1 markedactive".

8. Typewrite in theterminalwindow andpressenter. Whenaskedto confirm
thata rebootwill beneededtype"Y" andpressenter.

9. Typeexit andpressenter. Youmaynow closetheterminalwindow.

10. StartUnetbootin.WhenUnetbootinstartsyouwill seeasinglewindow on
yourscreen.

11. Selectthe"Disk Image"optionandmakesure"ISO" is selectedfrom thedrop
down menu.

12. EnsureyourUSBflashdrive is insertedin yourMacintoshcomputerandis
selectedin drivedropdown menuin Unetbootin.

13. Now click onthebrowsebuttonin Unetbootin(thebrowsebuttonis thebutton
with threedotson it) andselectthecorrectFull Restore.ISOfile thatyou
downloadedfrom theHog4OSsupportwebsite.
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14. Click okayandUnetbootinwill proceedto createyourUSBflashdrive.

15. WhenUnetbootinis finishedit will alertyou.RemoveyourUSBflashdrive
andproceedto useit to restoreyourconsoleasoutlinedin section24.1.

28.3 Updating the DMX Processor Software

Normally, updatingtheconsolesoftwarewill alsoupdatethesoftwareof connectednetwork
processors.If necessary, youcanupdatethesoftwaremanually:

1. Setup → Network : opentheNetwork window.

2. Thenetwork window will displaya list of any connectedDMX Processors
who'ssoftwaedoesnotmatchtheconsolesoftwareversionunderaheading
titled "UpgradeableNodes".

3. Right click on theDPyouwish to upgradeandselect"upgradenode".

If theconsoleandnetwork processorarerunningdifferentsoftwareversionsandtheabovepro-
cedureis not fully workingor if theconsoleis not recognizingthenetwork processoron the
network youcanforcethenetwork processorto updateits softwareat theDP:

1. Turnoff themainspower to thenetwork processor. CheckthattheDP is
connectedto theconsole'snetwork andthattheconsole's"EnableDHCP
Server" and"EnableBootServer" optionsareenabledin thenetwork tabof
thecontrolpanel.

2. Hold down theall threebuttonson thenetwork processor'sfront paneland
applypower. TheDP'sdisplayshouldnow read"Forcingsoftwarereload".

3. Thenetworkprocessorwill downloaditssoftwarefromtheconsoleandreboot.
TheDP'snetnumberandport numbersettingswill besetbackto defaults.

28.3.1 DMX Processor 8000 Reset Options

Thekeysonthefront panelof theDMX Processor8000areusedfor standardmenunavigation.
Howeverastheunit bootsyoucanview specificbootinformationvia ascroll bar. Oncethe
DMX Processor8000is fully booted,it displaysthestandardmenu.In additionthefollowing
resetoptionsareavailable:

Hard Reset:to forceahardresetof theDMX Processor8000,hold the and buttonsfor
four seconds.Oncetheresetbeginsyouwill seeI/O Board Disconnected on thedisplay.

DMX Board Firmwar eReload: to reloadtheDMX boardfirmwarefrom theProcessor'sfront
panel,holddown any singlekey astheunit is poweredon.Oncetheprocessbeginsyouwill see
theDP8000 Bootloader messageon thedisplay. After aboutoneminutethefirmwarewill be
reloaded.

CPU Board Firmwar eReloadand Restore to Defaults: to reloadtheCPUboardfirmware
holddown the , and keys astheunit is poweredon.TheDMX Processor8000will
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thenreloadits firmwarefrom thenetwork. Oncetheprocessbeginsyouwill seetheForcing
Software Reload messageon thedisplay.
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Section 29: Installing Hog 4PC

Hog4PCis asoftwareprogramthatrunstheHog4OSonWindowsbasedcomputers.Youcan
downloadthecurrentversionfor nochargeatwww.flyingpig.com.

Thesoftwarecanbeusedasanoffline editor, abackupserver, or astandalonecontrollerthrough
theuseof USBDMX Widgetsor DMX Processors.

29.1 Software Installation

Hog4PCrequiresWindowsXP SP2or greaterto ensureproperfunctionality. SincetheHog
4OSmakesuseof multipleprocessescommunicatingvia TCP/IPsockets,someWindowscom-
puterconfigurationsmaypreventtheHog4PCprocessesfrom communicatingwith eachother.

Not meetingthesystemrequirementsof WindowsXP SP2or greater, lackof anenablednetwork
connectionor multipleactivenetwork connections,and/orfirewall settingscanall resultin Hog
4PCcommunicationfailures.Thesecommunicationfailurestypically causetheSplashScreen
to repeatedlydisplay‘Scanningport 6600’ in its statuswindow.

To installHog4PC:

1. Downloadtheinstallerfor thelatestversionof Hog4PCfrom theFlying Pig
website.(oncedownloadedthefile namewill beHog4PC_X-X-X-X.msiwhere
theXs representedthesoftwareversionnumber).

2. Doubleclick on theHog4PCinstallerfile to launchtheinstallwizard.The
Hog4PCinstallerwill checkyouroperatingsystemandwindows installer
versions,andthendisplaythewelcomescreen.
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3. Ensureany Hog4 USBdevices(suchaswidgetsor wings)havebeendiscon-
nectedfrom yourcomputer, andclick on theNext buttonto continue.

4. ThewizarddisplaysanEndUserLicenseAgreement.After youselectI accept
the terms in the License Agreement, youcanclick theNext buttonto
continue.
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5. Youcannow choosewhichfeaturesof Hog4PCyouwishto install.Thelisted
optionswill varydependingonwhichcomponentsarealreadyinstalledon
yourmachine.Selectyourpreferencesandclick onNext to continue.
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6. By default thesoftwarewill beinstalledinto the‘C:\ProgramFiles\FlyingPig
Systems\hog4pc\’directory. YoucanusetheBrowse buttonto navigateto
anotherlocationfor theapplication.

7. After selectingadrive locationandcomponentsto install,click onNext to
continueinstallation.

8. Theinstallerwill now offer a link to theElo TouchSystemswebsite.If you
plantouseElo touchscreenswith yourHog4PCsetup,thenit is recommended
youclick on theElos Drivers button,bookmarkthewebsitein yourbrowser,
anddownloadandinstall thelatesttouchscreendriversfrom theElo Touch-
SystemswebsiteafteryoucompletetheHog4PCinstallation.Click onNext
to continuetheinstallation.
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9. ThispromptsaReadyto Install screenwith instructionsonbeginningor can-
celling theinstallation.Click Install to begin installing.
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10. Whentheinstallationhasfinished,afinal screenconfirmsthattheapplication
hassuccessfullyinstalled.Click Finish. Youwill thenbepromptedto restart
yourcomputer.
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» Important

It is important that you restart your computer at this point to ensure
proper device driver configuration.

A Hog4PCgroupwill beaddedto theProgramsfolderonyourStartMenu,with iconsto start
theHog4PCapplicationandview installeddocumentation.A shortcutto theHog4PCapplication
will alsoappearonyourdesktop.

In additionto theHog4PCapplication,theHog4PCgroupcontainstheHog4PCWidgetUp-
graderanda link to theUserManual.

Warning

When running the Windows XP firewall or aftermarket firewall products,
the firewall may block TCP/IP communications. Often, you can add excep-
tions for the individual Hog 4PC processes, or add exceptions for traffic
that has a source IP address and destination IP address that are both
pointing to the local machine. Refer to the documentation provided with
your firewall for further details.
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29.2 Software Removal

YoucanremovetheHog4PCapplicationfrom yourcomputerusingtheAdd/RemovePrograms
utility foundin theWindowsControlPanel:

1. In theWindowsStartmenu,selectControlPanel,thendoubleclick on
Add/RemovePrograms.

2. Select‘Hog 4PC’ in thelist of installedprograms,andclick Change/Remove.

3. SelectRemove,click Next andfollow theon-screeninstructionsto complete
theun-installationof Hog4PCsoftware.

29.3 Hardware Installation

Hardwareinstallationfor Hog4PCshouldonly beperformedaftertheHog4PCsoftwarehas
beeninstalledonyourcomputer.

29.3.1 Unpacking Hardware Components

If youorderedaUSBDMX Widget,SuperWidget,or SuperDuperWidgetyoushouldhave
received:

• USBWidget

• Powersupply(notneededfor singleuniversedmxwidget)

• USBcable

• Hog4PCsoftwareinstallationCD

If youorderedaUSBWing, youshouldhave received:

• USBWing

• Protectivecover for thewing

• USBcable

• Powersupplyunit with IEC powercable

• LED desklightwith protectivepouch

If youorderedanLTC/Midi ComboI/O Widget,youshouldhave received:

• USB I/O widget

• USBcable
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29.3.2 USB DMX Widgets

Hog4PCsupportsuptoeightuniversesof DMX outputviaUSBDMX widgets.Youcanconnect
any combinationof USBDMX SuperWidgetsor USBDMX Widgetsor USBDMX Super
DuperWidgetsto total 8 DMX outputs.In addition,anunlimitednumberof DMX outputsis
possiblewhenusingHogDMX Processors.ConnectingandmappingDMX Widgetsto Hog
4PCalsoenablesthoseHoguniversesto beoutputthroughart-netandsACN.

AlwaysconnectDMX widgetseitherdirectly to yourcomputer, or to aself-poweredhub.

To configureWidgets:

1. Setup → Network : opentheNetwork window.

2. SelecttheDMX Processor8000in thelist byclickingonitsNetworkNumber,
andpresstheSettings buttonto opentheDMX ProcessorSettingswindow.
SeeFigure29.1,“WidgetOutputspaneof theDMX ProcessorSettingswin-
dow”

3. SelecttheWidget Outputs pane.

4. TheHog4PCapplicationprovidesoneport for eachof theDMX outputson
theDMX Processorin theshow file. To configureawidgetto anoutputport
of aDMX Processor, click on theboxassociatedwith theport andselectthe
widgetfrom thelist of serialnumbersthatappears.SuperWidgetportswill
appearwith theserialnumberfollowedby anoutputnumber.

5. Click Apply or OK to confirmtheselection.Thewidgetsthathavebeencon-
nectedshouldnow havetheirActive,DMX OK andTX Modeindicatorsillu-
minated.

Somewidgetserialnumberswill appearwith redtext. ThisindicatesthattheUSBDMX Widget
is not compatiblewith Hog4PCandmustbeupgraded;seeUpgradingUSBDMX Widgets
(p.407).

Tip

You can identify which widget is connected to the port by selecting the
Beacon button to the right of the port. The widget connected to that port
will flash its indicator lights for a few seconds.
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Figure 29.1. Widget Outputs pane of the DMX Processor Settings window

29.3.3 USB Wings

TheUSBProgrammingandPlaybackWingscanbeusedeitherwith or without thesupplied
externalpowersupplies.If usedwithout, thedesklightandinternalUSBhubwill not function,
andLED dimmingwill beunavailable.All otherfunctionswill remainunaffected.TheUSB
Expansionwing is self poweredandrequiresexternalpower.

Whentheinternalhubis active (with anexternalpowersupplyconnected),it operatesasaself
poweredhub. It is thereforepossibleto connecthigh-powerUSBdevicesto theinternalhub,
suchastheUSBDMX Widget,or anotherWing.

USBWingsarehigh-powerUSBdeviceswhenusedwithoutanexternalpowersupply, andso
shouldnotbeconnectedtobuspoweredUSBhubsunlesstheexternalpowersupplyisconnected.

