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Changes

Informationandspecificationsn this documentaresubjectto changewithout notice.High End Systems|nc. assumes
no responsibilityor liability for ary errorsor inaccuracieshatmayappeaiin this manual.

Trademarks

High End Systemsthe Flying Pig Systemdogo, andHog 4 logosareregisteredrademark®f High End Systemsinc.,
or High End SystemsEuropeLtd. Flying Pig SystemsEffectsEngineandHog areregisteredrademarksof Flying Pig
Systems.

All otherbrandnamesandproductnamesisedin thisbookaretrademarksregisteredrademarksor tradenamef their
respectie holders.

FCC Information

This equipmenthasbeentestedandfoundto complywith thelimits for a ClassA digital device, pursuanto part15 of
theFCCrules.Thesdimits aredesignedo provide reasonablerotectionagainstharmfulinterferencavhentheequipment
is operatedn acommerciakrvironment.This equipmengeneratesjsesandcanradiateradiofrequeny enegy and,if
notinstalledandusedn accordancevith theinstructionmanualmaycausenarmfulinterferenceo radiocommunications.
Operationof this equipmenin aresidentialreais likely to causeharmfulinterferencein which casethe userwill be
requiredto correcttheinterferenceat his own expense.

Product Modification Warning

High End Systemgroductsaredesignecandmanufcturedio meetthe requirementsf United StatesandInternational
safetyregulations Modificationsto theproductcouldaffectsafetyandrendeitheproductnon-complianto relevantsafety
standards.

Mise En Garde Contre La Modification Du Produit

LesproduitsHigh End Systemssontconguset fabriqguésconformémenaux exigenceslesréglementsnternationauxde
sécurité Toutemodificationdu produitpeutentraineisanon conformitéaux normesde sécuritéenvigueur

Produktmodifikationswarnung

DesignundHerstellungronHigh EndSystemsntsprechedenAnforderungemerU.S.Amerikanischemndinternationalen
Sicherheitsarschriften Ab&nderungediesesProduktekoénnendessersicherheibeeintrachtigemndunterUmstéanden
gegendie diesbezigliche®icherheitsnormewerstofRen.

Avvertenza Sulla Modifica Del Prodotto

| prodottidi High End Systemssonostatiprogettatie fabbricatiper soddisérei requisitidellenormatve di sicurezza
statunitensedinternazionaliQualsiasimodificaal prodottopotrebbepregiudicarela sicurezzae rendereal prodottonon
conformeagli standardli sicurezzgertinenti.

Advertencia De Modificacion Del Producto

Los productodde High End Systemsstandisefiadoy fabricadogparacumplirlos requisitosde lasreglamentacionede
segguridaddelos EstadodJnidose internacionales.as modificacionesl productopodrianafectara seguridady dejar
al productofuerade conformidadconlas normasde seguridadrelevantes.

2 High End Systems



BAERICHTIES
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Important Safety Information

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

Pleasaeadall instructionsprior to assemblingmounting,andoperatingthis equipment.
Important: Informations De Sécurité

Lesinstructionsserapportant la protectionpermanenteontrelesincendies|'électrocutioretauxblessuresorporelles
setrouventdansinformationsimportantesSurLa S curit (p.430).

Veuillezlire touteslesinstructionsavantd'assemblede monterou d'utilisercetéquipement.
Wichtige Sicherheitshinweise

Sicherheitsanleitungerum SchutzgegenFeuer elektrischerSchlagundVerletzungvon PersonefindenSiein Wichtige
HinweiseFur Ihre Sicherheit(p.430).

Vor derMontage demZusammenbaundderInbetriebnahmeliesesGeréatsalle Anleitungensogfaltig durchlesen.
Informazioni Importanti Di Sicurezza

Leistruzionisullaprotezionedaincendi,folgorazioneesinfortuni sonocontenutenell Sezion®3.5,«Importantiinformazioni
Di Sicuezza»

Si prega di leggeretuttele istruzioniprimadi assemblarenontaree azionard'apparecchiatura.
Informacion Importante De Seguridad

Enel InformacionimportanteDe Sguridad(p.431) seencuentramstruccionesobreprotecciércontinuacontraincendios,
descaga eléctricay lesionegersonales.