Usethesuppliedcablesto connectany Flying PigSystemsUSBdevicesto yourcomputer.
Windowsshouldautomaticallydetectandinstall thenew hardware.Thisprocessmaytakeafew
seconds,but shouldnotrequireany inputfromyou.If thisis thecase,youmayignorethefollow-
ing sectionon troubleshooting.
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29.4 Operation

29.4.1 Using the Hog 4PC Interface

Hog 4PC Windows

WhenHog4PCopenstheStartwindow will bedisplayedalongwith thesplashscreen.Oncea
show file is loadedor opened,thetwo Hog4PCdefault screenswill bedisplayed.

The Front Panel Interface

Thefront panelof Hog4PClooksandbehavesverysimilarly to thefront panelof theHog4
console.Click onbuttonsto simulatepressingkeyson theconsole.Youcanalsoclick anddrag
to alterthevariousencodersor faders.In addition,whenyou right click on thetrackball,it will
illuminateblueallowing youto thenleft click anddragonthetrackballto adjustthepanandtilt
of theselectedfixtures.

To holddown asinglekey andmakeanotherselection,simply pressandholdShift onyour
computerkeyboardwhenyouclick thekey. As longasyouareholdingshift, thiskey (andsub-
sequentkeys)will remainhelddown.Youcanthenclick onanotherkey, button,cell, or encoder
to accessfurtherfunctions.
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Right Click Menu

Whenright clicking in mostportionsof theHog4PCapplication,thefollowing optionsaredis-
played:

• Workspaces:opensasub-selectionallowing variousportionsof thefront
panelto bedisplayed.

• Default Positions:restoresall Hog4PCscreensto theirdefault locationonthe
Windowsdesktop.

• Lock Front PanelPosition: togglestheability to move theHog4PCFront
Panelon theWindowsdesktop.

• ToggleFront Panel: togglestheFrontPanelon/off.

• Show All: restoresall Hog4PCscreensto their previoussize.

• Minimize: minimizesthecurrentHog4PCscreen.

• Minimize All: minimizesall Hog4PCscreens.

• Maximize: maximizesthecurrentHog4PCscreenandhidesthetitle bar.

• Quit: displaystheexit dialogfor theHog4PCapplication.

Displaying Four Hog 4PC Windows

By default,only two Hog4PCwindowsareshown. However, theHog4PCsoftwaresupports
thedisplayof threeor four windows if desired.To openthesewindows:

1. Setup → Control Panel → Displays : opentheDisplayspaneof theControl
Panel;seeFigure29.2,“The Displayspaneof theControl Panel”.

2. Settheresolutionsfor ExternalMonitor 1 andExternalMonitor 2 (which
correspondto thetwo externaldisplayson theHog4 console).

3. SelectOK.

Notethatthecontrolpanelsettingsaresystemspecific,sothenumberof screenswill beretained
regardlessof theshow file thatis launched.
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Figure 29.2. The Displays pane of the Control Panel

29.5 Upgrading USB DMX Widgets

SomeolderUSBDMX Widgets(singleuniverse)arecompatibleonly with Hog2PC.These
USBDMX widgetswill needto beupgradedto becompatiblewith Hog4PC.Pleasecontact
yourHigh EndSystemsdealerfor pricinganddetails.Whenpurchasing,youneedto provide
yourWidgetserialnumberandWidgetID number. Oncetheupgradeis purchased,youwill re-
ceiveanUpgradeKit for eachUSBDMX Widget.Thiskit containslabeling,hardware,software,
andauniqueauthorizationcodecompatibleonly with thespecifiedwidgetserialnumber.

After receiving yourupgradekit, follow thesestepsto upgradeyourUSBDMX Widget:

1. InstallHog4PCfrom theincludedCD-ROM.

2. ConnectyourUSBDMX Widget(s)thatmatchtheserialnumberson thein-
cludedauthorizationsheet.

3. In Windows,launchtheHog4PCWidgetUpgraderapplicationfrom theHog
4PCstartmenu.
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4. After confirmingthatthewidget(s)areproperlyconnectedandtheLink LED
is illuminated,pressNext.

5. SelectaWidgetID numberto upgradefrom thedropdown menu.To confirm
theselectedwidget,presstheBeacon buttonto flashtheLEDsonthewidget.

If thedropdown menudisplays‘No DMX Widgetsfound!’, checkyourUSB
connections.PressNext to continueto thenext step.

6. Entertheauthorizationcodefor theselectedwidget,andpressNext. Theau-
thorizationcodewill bedeliveredwith theHog3PCWidgetUpgradeKit.

If thecodeis incorrectanerrormessagewill bedisplayed.Click OK to close
theerrorandre-entertheproperauthorizationcode.Codesareuniquefor each
USBDMX Widgetandwill not functionunlessthey matchtheexpected
serialnumberandWidgetID number.

7. Theupgradeprocesswill takea few secondsto complete.
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8. Oncecomplete,thewidgetwill befully upgraded.Youcannow selectStart
Over toupgradeanotherwidget,orpressFinish orQuit toexit theapplication.
In theeventof anerror, amessagewill bedisplayed.PleasecontactHigh End
Systemssupportfor furtherassistance;seeHowtoReportProblemstoSupport
(p.421).
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Section 30: Cheat Sheets

30.1 Keyboard Shortcuts

Youcanuseanexternalkeyboardto operatemany of theHog4OS'sfunctions.Thisis especially
usefulif youareusingHog4PC.

Youcantogglekeyboardshortcutsonandoff usingthePauseor Breakkey on thecomputer
keyboard.Whenshortcutsareenabled(known asmapmode),thecomputerkeyboardis mapped
to theshortcuts;whendisabled,text entryvia thecomputerkeyboardis possible.Thecurrent
statusisshown in theCommandLineToolbar;seeFigure30.1,“K eyboardStatusin theCommand
LineToolbar” . Wheneverpossible,Hog4OSintelligentlydisablesthekeyboardshortcutswhen
text entryisexpected(afterpressingSet ordoubleclicking in acell).Whenthetext entrysession
is completed,theshortcutsareautomaticallyre-enabled.

By default,shortcutsaredisabledwhenyoustartashow. Whenshortcutsaredisabled,only the
shortcutmappedto theSet key remainsfunctionalto allow quick labelingfrom theexternal
keyboard.

Figure 30.1. Keyboard Status in the Command Line Toolbar

Thefollowing tableshow how keys mapto Hog4OSfunctionswhenusingaUSkeyboard:
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KeystrokeFunctionKeystrokeFunction

} or ] or SpaceMain GOPause or BreakToggle Shortcuts

{ or [Main PauseCTRLPig

KSkip FwdESC or OOpen

JSkip BackNumLock or InsertSet

GGotoF11Intensity

ZReleaseF2Position

ALT + ZPig + ReleaseF3Colour

AAssertF4Beam

: or ;Next PageF7Effects

' or @@F5Macro

~ or #FullF1Group

*, > or XThruF12Fixture

- or _Minus (-)F9Scene

= or +Plus (+)F10Cue

/ or ?slash (/)F8List

. or >Point (.)F6Page

ALT + 1 - 0Choose Master 1-10RRecord

TAB + 1 - 0GO Master 1-10EMerge

Backspace + 1-0Pause Master 1-10MMove

CTRL + ZUndoPCopy

CTRL + YRedoD or DeleteDelete

CTRL + XVisual CutUUpdate

CTRL + CVisual CopyVLive

CTRL + VVisual PasteTTime

CTRL + cursorsVisual Select RangeSSetup

backspaceBackspaceLControl

EnterEnterFFan

\ and or |GMHHighlight

ALT + -Central ChooseBBlind

TAB + F1 - F12Bottom Right toolbarCClear

Shift + F1 - F12Top Left toolbarNNext

ALT + F1 - F12Top Right toolbarYBack
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30.2 Pig Key Commands

ThePigkey is theHog4OS'smainmodifier key; it canbeusedto modify or extendmany of
theconsole'scommands.Thefollowing tableslists its uses,with keys andbuttons,andwith
othercontrols.
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Pig with Keys and Buttons

ResultUse

Acts as a right mouse click.Pig + Set

When patching with View by DP enabled, unpatches
the selected fixtures.

Pig + @

Removes values from the currently highlighted cells
in the Programmer or editor.

Pig + Backspace

When leaving blind mode, parameters will fade to
their new values in the assigned or default fade time,
rather than snapping to their new values.

Pig + Blind

Opens the playback options for the cuelist on the
selected master.

Pig + Choose

Copies the contents of the currently selected cells.Pig + Copy

When using Flip to cycle a fixture through its flip po-
sitions, goes through the possible positions in the
reverse order to Flip without Pig.

Pig + Flip

Equivalent to pressing Go on all masters.Pig + Go

Changes the view to the previous view, rather than
the next view.

Pig + Next (on the View Toolbar)

Changes the page to the previous page, rather than
the next page.

Pig + Next Page

Nudges the intensity up by half the set nudge value.Pig + Nudge Up (above the I-
Wheel)

Nudges the intensity down by half the set nudge
value.

Pig + Nudge Down (below the I-
Wheel

Opens the Launched Processes window.Pig + Open + Backspace

Opens the Colour Picker rather than the Colour Dir-
ectory.

Pig + Open + Colour

Unparks selected fixtures, rather than parking them.Pig + Park

Pastes into the currently selected cells.Pig + Record

Releases all masters.Pig + Release

Toggles the worklight on and offPig + Setup

Cycles through the possible window sizes in the re-
verse order.

Pig + Size (on the Window Con-
trol Toolbar)

Un-touches specified parameters and fixtures, rather
than touching them.

Pig + Touch

Redoes the last undone action.Pig + Undo

Extends the selected cells or directory items in
spreadsheets and directories.

Pig with the arrow keys

Overrides the effect of the Guard button.Pig when pressing a button in a
directory

Acts as a shift key, to type upper case characters.Pig when entering text with the
on-screen keyboard
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Pig with Keys and Buttons

Intensities are increased or decreased in proportion
to their individual level, rather than all intensities
changing by the same amount. For example, if fixture
1 is at 10%, 2 at 50% and the wheel is increased by
10%, then fixture 1 will move to 11% and 2 will move
to 55%.

Pig with the I-Wheel

Moving the parameter wheel with Pig allows fine ad-
justment of the parameter, so that each turn of the
wheel will change the parameter value by a smaller
amount, making exact adjustments easier.

Pig with parameter wheels

Copies the dragged files, rather than moving them.Pig when dragging files in the
File Browser pane of the Show
Manager window

Opens the boot options menu.ESC when starting up the con-
sole
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30.3 Front Panel Diagrams

Figure 30.2. Programmer section of the Hog 4 front panel
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Figure 30.3. Playback section of the Hog 4 front panel
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Section 31: Troubleshooting

If youarehaving problemswith theconsole,try thetroubleshootingprocedurescoveredin this
chapter. If youcannotrectify theproblem,or you think thatit is becausetheconsoleis not
workingasit should,pleasecontactsupport@highend.com.

31.1 Console won't startup

• If asoftwareupdatehasfailedtheconsolecangetinto astatewhereit either
fails to startproperly, or it goesimmediatelyto theshutdown screen.A full
re-installwill benecessary;seeFull Install (SystemRestore) (p.389).