Lea, por favor, todaslasinstruccionesantesdel ensamblajemontajey operaciénde esteequipo.
EELLLICEAT LIEHR

MLk, BE. RV, AOBENDREICET 2HETIE. ZL/ICHT SEH(p433ESRMLTTE
LY,

COEBZEMAILT, RE. BEFETIAIETOHETERATTE,
Warranty Information

Limited Warranty: Unlessotherwisestatedyour productis coveredby a oneyearpartsandlabourlimited warranty It
is the owner'sresponsibilityto furnishreceiptsor invoicesfor verificationof purchasedate,anddealeror distributor. If
purchasealatecannotbe provided, dateof manufcturewill beusedto determinewvarrantyperiod.

Returning an ltem Under Warranty for Repair: It is necessaryo obtaina ReturnMaterial Authorization(RMA)
numberfrom your dealeror point of purchasdBEFOREary unitsarereturnedfor repair Themanufcturemwill make
thefinal determinatiorasto whetheror notthe unit is coveredby warranty

Any Productunit or partsreturnedto High End Systemsnustbe packagedn a suitablemannerto ensurethe protection
of suchProductunit or parts,andsuchpackageshallbe clearlyandprominentlymarkedto indicatethatthe package
containsreturnedProductunitsor partsandwith anRMA number Accompary all returnedProductunitsor partswith a
written explanationof the allegedproblemor malfunction.ShipreturnedProductunitsor partsto: 2105Grag/ Farms
Lane,Austin, Texas78758,USA.
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Note: FreightDamageClaimsareinvalid for productsshippedn non-factoryboxesandpackingmaterials.
Freight: All shippingwill be paidby the purchaserUnderno circumstancewill freightcollectshipmentdeaccepted.

RERAIR ORREPLACEMENT AS PROVIDED FORUNDER THIS WARRANTY IS THE EXCLUSIVE REMEDY
OF THE CONSUMER.HIGH END SYSTEMS,INC. MAKES NO WARRANTIES, EXPRESSOR IMPLIED, WITH
RESPECTTOANY PRODUCT, AND HIGH END SPECIFICALLY DISCLAIMS ANY WARRANTY OFMERCHANT-
ABILITY ORFITNESSFORA PARTICULAR PURPOSEHIGH END SHALL NOT BELIABLE FORANY INDIRECT,
INCIDENTAL OR CONSEQJENTIAL DAMAGE, INCLUDING LOST PROFITS,SUSTAINED ORINCURREDIN
CONNECTIONWITH ANY PRODUCT OR CAUSEDBY PRODUCT DEFECTSOR THE PARTIAL ORTOTAL
FAILURE OF ANY PRODUCT REGARDLESSOF THE FORM OF ACTION, WHETHERIN CONTRACT, TORT
(INCLUDING NEGLIGENCE),STRICTLIABILITY OROTHERWISE,AND WHETHERORNOT SUCHDAMA GE
WAS FORESEENOR UNFORESEEN.

Warrantyis void if the productis misuseddamagedmodifiedin any way, or for unauthorizedepairsor parts.This
warrantygivesyou specificlegal rights,andyou mayalsohave otherrights specificto your locality.

Third Party Software Acknowledgements
AMD: This productusesthe Catalystfgirx drivers.

Boost: The productincludeBoostsoftwaredistributedunderthe BoostSoftwareLicense Versionl.0, ht-
tp://lwww.boost.og/LICENSE_1_O0.txt.

Botan: This productincludessoftwaredevelopedby the BotanProjectandits contributors.Copyright  1999-2005The
BotanProject.All rightsresered.

Libtar: This productincludessoftwaredevelopedby the University of lllinois Boardof TrusteeandMark D. Roth.
Copyright  1998-2003Universityof lllinois Boardof TrusteesCopyright  1998-2003Vlark D. Roth.All rightsresered.

QT: TheQtGUI Toolkit is Copyright (C) 2011Nokia Corporatiorand/orits subsidiary(-ies)ContactNokiaCorporation
(gt-info@nokia.com)Qt is availableunderthe LGPL version2.1 (GNU LessetGeneraPublicLicenseversion2.1).

X11(TM) and X Window System(TM): is atrademarlof The XFree86Project,Inc.
XFree86:is atrademarlkof The XFree86Project,Inc.

Xorg: Xorgis copyright software,providedundericenseghatpermitmodificationandredistritutionin sourceandbinary
form withoutfee.Xorg is copyright by numerousuthorsandcontributorsfrom aroundtheworld. Licensinginformation
canbefoundat http://wwwx.org. Referto the sourcecodefor specificcopyright notices.
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Declaration of Conformity
Accordingto ISO/IEC Guide22 andEN45104

Manufacturer's name: High End Systems
Distributor's name: High End Systems
Distributor's address: 2105 Gracy Farms Lane, Austin TX 78758, USA

Declareghatthe product:
Product Name: Hog 4
Product Number: All
Product Options: All

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 this declaratiorof conformity wasfirst manufcturedn compliance
with thefollowing standards$n 2002:

Safety: EN60950:2000
EMC: EN55103-1:1996 (E2)
EN55103-2:1996 (E2)

I, theundersignedherebydeclarethatthe equipmenspecifiedabose conformsto the above
DirectivesandStandards.

L J

1
q 'y T :
; -I':.-'Ir_.--:.r_.{;-:_ -"'_,i"__ﬂ e ._"_';-.*.- gl

KennethStuartHansenComplianceEngineer

30June2012
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Section 1: Getting Started

1.1 About this Manual

This manualdescribeshe Hog 40Sasit pertainsto the Hog 4 rangeof console{Hog 4, Full
Boar4, RoadHog 4, HedgeHog 4 NanoHog 4, andHog 4PC).

Someof theinformationcontainedn thismanualwill only applyto specificconsolesn theHog
4 family but thatinformationwill be clearlyidentifiedasconsolespecific.

In thismanualtheword ‘key’ is usedto indicatea hardwarebuttonon theconsole'sront panel.
For example:‘pressthe Enter key'. Theword ‘button’, whenusedin this manualrefersto
‘virtual’ buttonsthatcanbe pressen thetouchscreenr clickedonwith the Trackballor
mouse.

This manualcanbereadin ary orderbut if you haven'tuseda Hog 4 consolebeforeyou may
wantto startwith the Hog 40SFundamentalgp.21)

You canopenyour console'suilt in UserManualatary time by pressinghe Help buttonon
theWindow Control Toolbar atthetop of theright-handscreen.

1.2 Manual Symbols
Thefollowing formattingcorventionsareusedin thetext of this manual:
XXXX - text thatis italicizedandunderlinedndicatesa referenceo atermin theglossary
XXXX - darkredtext indicateghenameof aninterfaceelemensuchasabutton, key, or window.

[XXXX] - darkredtext insidea setof bracletsindicatesa buttonthathasalabelspecificto the
shaw thatis createdby the consoleor the user

XXXX- darkbluetext indicatesinformationthatyou shouldliterally inputinto theHog 40S
verbatim.

[XXXX] - darkbluetext insideasetof bracletsindicateshe manualis only describinghetype
of informationthatyou shouldinputinto the Hog 40S.

XXXX, XXXX, XXXX- darkredtext separatethy commasndicateskey or buttonpresseshatare
sequential.

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

XXXX - XXXX - XXXX - darkredtext mixedwith arrovsindicatesa sequencef operations
thatnavigateyou throughwindows andtoolbars.
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Youwill alsofind importantor usefulinformationhighlighted:

I Caution

Information regarding potetial hazards to the equipment or your person-
u 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 40S Fundamentals

2.1 The Command Line

Themajority of userinputinto theHog 4 OperatingSystemis handledthroughthe command
line. Keystrokesandbutton pressesiccumulaten the Command Line Toolbar whereusers
build executablecommandsuchasrecordinga cue.ln somecasesommandine entriesare
executedmmediatelybut in mostcases/ou mustpressEnter to confirmthatthe commands
completeandreadyto beexecutedTo remove ary unwantedkeystrokesfrom thecommandine
pressBackspace once.To completelyclearthe commandine double-pres8ackspace.

2.1.1 Command Line Syntax

Thebasicorderandstructureof theHog4 OScommandine syntaxis: SourceMask,Command,
Options,Destination.

« Source: Thesources the objectwithin the shav thatyou wantto take data
from. It mightbe a palette scenecue,or the editableeditor With mostcom-
mandsthe sourceobjectis not modified.

e Mask: TheMaskis afilter for whenyou only wantsomeof thedatafrom that
object.Therearetwo typesof mask:afixture maskspecifieonly datafor certain
fixtures(for exampleCyberlight1); akind maskspecifiesonly datafor certain
kinds (for exampleColour, Beam).If no maskis specifiedhentheentirecon-
tentsof the currentactive editorareincludedin the command.

¢ Command: The Commands the operationyou wantto perform.Commands
includeCopy, Record,Delete,Move, Merge, Knockout. Someof theseonly
needa sourceto be specified pthersonly needa destinationput they all have
thesamesyntacticaform.