31.2 The console appears to have crashed or frozen

Hog4OSrunsasaseriesof separate‘processes’thatcanstartandstopindividually. Often,when
theconsoleappearsto havecrashedor frozen,it is only oneprocessthatis causingtheproblem,
while therestof theprocessesarestill runningnormally. In particular, aneditoror thedesktop
maycrash,while playbackcontinuesnormally. Beforerestartingtheentireconsole,therefore,
youshouldseeif theproblemcanbecuredby restartingtheindividualprocess:

1. Pig + Open + Backspace : opentheLaunchedProcesseswindow; seeFig-
ure31.1,“The LaunchedProcesseswindow”.

2. Kill processesthatarenot respondingby right clicking onthemandselecting
Kill.

3. Restarttheprocessby right clicking andselectingRestart. An exceptionis
theEditorprocesswhichwill disappearwhenkilled; youcanrestartit by re-
openingtheProgrammer or aneditorwindow.

31.3 Console isn't talking to DMX Processors

1. Checkthatthedisplayon theDMX Processorshows ‘OutputsActive’. If it
doesnot,thenseeif it is in theprocessof gettingtheshow dataor connecting,
or crashed.if it hascrashed,restartit by disconnectingthemainspower,
waitinga few moments,andreconnectingit.

2. Checkthenetwork cabling.TheLink light will belit on theDMX Processor
if thecorrectconnectionhasbeenmade.
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Figure 31.1. The Launched Processes window

3. Checkthenetwork settings.TheDMX Processorandconsolebothneedto be
on thesamesubnet.

4. Checktheport number setting.TheDMX Processorandconsolebothneed
to have thesamePortNumber. SeeHogNetNetwork(p.64).

5. Checkthesoftware.TheDMX Processorandconsolebothneedto berunning
thesameversionof thesoftware;seeUpdatingtheDMX ProcessorSoftware
(p.392).

31.4 Playback controls don't behave as expected

• Checkthattheplaybackcontrolshaven'tbeenmappedto differentfunctions
to their normalones.SeeConfiguringPlayback Controls (p.283).

31.5 The Front Panel Reboots Unexpectedly

Careshouldbetakenwhentransmittingapersonalradiowhile in closeproximity to aconsole
frontpanel.Alwayskeepradiotransmittingdevicesatleasteightinchesfromtheconsolesurface.

In theeventof aradiotransmittingwithin closeproximityof theconsole,thefrontpanelfirmware
mayrebootcausinga temporarylossof controlof thekeys andhardwarefor approximately20
seconds.During this timethedesklightsmaydim aswell. After 20secondsthefront panelwill
rebootandnormalfunctionalitywill berestored.If theproblemspersist,movetheradiotransmit-
ting device furtherfrom theconsole.

High EndSystems420

Section31: Troubleshooting



31.6 How to Report Problems to Support

Whenreportingproblemswith theconsole(knownas“bugs”)it is importantthattheinformation
youprovide is asclearanddetailedaspossibleto ensurethattheproblemcanbefixed.Please
follow theguidelinesbelow.

Pleasereportbugsto:

support@flyingpig.com

24/7phonesupport:+1-800-890-8989

http://forums.highend.com

31.6.1 Reporting Problems with the Console

Pleaseincludethefollowing informationin yourbug report:

1. Thepieceof hardwarethatexhibitedtheproblem,includingtheversion
numberof thesoftwarebeingused.

2. Theactionstakenthatinducetheproblemin thefirst place,includingwhether
theproblemis repeatableusingthesameactions.

3. Thesymptomsof theproblem.

4. Thenetwork configurationof system.

• Thetypeandnumberof Hogconsolesystemsin use

• How many DMX ProcessorsandMIDI/T imecodeProcessors.

• Whatsortof routers/hubsarebeingused.

• OtherPC'sor applications(suchasArtnet,ETCNet,Web
Servers,andsoon) thataresharingthesamenetwork.

Onceaproblemhasbeenreportedit will oftenbenecessaryfor thesupportteamatFlying Pig
Systemsto clarify someof thedetailsandobtainadditionalinformation.Typically thisendsup
with a requestfor acopy of theshow, soabackupof theshow shouldbetransferredto aPC
whereit canbemailedto support@flyingpig.com.

Tip

The version number of the software installed on your console can be
found on the System Info pane of the Control Panel window.
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31.6.2 Reporting Problems with Hog 4PC

In theeventof afailurewith Hog4PC,it is importanttoprovideasmuchinformationaspossible.
Differentcomputerconfigurations,otherapplications,andadditionalhardwaremayall have
unexpectedresults.Whenreportingerrors,pleaseprovide thefollowing information:

• Name

• Date

• Hog4PCsoftwareversionandbuild number

• Operatingsystem

• Computerspecifications

• Numberof displays

• ConnectedUSBdevices

• Networkeddevices

• Otherrunningapplications

• Detaileddescriptionof theproblemincludinginstructionsto reproduce(if
possible)andtheexactsyntaxused

• List of any errorsreportedby thesoftware

If Hog4PCcrashesor fails, it will outputa .dmpfile in theapplicationdirectory, for example
‘C:\ProgramFiles\FlyingPigSystems\Hog4PC’(if youacceptedthedefault locationwhenyou
installedHog4PC).Pleasesendthis .dmpfile alongwith yourbug reportto support@flying-
pig.com.

31.6.3 Reporting Problems with the User Manual

Pleaseincludethefollowing informationin yourbug report:

1. Thenatureof theproblem:

• Missinginformation.

• Incorrectinformation.

• Unclearor ambiguousinformation.

• Unableto find informationin theindex.

2. Thesectionnumberwheretheproblemis.

3. Theversionnumberof themanual.In printedandPDFeditions,youcanfind
thison thetitle pageat thestartof themanual.Theon-linehelpwithin the
consoleshowstheversiononthemaincontentspage;youcangoto thispage
by clicking ‘home’ at thebottomof any page.
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31.6.4 About Software Version Numbering

Thesoftwareversionnumberis madeupof four parts:themajorversionnumber, theminor
versionnumber, thecurrentreleasenumber, andthebuild number. For example:

v1.2.3b512: 1 is themajornumber, 2 is theminorversionnumber, 3 is the
currentrelease,and512is thebuild

31.6.5 About Beta Software

As new releasesof Hog4OSaredeveloped,High EndSystemsrelieson input from console
users.If youareinterestedin learningmoreabouttheHigh EndSystemsSoftwareTestingPro-
gram,pleasevisit www.flyingpig.com.
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Section 32: Service

All Hog4 family consolesmustbeservicedby aqualifiedservicetechnician.Theinformation
in this sectionis intendedto assistqualifiedpersonnelonly.

32.1 Replacing the Screens

! Caution

Always shut down and disconnect the mains power before removing the
front panel.

Damagedscreensareeasilyreplaced:

1. With theLCD box in thehorizontal(flat) positionundothesix screwssur-
roundingthescreenusinga3mmallenkey.

2. Carefullyremovethefront metalwork andSoftKey strips(softkey stripsare
onHog4 ConsoleOnly).

3. With theLCD box in thevertical(upright)positionundotheeightscewson
thebackpanelof thescreenassemblyusinga3mmallenkey. Remove the
backpanelmetalwork. (Thisentirestepfor Hog4 ConsoleOnly)

4. With thebackpanelremovedcarefullyremove theeightscrewson theback
of theLCD assemblyusinga3mmallenkey. Makesureyouhavesomebody
hold thescreensfrom thefront of theconsolewhile youdo this. (Thisentire
stepis for Hog4 ConsoleOnly)

5. Lift thescreensfrom theconsoleandunplugthecablesfrom behind.

6. Replacewith anew screenassemblyby performingpreviousstepsin reverse.

32.2 Replacing Faders

! Caution

Always shut down and disconnect the mains power before removing the
front panel.

Damagedor dirty fadersareeasilyreplaced:

1. Pull off thefaderknoboff for thefaderthatyouwish to replace.
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2. Undothefour screws front panelscrewswith a3mmallenkey (plusthetwo
thumbscrews in thearmreston theHog4 console), andcarefullylift off the
front panelfrom theedgeclosestto you.

3. Gentlyunplugthefader'scableleadfrom themainboard

4. Unscrew thefader'stwo front panelscrews from thetopsideof thefront
panelusinga2mmallenkey andremove thefader.

5. Fit thenew faderin placeensuringthatit sitscompletelyflat againstthePCB.

6. Connectthenew fader'scableled to themainboard.

7. To re-assemblefollow disasemblystepsin reverseorder.

32.3 Cleaning Faders

Fadersareoftenunnecessarilydiscardedwhenall they needis aclean:

1. Remove thedirty fader. SeeReplacingFaders (p.425).

2. Undothetopcrossheadscrew (furthestfrom theflying lead)usingasmall
Philipsscrewdriver.

3. Remove thetopendcap.

4. Verycarefullyslidethewholemechanicalassemblyoutfromtheother, bottom
end.

5. Verycarefullyslidethetrackassemblyout from thebottomend.

6. Wipe tracksandwiperswith adry, cleantissue.Do notusesolvents.

7. Re-inserttrackassembly.

8. Verycarefullyre-insertmechanicalassembly.

9. Fit topendcapandreplaceandtightenscrew.

10. Replacethecleanedfader. SeeReplacingFaders (p.425).

32.4 Replacing the Trackball

! Caution

Always shut down and disconnect the mains power before removing the
front panel.

To replacetheTrackball:
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1. Undothefour front panelscrewswith a3mmallenkey (plusthetwo thumb
screws in thearmreston theHog4 console), andcarefullylift up thefront
panelfrom theedgeclosestto youandinsertinto serviceslot.

2. Lookundermeaththefrontpanelandlocatethecableconnectionthatconnects
Trackballto thePCB.Unplugthis connection.

3. Unscrew the3 allenscrews thathold theTrackballto thefront panelusinga
3mmallenkey. Youshouldnow beableto remove thetrackballfrom the
console.

4. Replacewith anew trackballassemblyandreassembleyourconsoleby per-
forming thisprocedurein reverse.
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Section 33: Safety Information

33.1 Safety Warnings

33.1.1 For Continued Protection Against Fire

• Only connectthisequipmentto abranchcircuit having amaximumoverload
protectionof 20A.

33.1.2 For Continued Protection Against Electric Shock

1. If thisequipmentwasreceivedwithoutaline cordplug,attachtheappropriate
line cordplugaccordingto thefollowing code:

• brown - live

• blue- neutral

• green/yellow - earth

2. As thecoloursof thecoresin themainsleadof thisequipmentmaynotcorres-
pondwith thecolouredmarkingsidentifyingtheterminalsin yourplug,proceed
asfollows:

• thecorewhichiscolouredgreenandyellow mustbeconnec-
tedto theterminalin theplugwhichis markedwith theletter

E or by theearthsymbol , or colouredgreenor greenand
yellow.

• thecorewhich is colouredbluemustbeconnectedto the
terminalwhichismarkedwith theletterN orcolouredblack.

• thecorewhich is colouredbrown mustbeconnectedto the
terminalwhich is markedwith theletterL or colouredred.

3. ClassI equipment.Thisequipmentmustbeearthed.

4. Equipmentsuitablefor dry locationsonly. Do notexposethisequipmentto
rainor moisture.

5. Disconnectpowerbeforeservicing.

6. Referservicingto qualifiedpersonnel;nouserserviceablepartsinside.
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33.2 Informations Importantes Sur La Sécurité

33.2.1 Pour Une Protection Permanente Contre Les Incendies

• Cetappareilcomporteuneprotectionde20A contrelessurchargesélectrique.

33.2.2 Pour Une Protection Permanente Contre Les Chocs Électriques

1. Si cetéquipementestlivrésansprisesurle câbled'alimentation,veuillez
connecterla prisedecourantselonle codesuivant:

• marron- phase

• bleu- neutre

• vert/jaune- terre

2. Débrancherle courantavantd'effectuerdesréparations.

3. Cetéquipementdoit êtreuniquementutilisédansdesendroitssecs.Nepas
l'exposerà la pluieou l'humidité.

4. À l'intérieurdel'équipementil n'yapasdepiècesremplaçablesparl'utilisateur.
Confiezl'entretienàunpersonnelqualifié.

5. EquipementdeClasseI. Cetéquipementdoit êtremis à la terre.

33.3 Wichtige Hinweise Für Ihre Sicherheit

33.3.1 Zum Schutz Vor Brandgefahr

• DiesesGerätdarfnuraneineZweigleitungmit einemÜberlastungsschutzvon
höchstens20A angeschlossenwerden.

33.3.2 Zum Schutz Gegen Gefährliche Körperströme

1. WenndiesesGerätohneeinenNetzkabelsteckererhaltenwurde,ist derents-
prechendeNetzkabelsteckerentsprechenddemfolgendenCodeanzubringen:

• Braun- UnterSpannungstehend

• Blau - Neutral

• Grün/Gelb- Erde
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2. DadieFarbenderLeitungenim Hauptanschlussmöglicherweisenichtmit
denfarbigenMarkierungendiedieAnschlussklemmenidentifizierenüberein-
stimmen,fahrensiewie folgt fort:

• Die GrünundGelbgefärbteLeitungmussim Steckermit
dermit demBuchstabenEoderdemErdeSymbolmarkierten

, oderderGrünundGelbgefärbtenAnschlussklemme
verbundenwerden.

• Die blaugefärbteLeitungmussmit dermit demBuchstaben
N oderderSchwarzgefärbtenAnschlussklemmeverbunden
werden.

• DieBraungefärbteLeitgunmussmit dermit demBuchstaben
L markiertenoderrotgefärbtenAnschlussklemmeverbunden
werden.

3. DiesesGerätgehörtzurKlasseI. DiesesGerätmußgeerdetwerden.

4. DieseGerätesindnurzumEinbauin trockenenLagenbestimmtundmüssen
vor RegenundFeuchtigkeit geschütztwerden.

5. Vor WartungsarbeitenstetsdenNetzsteckerziehen.

6. ServicearbeitensolltennurvonFachpersonalausgeführtwerden.DasGerät
enthältkeinewartungsbedürftigenTeile.

33.4 Información Importante De Seguridad

33.4.1 Para Protección Continua Contra Incendios

• Esteequipodebeconectarseauncircuitoquetengaunaprotecciónmáxima
contralassobrecargasde20A.

33.4.2 Para La Protección Continua Contra Electrocuciones

1. Siserecibióesteequiposinelenchufedealimentacion,monteustedelenchufe
correctosegúnel clavesiguente:

• moreno- vivo

• azul- neutral

• verde/amarillo- tierra

2. Desconecteel suministrodeenergíaantesdeprestarserviciodereparación.

3. Esteequiposeadecuaa lugaressecossolamente.no lo expongaa la lluvia o
humedad.
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4. Deriveelserviciodereparacióndeesteequipoalpersonalcalificado.El interior
nocontienerepuestosquepuedanserreparadosporel usuario.

5. EquipodeClaseI. Esteequipodebeconectarsea la tierra.

33.5 Importanti Informazioni Di Sicurezza

33.5.1 Per Prevenire Incendi

• Questaapparecchiaturae'dacollegarsiaduncircuitoconunaprotezzioneda
sovraccaricomassimadi 20amperes.

33.5.2 Per Prevenire Le Scosse Elettriche

1. Sequestaapparecchiaturaèstataconsegnatasenzaunaspinadel cavo di ali-
mentazione,collegarela spinaappropriatadel cavo di alimentazionein base
ai seguenticodici:

• marrone- sottotensione

• blu - neutro

• verde/giallo- terra

2. Disinnestarela correnteprimadi eseguirequalsiasiriparazione.

3. Questaapparecchiaturae'dausarsiin ambientisecchi.None'daessereesposta
neallapioggianeall' umidita'.

4. Perqualsiasiriparazionerivolgersial personalespecializzato.L' utentenon
deve ripararenessunapartedentrol' unita'.

5. Aparecchiodi ClasseI. Questaapparecchiaturadeveesseremessaa terra.

33.6 Vigtig Sikkerhedsinformation

Advarsel:Beskyttelsemodelektriskchock.

VIGTIGT! LEDERENMED GUL/GROENISOLATION MAA KUN TILSLUTTESKLEMME

MAERKET ELLER .

High EndSystems432

Section33: SafetyInformation



33.7 安全に関する情報

33.7.1 警告: 火災からの継続的な保護の為に

• この装置には分岐回線への接続の為の最大 20 A の過負荷防止機構を
持っています。

33.7.2 警告: 感電に対する継続的な保護の為に

1. プラグの付いていない状態でこの装置を受け取った場合は、以下の
コード表にしたがって、適切にプラグを取り付けて下さい。:

• Brown（茶色） - Live（ライブ）

• Blue（青） - Neutral（ニュートラル）

• Green/Yellow（緑/黄色） - Earth（アース）

2. ここで説明されている各部品に関する色があなたの持っているプラグ
の端末の色と対応していない場合があります。以下にしたがって接続
して下さい。:

• Green/Yellow（緑/黄色）のケーブルを、プラグの端末

に E もしくは アースのシンボル  の表記のある物に
接続するか、Green/Yellow（緑/黄色）の物に接続して
下さい。

• Blue（青）のケーブルを、プラグの端末に N が表記さ
れた物もしくは 黒に塗られた物に接続して下さい。

• Brown（茶色）のケーブルを、プラグの端末に L が表
記された物もしくは 赤に塗られた物に接続して下さ
い。

3. この装置は Class I 機器です。この為この装置はアースしなければな
りません。

4. この装置は乾燥した状態でのみ使用出来ます。この装置を雨又は湿気
にさらさないで下さい。

5. 修理点検を行う場合は事前に電源を切り離して下さい。

6. 整備点検の項目 は資格を持った技師の為の物です。; ユーザーによっ
て修理点検を行えるパーツは存在していません。
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Section 34: Technical Specifications

34.1 Hog 4 Console

34.1.1 Input and Output Connections

Fromright to left whenviewing theconsolefrom theback:

V-Lock style locking IEC 320 connector (5A/250V rated
cable supplied)

90-250V, 50/60Hz, 2A maximum

1 x 5x20mm 5A T fuse

Mains in:

Musical Instrument Digital Interface input, output, and thru
ports

MIDI in,out,thru:

3-pin XLR Linear Timecode InputLTC In:

3 x DVI-I single link female connectorsDVI out:

2 x Neutrik Ethercon; Gigabit Ethernet portEthernet:

Universal Serial Bus 2.0 ports (6 rear, 1 inside front utility
tray, 1 inside armrest)

USB:

8 x Neutrik 5 pin female XLR Galvanized IsolatedDMX out:

Built-in Miniature QWERTY keyboardKeyboard:

34.1.2 Power, Weight and Dimensions

300WPower:

75 lbs (34 kg)Weight:

40.5” wide x 28.49” (723.7mm) deep x 6.49” (164.75mm)
high

Dimensions with Screen
Down:

40.5” (1028.7mm) wide x 28.49” (723.7mm) deep x 16.43”
(417.39mm) high

Dimensions with Screen
Up:

34.2 Full Boar 4 Console

34.2.1 Input and Output Connections

Fromright to left whenviewing theconsolefrom theback:

435High EndSystems



IEC 320 connector (5A/250V rated cable supplied)

100-240V, 50/60Hz, 5A maximum

Mains in:

2 x 24 pin DVI-D single link female connectorsDVI out:

Universal Serial Bus 2.0 ports (4 rear)

Universal Serial Bus 3.0 ports (1 top)

USB:

2 x Neutrik Ethercon; Gigabit Ethernet portEthernet:

3-pin XLR Linear Timecode InputLTC In:

Musical Instrument Digital Interface input, output, and thru
ports

MIDI in,out,thru:

4 x Neutrik 5 pin female XLRDMX Out:

Not included (Generic Class USB keyboards Supported)Keyboard:

34.2.2 Power, Weight and Dimensions

500WPower:

45 lbs (20.41 kg)Weight:

35.49” (901.19mm) wide x 22.65” (575.36mm) deep x
9.62” (244.34mm) high

Dimensions:

34.3 Road Hog 4 Console

34.3.1 Input and Output Connections

Fromright to left whenviewing theconsolefrom theback:

IEC 320 connector (5A/250V rated cable supplied)

100-240V, 50/60Hz, 5A maximum

Mains in:

1 x DVI female connector / 1 x VGA female connect (only
1 can be used at a time)

Video out:

3 x Universal Serial Bus 2.0 ports (2 rear, 1 front)

2 x Universal Serial Bus 3.0 ports (2 rear)

USB:

2 x Gigabit base-TX Ethernet portEthernet:

4 x Neutrik 5 pin female XLRDMX out:

Not included (Generic Class USB keyboards Supported)Keyboard:
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34.3.2 Power, Weight and Dimensions

500WPower:

38.6 lbs (17.5 kg)Weight:

26.7” (678.18mm) wide by 27.61” (701.32mm) deep by
8.10” (205.8mm) high

Dimensions:

34.4 Hedge Hog 4 Console

34.4.1 Input and Output Connections

Fromright to left whenviewing theconsolefrom theback:

IEC 320 connector (5A/250V rated cable supplied)

100-240V, 50/60Hz, 2.5 A maximum

Mains in:

2 x Universal Serial Bus 2.0 ports (rear)USB:

1 x Gigabit base-TX Ethernet portEthernet:

2 x Neutrik 5 pin female XLRDMX out:

Not included (Generic Class USB keyboards Supported)Keyboard:

34.4.2 Power, Weight and Dimensions

250WPower:

17 lbs (7.7 kg)Weight:

20.74” (526.8mm) wide by 21.83” (554.37mm) deep by
3.97" (100.78mm) high

Dimensions:

34.5 Nano Hog 4 Console

34.5.1 Input and Output Connections

Fromright to left whenviewing theconsolefrom theback:
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External DC Power Supply (5.5A/12V)

100-240V, 50/60Hz, 1.5A maximum

Mains in:

Type B USB Input Socket

Universal Serial Bus 2.0 ports (2 rear)

USB:

4 x 5-pin XLR DMX Outputs (when DMX output kit is in-
stalled)

DMX Out:

34.5.2 Power, Weight and Dimensions

5WPower:

18.1 lbs (8.21 kg)Weight:

26.7” (678.18mm) wide by 13.76” (349.52mm) deep by
3.54” (89.85mm) high

Dimensions:

34.6 DMX Processor 8000

34.6.1 Input and Output Connections

V-Lock style locking IEC 320 connector

100-240V, 50/60Hz, 4A maximum

Mains in:

Neutrik 5 pin female XLR

Isolated, Half Duplex DMX512 outputs (x8)

DMX out:

EtherCon

Gigabit Ethernet port (x2)

Ethernet:

USB-A 2.0 High Speed (x2)Expansion:

34.6.2 Power, Weight and Dimensions

200WPower:

2.7KgWeight:

480mm (w) x 280mm (d) x 45mm (h)

1U, 19 inch rack compatible

Dimensions:
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34.7 Playback Wing 4

34.7.1 Input and Output Connections

Built-in Power Supply with IEC 320 connector

100-240V, 50/60Hz, 1.5A maximum

Mains in:

DVI-D connectorDigital video in:

Type B USB input socket

USB-A 2.0 High Speed (x2)

USB:

34.7.2 Power, Weight and Dimensions

75WPower:

27.6 lbs (12.51 kg)Weight:

20.14” (511.56mm) wide by 24.02” (610.05mm) deep by
9.62” (244.34mm) high

Dimensions:

34.7.3 Performance

15.6" Diagonal active matrix TFT LCDDisplay:

1366 x 768Native resolution:

31.5 - 80 kHz (H), 56-75 Hz (V)Input frequency:

500:1 (typical)Contrast ratio:

160 x 160 degrees (typical)Viewing angle:

80 ms (typical)Response:

300 cd/m2 (typical)Brightness:

34.8 Master Wing 4

34.8.1 Input and Output Connections

Built-in Power Supply with IEC 320 connector

100-240V, 50/60Hz, 1.5A maximum

Mains in:

DVI-D connectorDigital video in:

Type B USB input socket

USB-A 2.0 High Speed (x2)

USB:

439High EndSystems

Section34: TechnicalSpecifications



34.8.2 Power, Weight and Dimensions

75WPower:

27.2 lbs (12.33 kg)Weight:

20.14” (511.56mm) wide by 24.02” (610.05mm) deep by
9.62” (244.34mm) high

Dimensions:

34.8.3 Performance

15.6" Diagonal active matrix TFT LCDDisplay:

1366 x 768Native resolution:

31.5 - 80 kHz (H), 56-75 Hz (V)Input frequency:

500:1 (typical)Contrast ratio:

160 x 160 degrees (typical)Viewing angle:

80 ms (typical)Response:

300 cd/m2 (typical)Brightness:

34.9 Hog 4PC

1.8 GHz Dual Core CPU or fasterMinimum Processor:

Microsoft Windows XP (32-bit only), Windows Vista (32-bit
& 64-bit), Windows 7 (32 & 64 bit), Windows 8 (32 & 64
bit), Windows 8.1 (32 & 64 bit)

Supported Operating
Systems:

2GBMinimum Memory:

1 GB of free disk spaceMinimum Hard Disk
Space:

1024x768 or higher-resolution monitorScreen Resolution:

For largershows,usingamorepowerful processoris advisable.Pleaseensurethatyouareusing
themostup-to-datedriversfor yourgraphicscard.
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Glossary

1

10Base-T An olderflavourof Ethernetthatis slower (10MBits persecond)than
the100Base-TusedbyHogcomponents.If connectedtootherequipment
thatonly supportsthisflavour, thenHogcomponentswill automatically
detectthis,andrun theirEthernetconnectionsat this slowerspeed.
SeeAlso 100Base-T.

100Base-T A flavourof Ethernetthatsupportsdataratesof up to 100MBits per
second.All Hogcomponentssupportthisflavourof Ethernet,andcomply
with all relevantstandards,sonetworkingequipmentdesignedfor
100Base-Tshouldbecompatiblewith theHog.
SeeAlso 10Base-T.

A

abstractionlayer Hog4OSseparates(‘abstracts’)theuserfrom thedetailsof how fixtures
work. For example,mostvaluesareexpressedin realworld valuessuch
asdegreesof rotation,ratherthanDMX values.

B

blockingcue A blockingcuepreventschangesmadeto earliercuesfrom tracking
throughto latercues.
SeeAlso tracking.

buddying Duringfanning,buddyingkeepsfixturesin ‘gangs’thatall takethesame
parametervalue.
SeeAlso fanning.

button An on-screencontroloperatedby clicking with themouseor trackball
or touchingthescreen.In thismanualthework "key" is reservedfor
hardwarebuttonson theconsole'sfront panel.

C

cell A singlerectanglein aspreadsheet,containingavalue.
SeeAlso spreadsheet.

chase A seriesof cues,thatrunautomatically, connectedwith link anddelay
attributes.
SeeAlso cue, cuelist.

CITP ControllerInterfaceTransferProtocol:aprotocolusedby theHog4 OS
to supplythemediapickerwith thumbnailpreviewsof contentoncon-
nectedMediaServers
SeeAlso mediapicker.

commandkeys User-createdsinglebuttonexecutersthattriggerexistingshow objects.
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commandline A methodof enteringinformationinto theProgrammer, usingthenumer-
ical keypadandthe@ button.
SeeAlso programmer.

conversioncurve A curvethatdefinestherelationshipbetweentheplottedparametervalue
andtheDMX valuesentto thedimmeror fixture.Conversioncurvesare
likedimmercurvesor profilesonotherconsoles,andshouldnotbecon-
fusedwith paths.Conversioncurvesarepropertiesof thefixture,while
thepathis apropertyof acue.
SeeAlso path.

crossfade A transitionbetweentwo cues,onereplacingtheother.

cue A lookonstage,achievedthroughthemanipulationof fixtureparameters
recordedaspartof acuelist. A cuerequiresa trigger, eithermanualor
automatic,andhasattributessuchasfade,wait anddelaytimes.
SeeAlso scene, fadetime, wait time, delaytime.

cuelist A groupof cuesthatrunin aspecificorderconsecutively, or evensimul-
taneously. Thesemaybeautomaticallylinkedto formachase,ormanually
triggered.A cuelistis run from amaster.

D

dbo deadblackout

default value A parametervaluewhichhasnotbeenadjustedby theuser. Thisvalue
is assignedby thefixture'sLibrary, andmaynotalwaysbezero.For ex-
ample,thedefault valueof ShutterOpen/StrobeOff maybeOpen.
SeeAlso touchedvalue, tracking.

delaytime Thetime theconsolewaitsbeforestartingacue'scrossfade.
SeeAlso wait time, crossfade, path.

deskchannel Singleconventionallights thatonly have intensitycontrolvia adimmer
aredefinedasdeskchannelsby Hog4OS.By contrast,automatedlights
arereferredto asfixtures.

DHCP DynamicHostConfigurationProtocolis away for acomputerto aska
mastercomputeronanetwork toassignit anIPaddresswhenit connects.
Many existingnetworksareconfiguredthisway, andHog4OSsupports
thissystem.Youshouldtalk to theadministratorof thenetworkyouwant
to connectto to find outmore.
SeeAlso ethernet, IP address.

dimmercurve Seeconversioncurve.

directory A window whichdisplayspalettes,scenesor groups.
SeeAlso palette.

DMX Shortfor DMX 512,DMX is thecommunicationsprotocolmostcom-
monlyusedto connectlighting consolesto fixturesanddimmers.
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DMX address A numberbetween1 and512thatidentifiesacontrollableparameterof
afixture.Eachfixtureor groupof dimmershasa‘startaddress’,thefirst
of therangeof DMX addressesthatit uses.

DMX universe A singleDMX outputwith 512channelsis knownasoneDMX universe.
A Hognetwork maysupportmany universeseachwith fixtureaddresses
between1 and512.
SeeAlso DMX Processor.

DMX Processor A nineteeninch,rackmountednetworknodethatdistributesDMX output.
Theremaybemany DMX Processorswithin a lighting controlnetwork.
SeeAlso node.

E

editor A window for editingthecontentsof cues,scenes,groupsor palettes.
SeeAlso programmer.

effectsengine TheHog4OSeffectsengineprovidestheopportunitytocreatemovement
sequences.Theenginecontainslibraryshapes,whilstallowing for custom
effectsto becreated.

encoderwheel SeeParameterWheel.

ethernet A definedwayof connectingcomputerequipmenttogether. It comesin
avarietyof flavours.
SeeAlso 10Base-T, 100Base-T, IP address.

F

fadetime Time in whichfixturescrossfadebetweentheparameterlevelsof two
cues- oneincoming,oneoutgoing.
SeeAlso split fade, in time, out time.

fanning A wayof quickly assigningfixtureparametersto anevenlyspacedrange
of values.For example,youcouldusefanningto assigntheintensityof
10fixturesto 10%,20%... 90%,100%in asingleoperation.
SeeAlso buddying.

fixedkind Fixedkindsarethedefaultcollectionsof functionsthatcollectivity contain
all of thefixture functionsusedin yourshow. Thereare7 fixedkinds:
Intensity, Position,Colour, Beam,Effects,Time,andControl.Thefixed
kindsarerepresentedby dedicatedfront panelbuttonsandonscreen
menus
SeeAlso kinds.

fixture library A datafile thatcontainsdetailsof afixture'sparameters,requiredsothat
Hog4OS‘understands’how thefixtureworksandwhatit cando.The
fixturelibrariesareanimportantpartof makingtheconsole'sabstraction
layerwork.
SeeAlso abstractionlayer.

function Seeparameter.
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G

gamut Therangeof coloursthatafixture is capableof producing.Eachfixture
typehasits own gamut.

gobo Imageplacedwithin theopticalsystemof thefixture,projectedontolit
object.Also known asapattern.

graphicaluserinter-
face

A wayof displayinginformation,andallowing theuserto work with it,
in avisualform. Most personalcomputersuseaGUI with windows,
buttonsandapointer.
SeeAlso commandkeys.

group pre-recordedfixtureselections,completewith selectionorderinformation
storedin thegroupdirectory. Groupsallow thequickselectionof multiple
fixtures,and,likeordinaryfixtureselections,canbecombinedandma-
nipulatedin avarietyof ways.

GUI Seegraphicaluserinterface.

H

hardvalue Theoutputof amasterrunningacuelistisamix of hardandsoftparamet-
er values.Hardvaluesarethosethatarein thecurrentcue,while soft
valuesarethosethathave trackedthroughfrom previouscues.
SeeAlso tracking.

HTP HighestTakesPrecedence.In thissystemof operation,thehighestvalue
assignedfor aparameteris theonethatapplies.A fixturecanbein cues
on two masters,andthehighestlevel of thetwo will betheoneseen.
HTP is only relevantto intensityparameterswheretheideaof ‘highest’
hasmeaning.
SeeAlso LTP.

hue Thecolour(pigment)elementof colournotation.
SeeAlso saturation.

I

I-Wheel TheI-Wheelontherighthandsideof theconsoleisusedtocontrolfixture
intensity.

in time Thetimeof thefadeupof theincomingcueduringacrossfade.All fix-
turesthatareincreasingin intensitywill comeupover this time.
SeeAlso split fade, path, fadetime.

inhibitivesubmaster A masterthatsetsamaximumlevel onagroupof fixtures.If themaster
is at80%,thenthefixtureswill nevercomeabove80%in theconsole's
output.

IP address OnanEthernetnetwork, eachHogcomponenthasanaddress,calledan
IP address,usedto identify it. Youcanusuallyusethedefaultaddresses,
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but if youareconnectingto anexistingnetwork youmayneedto specify
adifferentaddress,accordingto how yournetwork is configured.
SeeAlso ethernet.

K

key A physicalbuttonon theconsole'sfront panel.Themanualreservesthe
word "button" for buttonsthatappearonscreen.

kinds Kindsarecollectionsof fixturefunctionsorganizedintowheelsets.Kinds
arestoredin thekindsdirectoryandexist in two differentforms:fixed
kindsanduserkinds.
SeeAlso fixedkind, userkind.

knockout Knockingout is theprocessof removing fixturesfrom theProgrammer
window, sothatthey will notberecordedinto cues.

L

LTP LatestTakesPrecedence.In this systemof operation,themostrecent
instructionto assignthevalueof aparameteris theonethatapplies.A
cuerunononemastercantakecontrolof fixturessetby acuein another
master.
SeeAlso HTP.

M

maintainstate TheHog4OS'sMaintainStatefeatureeliminatesthecommonproblem
with tracking,whereplayingbackcuesoutof orderresultsin incorrect
lighting statesonstage.
SeeAlso tracking.

mask A methodof selectinginformationthatis specificto apalette,fixture,
cue,sceneor group,whenrecording,makingselections,editingor pro-
gramming.Typicalmasksaretheparametermasks:intensity, position,
colourandbeam.

master A mastercomprisesof Go,Pause,FlashandChoosebuttons,aswell as
a fader. Onecuelistmayberunupononemasteratonetime.Cuelists
neednotbepermanentlystoredonspecificmastersandmayresidein the
cuelistdirectory.
SeeAlso cuelist.

masterwing A Hogaccessorythatincreasesthenumberof physicalmastersavailable
on theconsoleby 30.
SeeAlso master.

mediapicker A graphicuserinterfacewindow thatdisplaysselectabledthumnbail
previewsof slottedcontentfor thecurrentfixtureselection
SeeAlso CITP.
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MIDI MusicalInstrumentDigital Interface.Allowscommunicationof musical
notes,programmesandtiming databetweenelectronicinstrumentsand
otherdevicessuchaslighting consoles.
SeeAlso timecode.

MIDI Show Control Subsetof MIDI usedin theentertainmentindustryfor integratedcontrol
of lighting, soundandstageautomation.

modifier A key thatis usedin conjunctionwith otherkeys or buttons,to change
theeffect thatit has.For example,thePigkey.
SeeAlso pig key.

multicast A network protocolor languagethatcomputersuseto talk to eachother
overEthernet.Hog4OSusesthisstandardprotocol,whichmeansthatit
cansafelybeconnectedto othernetworksof computersandwill not in-
terferewith them.Forshow-critical situationsyoushouldrunHogsystem
on its own independentnetwork.
SeeAlso ethernet.

N

netnumber Thenumberthatidentifiestheconsolewhenit is operatingaspartof a
network.

node Network nodesareitemsof equipmentconnectedto thenetwork. Con-
soles,DMX ProcessorsandHog4PCsystemsareall nodes.
SeeAlso DMX Processor.

O

onstage Theoutputof theconsole;morespecifically, thefixturesthathavenon-
zerointensities.

opensoundcontrol
(OSC)

aprotocolfor communicationamongcomputers,soundsynthesizers,and
othermultimediadevicesthatis optimizedfor modernnetworking tech-
nology.

out time Thetimeof thefadeof theoutgoingcueduringacrossfade.All fixtures
thataredecreasingin intensitywill godown over this time.
SeeAlso split fade, path, fadetime.

P

page A presetarrangementof cuelistsresidingon themasters.Pagescanbe
changedallowing mastersto beusedby many cuelists.

palette A storedparametersetting,suchasposition,for oneor morefixtures.
Fixturesof differentmakeor typemaysharethesamepalette.
SeeAlso directory.
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parameter A controllablepropertyof thelight producedby afixture.For example
a fresnelhasoneattribute:intensity. Moving fixtureshavepanandtilt
parametersandperhapscolour, beamshape,andsoon.

ParameterWheel A wheelthatfacilitatesthecontrolof fixtureparameters.Parameter
Wheelsarefixturesensitive:onceloadedfrom thefixture library, para-
metersareallocatedlogically to thewheels.

patch Theassignmentof DMX addressesto fixtures.
SeeAlso DMX.

patchpoint Thesetof informationthatdefineswhereafixture is patched,including
DMX address,DMX universe,andDMX Processor. Somefixtureshave
multiplepatchpoints.
SeeAlso DMX, DMX address, DMX Processor.

path A wayof definingtheway thataparameterchangesduringa fade.You
couldassignapaththatmakesthefixtureparametersnapto its final value
at thestartof thefade,for example.Pathsshouldnotbeconfusedwith
conversioncurves;pathsarethepropertiesof acue,while aconversion
curvesis thepropertyof afixture.
SeeAlso fadetime, conversioncurve.

pig key ThePigbuttonis amodifierkey, andmaybeusedin conjunctionwith
otherkeys to altertheir function.

pile on A systemwherenew objectsareaddedto previousones,ratherthanre-
placingthem.Hog4OScanbeassignedto pile ondesktopviews,sothat
new windowsareopenedbut onesfrom thepreviousview arenotclosed.

playbackwing A Hogaccessorythatincreasesthenumberof physicalmastersavailable
by 10.
SeeAlso master.

point cue A cuewho'snumbercontainsadecimalpoint.Pointcuesareinitially
givenwholenumbers,but apointcuecanbeinsertedbetweentwo whole
numbercues.For example,cue2.5 is apoint cuebetweencues2 and3.

port number Onacomputernetwork, theport numberdefinesaparticulartypeof
network traffic. In thecaseof aHognetwork, eachshow runningon the
network hasits own port number, sothataconsolecanidentify and
connectto aparticularshow.

programmer A window wherecueandscenedataiscreatedoredited.TheProgrammer
takespriority overall commandssenttoafixtureelsewherein theconsole.

R

rate Theadjustedspeedatwhicha recordedcuelists,scenes,chases,andef-
fectsareplayed.For recordedchasesrateis representedin beatsper
minute.For recordedcues,scenes,scenes,andeffectsrateis represnted
in percentage.For example,a2scuewill playbackin 4swhenthecuelist
it is partof hasa rateof 50%.
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RateWheel Thewheelon theleft handsideof theHog4 consoleandHog4PCused
for adjustingplaybackandeffect rates.

remainderdim Usedafterselectingafixtureor groupof fixtures,settingall remaining
fixturesto azerointensitylevel.

S

saturation Theamountof pigmentin colournotation.
SeeAlso hue.

scene asinglecuestoredin thescenedirectorythathasfull timing featuresbut
doesnotbelongto acuelist.Scenescanbeusedto storeasinglelook
thatmaybecalledbackfor usein laterprogramming,or to playback
many simplelooksdirectly from physicalor virtual masters.
SeeAlso cue, cuelist.

selectionorder Theorderin whichtheuserselectsfixturesinto theProgrammeroreditor.
Hog4OSremembersthisandcanapplyfanning,or effectsaccordingto
afixture'splacein thesequence.Thesequenceis recordedaspartof
groupsandpalettes.
SeeAlso group, palette.

show server TheHogconsolethat‘owns’ ashow. Otherconsolesmayjoin theshow,
but theoriginal consolethatcreatedtheshow will remaintheshow
server.

slot A discretestepin aparameter'srange,suchasthepositionof agobo
wheel.

SMPTE A form of timecodethatcanbeusedto synchronisetheoperationof
variouscontrollers,for examplesynchronisinglighting tovideoplayback.

SoftKey TheSoftKeys aretherow of keys aboveandbelow thetouchscreens.
They mimic thefunctionof toolbarsdockedalongtheedgeof thescreens.
SeeAlso toolbar.

softparametervalue Seetrackedvalue.

split fade A crossfadewheretheincomingandoutgoingcueshavedifferenttimes,
causinganimbalancedor dippedfadeprofile.
SeeAlso crossfade, in time, out time.

spreadsheet A wayof displayingvaluesin agrid. Hog4OSeditorwindowsusea
spreadsheetto displayparametervalues.

suck A consolefunctionthatwill putany valuesthatare"onstage"(in playback
from amaster)for theselectedfixturesinto yourcurrentactiveeditor.

switch Whenyouwantto connectmorethantwo Hogcomponentstogether,
thenyouneedaspecialpieceof equipmentto allow themto interconnect
calledanEthernetHubor EthernetSwitch.
SeeAlso ethernet.
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T

TCP/IP A network protocolor languagethatcomputersuseto talk to eachother
overEthernet.Hog4OSusesthisstandardprotocol,whichmeansthatit
cansafelybeconnectedto othernetworksof computersandwill not in-
terferewith them.For show-critical situationsyoushouldrun theHog
systemon its own independentnetwork.
SeeAlso ethernet.

toolbar A long, thin window with aseriesof buttons,thatgenerallysitsalong
thetopor bottomedgeof thescreens.Whenin thisposition,a toolbaris
saidto be‘docked’.
SeeAlso SoftKey.

touchscreens Thetwo LCD screenson theconsole,whichdisplayandallow theuser
to selectinformationfrom them.

touchedvalue A parametervaluethathasbeenassignedor editedby theuser. Values
whicharenot touchedwill remainat their default value.
SeeAlso defaultvalue, tracking.

timecode A methodof synchronisingtheconsolewith otherplaybacksources,such
asmusic,videoor film. Hog4OSsupportsMIDI, LinearTimecodeand
VideoTimecode.
SeeAlso MIDI , SMPTE.

timing Cueshaveseveralvaluesthatcontroltiming: fade,wait, delayandpath.
SeeAlso fadetime, wait time, delaytime, path.

trackedvalue Theoutputof amasterrunningacuelistis amix of hardandtracked
parametervalues.Hardvaluesarethosethatarein thecurrentcue,while
trackedvaluesarethosethathave trackedthroughfrom previouscues.
SeeAlso tracking.

tracking A methodof dealingwith cueliststhatdoesnot recordinformationin a
cueunlessit is achangefrom thepreviouscue.Thisallowsmultiple
cueliststoberunningatthesametimewithouttheminterferingwith each
other.
SeeAlso hard value, trackedvalue, touchedvalue, defaultvalue.

U

UDP A network protocolor languagethatcomputersuseto talk to eachother
overEthernet.Hog4OSusesthisstandardprotocol,whichmeansthatit
cansafelybeconnectedto othernetworksof computersandwill not in-
terferewith them.For show-critical situationsyoushouldrun theHog
systemon its own independentnetwork.
SeeAlso ethernet.

userkind Userkindsarecustomizedkindsbuilt by theuser, allowing youto create
smallercollectionsof fixture functionson fewerwheelsets.
SeeAlso kinds.
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USB UniversalSerialBus:ameansof connectingcomputerperipheralssuch
askeyboardsandmice.HogconsolesalsouseUSBtoconnectexpansion
wings.
SeeAlso playback wing.

V

view An user-definedarrangementof windows thatcanbeaccessedwith a
singlebuttonpressfrom theView Toolbar.

virtual master A meansof runningacuelistwithouthaving it attachedto aphysical
masteron theconsole.
SeeAlso cuelist, master.

visualiser A real-timecomputerrenderingpackage,thatallows theProgrammerto
createtheir lighting virtually beforegettingto thevenue.

W

wait time Thetimebetweenthepreviouscuebeingtriggeredandthecurrentone
beingrunautomatically. Not to beconfusedwith thedelaytime.
SeeAlso delaytime.

wheelset thebuilding blocksof bothfixedkindsanduserkindsthatspecifyhow
fixture funtionsassignedwithin akind aredisplayedon theconsole's
mainencoderwheelswhenafixtureselectionis made.
SeeAlso kinds.

whitepoint A definitionof white light usedby Hog4OS'scolourcalibrationsystem
tomatchthecolourof fixtureswith differentlamptypes,suchastungsten
andarc.

widget A device thatallows theconnectionof accessoriesto theconsoleor PC
via USB.Suchaccessoriesmayrangefrom inputcontrolpanelsto DMX
outputs.
SeeAlso USB.

Z

zoom Allowsthesizeof beam/imagetobeadjustedwhilstmaintainingits focus.
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Symbols
@ key, 129

A
abstraction,29
actionof gowhenlooping,261
aggregation

collapsingsections,42
jumpingbetweensections,44
sectionpriority, 43
spreadsheets,41

all button,126
allow refsbutton

whenrecordingpalettes,162
applypatch,105
arrow keys (seekeys,cursor)
art-net,78
art-netinput,341
assert,266
asserttime,266
autokinds,234
autolaunch;,88
autopalettes,116
autorelease,256
autoupdate,245

B
backbutton,183
backkey, 127, 252
backtime,259
backlightoff time,62

consoletouchscreens,53
backup,90
backwardsbutton,183
beacon,82
beam

modifyingvalues,132, 133
blind mode,247
blocking,186

removing blocking,187
bootserver, 67
brightness

desklights,91
touchscreens,53

buddying,with fanning,145
bugs

reporting,421
burningaCD, 49

button,19

C
calibration

colour, 34, 135
calibrationof touchscreens,52
captureactivity, 293
CD drive

creatingaCD, 49
ejectingadisk,49

CD-ROM drive,89
centerwheel,94, 129
chases

configuringplaybackcontrols,283
settingratewith TapSync,279
usingcuelistas,276

choosekey, 251, 252
CITP, 172
cleaning

faders,426
client,72
clock,22

displayformat,52
clock toolbar, 216
clock triggers,214
clock,console,52
clone(seecopying fixtureparametervalues)
cloningpatching,111, 112
CMY, 32, 134
collapseaggregatedsections,42
colour

modifyingvalues,132, 133
colourcalibration,34, 135
colourcoding,37
colourmodels,32, 134
colourpicker, 34, 136
colourscheme,53
colourtemperature,33
commandkeys,299

changingwhathappenswhenacommandkey is
pressed,300
copy, move,delete,299
creating,299
feedback,301

commandline, 23
syntax,21

commentmacro(seemacro)
compactmode(spreadsheets),41
console
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locking theconsole,58
reportingproblems,421
updatingsoftware,389

consolefailover, 72
consoletracking,74
controlpanel

consoledateandtime,52
displays,54
keyboard,56, 57
network settings,87
systeminfo, 421

copy, 44
copying

cuelists,194
cueliststo pages,294
cues,180
effects,232
fixtureparametervalues,140
fixtures,115
groups,151
inhibitivemastersto pages,294
pages,295
palettes,156
parametervaluesinto aneditor, 243
scenes,198
scenesto pages,294
shows,48
userkinds,235

creating
effects,224
pages,289

creationdate,48
crossfade

manual,275
cueonly, 280
cuelistdirectory, 34
cuelists,191

configuringplaybackcontrols,283
copying, 194
copying to pages,294
cueonly, 260
default rate,259
deleting,193
effect sizescaling,275
feedback,270
IPCB fadermode,276
moving, 194
moving to pages,294
multiple,264
naming,192

options,258
orderingof cues,217
pages,289
playback,251
rateoverride,274
removing from pages,294
renumbering,181
status,268
usingasachase,276
wrapping,260

cues
clock triggers,214
copying, 180
deleting,179
editingcontents,182
editingparametertimings,206
editingtimes,204
follow-on,212
learntiming, 213
linking, 217
looping,217
manual,212
moving, 181
naming,178
numbering,178
ordering,217
paths,204
recording,177

removing parametervalues,179
with adelaytime,203
with a fadetime,202
with selectedfixturesonly, 179
with state,186

timing, 201
trackingbackwardswhenrecording,183
trackingforwardswhendeleting,185
trackingforwardswheninserting,184
triggering,212
triggeringfrom timecode,313, 326
wait time,212

cursorkeys,103
cut,44

D
date

creation,of ashow file, 48
format,52
settingtheconsoleclock,52

dbokey, 281
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default valueof parameters,123
delaybutton,45
delaytime,201, 203

fanned,211
deleting

cuelists,193
cues,179
desktopviews,29
effects,232
fixturesfrom groups,150
groups,150
link cues,217
pages,295
palettes,156
scenes,198
shows,48
userkinds,234

deselectingfixtures,127
deskchannels,30, 103
desklights,91
desktopviews,27

deleting,29
naming,28
options,28
recalling,28
recording,27

DHCPserver, 61, 67, 68
diagrams

front panel,416
directpalettes,34, 162
directories,34

automaticnamingof items,37
colourcodingitems,38
default itemnames,37

directorywindows,165
buttonsizes,167
color coding,166
color codingentirebutton,166
list view, 169
show autocolor swatch,168
show fewerbuttons,167
write permissions,165

discreteparametervalues(seeslots)
displays,52
displays,external,54
dmxaddress,29, 105
dmxprocessor, 64

addingfor patching,108
cloning,112
IP address,61

locking thecontrols,62
mainspower, 60
netnumber, 60
port number, 61
removing, 108
resetting,63
selectingwhenpatching,105
status,63
updatingsoftwareandfirmware,392
using,60
watchdog,62

dmxprocessor8000
expandingXLR outputs,63
resetoptions,392
technicalspecifications,438

dmx test,341
dmxuniverse,105
dmxwidgets,85

configuringonHog4PC,403
installationwith Hog4PC,402
upgrading,407

E
edit button,46
edit fixtureswindow, 121
editing

cuecontents,182
cuetimings,204
effects,224, 231
groupcontents,150
palettecontents,154
parametertimingsin cues,206
scenecontents,199

editortoolbar, 46
editorvaluestoolbar, 45
editors,45

bringingin valuesfrom onstage,240
clearingthecontentsof, 146
locking,46
which is thecurrenteditor?,22

effectdirectory, 34
effects,221

copying, 232
deleting,232
editing,224, 231
engine,224
fanning,224
length,222
moving, 232
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n-shot,222
naming,231
offset,222
palettes,230
predefined,229
rate,222
size,222
tables,221
timing, 227
usingin programming,231

embeddedpalettes,153
enableaggregation,41
enablejump toolbar, 44
enabletimecode,313, 326
encoderwheel
encoderwheelbutton

options,96
endstopsof parametervalues,133
ethernet,64
evenbutton,127
expander, 63
export

preferences,91
external

displays,54
keyboard,56, 57
touchscreens,54

F
fadebutton,45
fadechanges,246, 247
fadetime,201, 202

default,202
overridingduringplayback,274
with masks,203

fader
gooff zero,261
releaseat zero,261

faders
cleaning,426
replacing,425

fanning,142, 211
effects,224
fanningtoolbar, 144
from thecommandline, 143
in spreadsheetview, 143
multipart,145
options,144
with groupings,145

with thefankey, 142
feedback

cuelist,270
file browser, 48
files

sharingoveranetwork, 76
finecontrolof parametervalues,138
firewalls,67
fixedkinds,233
fixturebuilder, 343
fixturepatchwindow, 105
fixtureschedulewindow, 103
fixture types,97
fixturewindow, 118
FixtureNet,78

IP Address,79
fixtures,30

adding,103
changingtype,115
cloningpatching,111, 112
configuring,118
copying, 115
copying parametervalues,140
deselecting,127
duplicating,115
fixturebuilder, 343
generic,103
interchangeable,30
invertingpanandtilt, 120
invertingtheselection,126
modes,103
notes,120
patchnotes,120
patching,105
proportionalpatch,121
protocol,118
removing, 116
removing from aneditor, 147
replicating,115
reselecting,128
selectall, 126
selecting,125
selectingfrom whatis onstage,239
selectionorder, 128
subselections,127
swappingaxes,120
timing, 206
type,118
unpatching,113
usernumber, 119
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flashbutton
flashlevel, 261
goonflash,261
latching,261
releaseonoff, 261
solo,261

flashkey, 252
flip, 131
follow chosen,271
follow cue,271
follow current,183
follow next, 183
follow-on,212
follow-on time,201
forwardbutton,184, 185
front paneldiagrams,416

G
genericfixtures,103
global

palettes,157
globalbutton

whenrecordingpalettes,157
glossary, 19, 441
gmkey, 281
gokey, 252
gobo

reversingrotation,133
grandmaster, 281

dboKey, 281
flashkey, 281
gmkey, 281

graphicaluserinterface,23, 405
groupdirectory, 34
groupings(seefanning)
groups,149

copying, 151
creatingautomatically, 116
deleting,150
editingcontents,150
moving, 151
naming,149
recording,149
removing fixtures,150
using,150

guardbutton,34, 45, 262

H
halt,212

actionof haltwhenhalted,261
halt key, 252
hardcommand(seehardvalue)
hardvalues,31, 138, 186
help

gettingstarted,19
key to thismanual,19

helpbutton,34, 45
highlight,243

customising,244
highlightpalette,34
Hog4 Consoles

cleansoftwareinstall,389
Full Boar4 technicalspecifications,435
HedgeHog4 technicalspecifications,437
MakingA BootableUSBFlashDrive,390, 391
NanoHog4 technicalspecifications,437
RoadHog4 technicalspecifications,436
technicalspecifications,435

Hog4PC
configuringwidgets,403
installinghardware,402
interface,405
patching,403
removing software,402
systemrequirements,440
upgradingwidgets,407
windows,405, 406

Hogconsoles
reportingproblems,421
updatingsoftware,389

Hog-net,68
holdover if active;,290
HSI, 32
HTP, 31, 264, 265
hue,32, 134

I
i-Wheel,130
ignoreMSC in;, 305
import

preferences,91
inhibitivemasters,282

copying to pages,294
moving to pages,294
removing from pages,294

insertbutton
with cuelists,194
with cues,178
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with groups,152
with palettes,163
with scenes,199

installingsoftware,389
intensity, 32

modifyingvalues,129
interface(seegraphicaluserinterface)
invertingpanandtilt, 120
invertingparametervalues,133
invertingthefixtureselection,126
IP address,66, 68

dmxprocessor, 61
with Art-net,79

IPCB fadermode(with cuelists),276

J
jumppoints

in timecode,315, 327
jump toolbar, 44, 46

K
key, 19

doublepresstime,96
repeatdelay, 96
repeatperiod,96

keyboard
external,56, 57
on-screen,57
shortcuts,411

keys
@,129
back,127, 183, 252
blind, 247
choose,251, 252
cursor, 103
dbo,281
effect,224
fan,142
flash,252
go,252
halt,252
highlight,243
live,239, 242
meaningof LEDs,269
modifier, 47
next, 127, 183
next page,290
nudgeupandnudgedown, 130
open,24

Pig,47, 369(seePigkey)
pig, 139, 247, 413
release,255
set,57
skipback,253
skip forward,253
Time,207
trackball,92
update,46, 245

killing processes,419
kinds,233

fixedkinds,233
userkinds,233

knockoutbutton,146

L
launchexistingshow, 87

automatically, 88
launchmacros,89
launchnew show, 87
learntiming, 213
leave in background;,290

matchingmasterlevels,292
levelsview window, 273
library

mergedstatus,48
merging,97

lineartimecode(seetimecode)
link cues,217
links (seelink cues)
livekey, 239, 242
locking

console,58
dmxprocessor, 62

loggingoff, 58
loops,217

actionof gokey, 217
trackingthrough,219

lowerpriority, 43
lowlight, 245
lowlight palette,34
LTP, 31, 264, 265

M
macro

commandsyntax,329
whenchangingpages,293
whencuesrun,280
whenlaunchingashow, 89

High EndSystems456

Index



maintainstate,219
maintenance,425
manual

crossfade,275
manualcues,212
markcues,188
mask

syntax,21
whenrecordingeffectpalettes,230
whenrecordingpalettes,159

masking
whenrecordingfadetimes,203

masterwing
adding,84

masterwing 4
technicalspecifications,439

masters
choosen,258
grandmaster, 281
inhibitive,282
pages,289
physical,251
selected,258
virtual, 251, 262
which is thecurrentlychosenmaster?,22

matchingLevels,292
mediapicker, 171

catalyst,174
CITP, 172
options,171, 172
updatingoldershow fileswith library defined
previews,176

mergebutton
with cuelists,194
with cues,178
with groups,152
with palettes,163
with scenes,199

mergingshows,97
MIDI, 303

Midi Notes,305
midi show control,303
MIDI timecode,312

modifierkeys,47
monitor(seedisplay)
move in black(markcues),188
moving

cuelists,194
cueliststo pages,294
cues,181

effects,232
groups,151
inhibitivemastersto pages,294
pages,295
palettes,156
scenes,198
scenesto pages,294
shows,48
userkinds,235

multiple
patchpoints,109
showson thenetwork, 75

multipleconsoles,70

N
naming

cuelists,192
cues,178
desktopviews,28
effects,231
groups,149
palettes,153
scenes,197
shows,48
slots,124

netnumber, 60, 70, 108
network, 64, 68

bootserver, 67
client,72
connectingto anexisting,76
consolefailover, 72
consoletracking,74
DHCPserver, 67, 68
dmxprocessorstatus,63
dmxprocessors,67
file sharing,76
firewalls,67
IP address,68
multipleconsoles,70
netnumber, 70
port number, 69, 75
show server, 71
usingart-net,78

network adapter, 65
IP address,66

new
show, 87

next button,183
next key, 127
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next pagekey, 290
nudgeupandnudgedown keys,130
numbering

cues,178
(seealsorenumbering)

O
oddbutton,127
on-screenkeyboard,57
openkey, 24
OSC(opensoundcontrol),317

input configuration,317
mappings,319
outputconfiguration,318

outputwindow, 271

P
pages,289

changing,290
clearing,295
copying, 295
copying cueliststo, 294
copying inhibitivemastersto, 294
copying scenesto, 294
creating,289
deleting,295
moving, 295
moving cueliststo, 294
moving inhibitivemastersto, 294
moving scenesto, 294
removing cuelistsfrom, 294
removing inhibitivemastersfrom, 294
removing scenesfrom, 294
template,296
which is thecurrentpage?,22

palettedirectory, 34
palettes,34, 153

automaticnaming,37
copying, 156
creatingautomatically, 116
default names,37
deleting,156
direct,162
editingcontents,154
effect,230
global,157
moving, 156
naming,153
recording,153

recordingwith masking,159
recordingwith timings,161
reference,162
showing referencesto in editors,45
typesof content,157
usingin programming,154

pan(seeposition)
parameterdefaults,255
parametertypes

removing from aneditor, 147
parameterwheels,131, 132

centerwheel,94
parameters,30, 129

default value,123
default values- restoring,142
makingnon-releasable,124
minimumandmaximumvalues,123
modifyingvalues,129
namingslot values,124
offsetvalue,124
removing valuefrom aneditor, 147
separating,147
timing, 206

parkeditorwindow, 248
parking,247
paste,44
patch

proportional,121
patchpoints,multiple,109
patching,105

addingDPs,108
cloning,111, 112
findingunusedaddresses,108
fixturesto multipleaddresses,107
Hog4PC,403
multiplepatchpoints,109
removing DPs,108
severalfixturesatonce,106
unpatching,113

pathbutton,45
paths,201, 204
perfixturebutton

whenrecordingpalettes,157
perfixture typebutton

whenrecordingpalettes,157
persistonoverride,267
pig key, 47, 139

for copy andpaste,44
for finecontrolof parametervalues,138
list of commands,413
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to unparkparameters,247
whenusingdesktopviews,28
whenusingdirectories,34
with thei-Wheel,130

Pigkey
list of commands,369

pile-addeffects,268
pinningwindows,25
playback

configuringcontrols,283
cuelists,251
priority, 264
usingpages,289

playbackbar, 269, 292
displaying,82

playbackpriority, 267
playbackwing, 270

adding,82
playbackwing 4

technicalspecification,439
point cues,178
pointermode(seetrackball)
port number, 69, 75, 87

dmxprocessor, 61
position

flip, 131
modifyingvalues,131

positionmode(seetrackball)
preferences

appearance,52
loadingandsaving, 91

prev button,127
priority of aggregatedsections,43
priority of cuelists,267
problems

reporting,421
solving,419

processes
restarting,419

programmer, 45, 125
bringingin valuesfrom onstage,240
clearingthecontentsof, 146
contentsafterrecording,177

proportionalpatch,121
protocol

of fixtures,118

Q
quit, 58

R
radios

personal- useneartheconsole,420
raisepriority, 43
rateoverride,274
RateWheel,274
realworld units,30
recordoptionstoolbar

with cuelists,194
with cues,178
with groups,152
with palettes,163
with scenes,199

RecordOptionsToolbar
with effectpalettes,230

recordoptionstoolbar;,160
recording

CDs,49
cues,177

removing parametervalues,179
with adelaytime,203
with a fadetime,202
with selectedfixturesonly, 179
with state,186

desktopviews,27
directpalettes,162
effectpalettes,230
effects,224
groups,149
link cues,217
pages,289
palettes,153
parametertimings,206
scenes,197

referencepalettes,162
releaseall, 290
releasecue,256
releasekey, 255
ReleaseonOtherGo,257
releasetime,255
releasingparameters,124
remainderdim button,130
rememberfadervalues,290
renaming

shows,48
renumbering

cuelists,181
reorderbutton,128
repeat,with fanning,145
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replacebutton
with cuelists,194
with cues,178
with groups,152
with palettes,163
with scenes,199

replacing
faders,425
touchscreens,425
trackball,426

replicatingfixtures,115
reselectingfixtures,128
restarting,58

processes,419
restoreactivity, 293
restoringdefault parametersvalues,142
reversebutton,128
RGB,32
RGB colour, 134

S
safetyinformation,429
saturation,32, 134
scenedirectory, 34
scenes,197

configuringplaybackcontrols,283
copying, 198
copying to pages,294
deleting,198
editingcontents,199
moving, 198
moving to pages,294
naming,197
recording,197
removing from pages,294
timing, 199

scrollingwindow contents,27
selectall, 126
selecttoolbar, 127
selectedmaster, 252
selectingfixtures,125

from whatis onstage,239
selectionorder, 149
selectionorder, the,128
separatingparameters,147
servicing,425
setkey, 57
show

connectingto a running,87

launchautomatically, 88
launchinganexisting,87

show manager, 89
show palettesbutton,45
show server, 71, 87
shows

backingup,90
changingcurrent,88
copying, 48
creationdate,48
deleting,48
managing,89
merging,97
moving, 48
multiple,on thenetwork, 75
naming,48
renaming,48
updatingfixture types,97

shufflebutton,128
shuttingdown, 58
skipbackkey, 253
skip forwardkey, 253
slots,133

naming,124
SMPTE(seetimecode)
soft patching,107
software

beta,423
cleaninstall,389
updating,389
versionnumbering,423

sourcebutton,45
specifications,435
split times,203
spreadsheets,39

aggregation,41
compactmode,41

startwindow, 87
startingup,87
startupmacros,89
statebutton,186
statusbar, 22
subselectionsof fixtures,127
Suckbutton,240
suppressMSC out;,305
swappingaxes,120
switchingoff theconsole(seeshuttingdown)
symbols,19
syntax,21
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T
tables

effects,221
tapsync,279
technicalspecifications,435
technicalsupport,419
templatepage,296
templatepages,34
theatre

lighting consoles,31
tilt (seeposition)
time

format,52
settingtheconsoleclock,52

timecode,212, 303
editingvalues,314, 327
jumppoints,315, 327
simulating,315, 327
triggeringcues,313, 326
viewing, 313, 325

timing, 201
effects,227
fanned,211
scenes,199

toolbars
clock,216
editortoolbar, 46
editorvaluestoolbar, 45
fanningtoolbar, 144
fanningtoolbar;,128
jump toolbar, 46
playbackbar, 269, 292
recordoptionstoolbar, 160

with cuelists,194
with cues,178
with groups,152
with palettes,163
with scenes,199

RecordOptionsToolbar
with effectpalettes,230

selecttoolbar, 127
SlotToolbar, 124
statusbar, 22
view toolbar, 27
window controltoolbar, 25

touchscreens
backlightoff time,53
brightness,53
calibration,52

external,54
replacing,425

touchedvalues,177
touchingparameter, 138
touchingparameters

with live,242
with pig, 139

touchscreen
brightness,91

trackbackwards,183
trackforwards,184, 185
trackthrough,138
trackthroughloops,280
trackball,120, 131

keys,92
modes,91
replacing,426
ring, 91
usingfor panandtilt, 131
which is thecurrentmode?,22

trackedvalue,31
tracking,31, 138, 147, 186

cueonly, 280
markcues,188
stoppingvaluestrackingforwards,184, 185
throughloops,219
trackthroughloops,280
trackingbackwards,183

triggerforwardsonly, 313, 326
triggermacro,280
triggers,212
turningoff theconsole(seeshuttingdown)
type

of fixtures,118

U
unblockbutton,187
unblocking,187
undo,47
units

realworld, 30
universe

cloning,111
unpatching,114

unpatching,113
by DMX address,114

updatekey, 46
autoupdate,245

updating
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fixture types,97
software,389

updatingsoftware,389
USBFlashDrive

MakingA BootableUSBFlashDriveonWin-
dows,390, 391

userinterface,23
userkinds,233

autokinds,234
copying, 235
creatingnew, 234
deleting,234
moving, 235

usermanual
reportingproblems,422

usernumber
modifying,119

userpreferences
centerwheel,94
console,53, 56, 57, 91, 92, 96
edit,130, 147, 202
playbackdefaults,135, 290

V
valuebutton,45
versionnumbering,software,423
videotimecode(seetimecode)
view by DP, 108
view cue,183
view toolbar, 27
views (seedesktopviews)
viewsdirectory, 27, 34
virtual masters,262
visualisers,373

W
wait time,201, 212
wheelsets,236
whitepoint,33, 135
windows

bringingto thefront, 25
closing,25
cuelist,191
directory, 34
edit fixtures,121
editor, 45
fixturepatch,105
fixtureschedule,103
fixturewindow, 118

launchedprocesses,419
levelsview, 273
moving, 25
onHog4PC,405, 406
opening,24
output,271
parkeditor, 248
pinning,25
resizing,25
scrollingcontents,27
show manager, 89
spreadsheets,39
view by DPview, 108
window controltoolbar, 25

wings
addingmasterwings,84
addingplaybackwing, 82
installationwith Hog4PC,404
playback,270
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