« Options: Thebehaiour of somecommandgfor exampleRecord)canbealtered
with options.Theseusuallyappeaion a popuptoolbaroncethe commandkey
is pressed.

« Destination: Thedestinations theobjectthatwill beaffectedby thecommand.
Againit mightbeapalette cue,sceneor the editableeditor. If thedestination
alreadyexists,andthe actionto take is unclear thenyou will beaslkedwhat
the consoleshoulddo.

Someexamplesof commandine syntaxareshavn belov. Notethata final pressof the Enter
key is requiredto tell the consoleto thecommands completeandreadyto be executed.
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s Pgge | Progiamnig WEEnar 4

Figure 2.1. The Command Line

Source Mask Command Options Destina- Comments
tion

Record Position 1  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.

Record Replace  Position 1  The Replace option (on
the Record Options Tool-
bar) ensures that the new
palette replaces the previ-
ously recorded palette.

Positionl Copy Position 2 The Copy command takes
the Position 1 palette as
its source.

Position 1 Move Replace  Position 2  This example combines
using a source and a re-
cord option.

Group 2 Record Position 3  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.

Cue 1 Group 3 Copy Position Cue 5 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.

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

2.1.2 The Status Bar

To theright of the commandine is the Status Bar.

Al Page 1 Programiee| RMegabar 10 ?I

Figure 2.2. The Status Bar
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The StatusBar givesyou basicinformationaboutthe statusof the consoleaswell asconnected
network items.

Below is alist of the differentkinds of datathe statustoolbarcanshaow:

Description Example
The Trackball mode --- (pointer)
POS (position)
POS, ortho (ortho mode)
The name of the current page Page 1
The current editor Programmer
Cue 3
The currently chosen master Master 4

The network status [‘1
E_JThe network is working normally.

E] Consoles are syncing show data.

E Connected DP8000's need a software
upgrade.

mThere is a problem with the network.
The current time in hours and minutes. 16:28

2.2 The Graphical User Interface

In additionto the corventionalcommandine, the Hog 40Susesa graphical user interface
similar to thosefound on personatomputers.

Theadwantage®f thegraphicaluserinterfacearefarreachingandwill becomeully apparent
asyou getmorefamiliar with Hog 40S.

Keyfeaturesof the GUI are:

¢ Youcanwork with on-screercontrolsandwindows usingthetouchscreeror
througha pointercontrolledby the built in Trackball,or anexternalmouse.
Left-clicking themouseis the sameastouchingthe screerandis usedfor se-
lectingor activatingcontrols,while right-clicking bringsup a context-sensitve
rangeof menuoptions.

* TheSoftKeysadjacento thetouchscreengrovide anothemethodof accessing
functions,changingio matchwhichevertoolbar is dockedalongthatedgeof
thescreen.

* Thegraphicakrvironments highly customisablegiving youcompletecontrol
of theconsoleandindividual window layout. For example,you canrearrange
columnheadersn list windows (e.g.the Cuelist andProgrammer windows)
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to prioritiseinformationthatis mostpertinento aspecificshav or user Inform-
ationdisplayedcanalsobe sortedor filtered. Whena userlogs out thesepref-
erencesndsettingsarestored,andretrievedagain on loggingin.

2.2.1 Window Management

Opening Windows
Windows canbe openedn four ways:

¢ FromaToolbar: Somewindows mayhave a dedicateduttonthatcanbe
pressedthe Programmerfor example.

« With the Open Key: To openawindow usingconsolekeys, hold down Open
andpressthewindow's associatedey or button.For example:

*  Open + Position : opensthe PositionDirectorywindow.
*  Open + List : opensthe CuelistDirectorywindow.

e Open + Choose : openghe Cuelistwindow for thechosen
master

You canalsohold down the Open key to gain accesshe secondevel of the
maintoolbarwith buttonsfor mary of theconsole'svindows, suchastheOutput
andParkedwindows.

* Fromthe CommandLine: You canspecifythewindow to be openediusing
thecommandine, andthenpressthe Open key. For example:

*  Position 5 Open : opengtheeditorwindow for Position
Palette5.

e Cue4 |/ 8 Open:opengheeditorwindow for Cue8in
thecueliston Master4.

« Double PressingKeys: You canalsoopensomewindows by double-pressing
theappropriatekey:

*  Position, Position : opensthe PositionDirectorywindow.

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

Windows canbeclosedusingthewindow's Closebutton (markedwith across,attheright hand

endof itstitle bar),by pressingOpen + Backspace, or with theClose button ontheWindow
Control Toolbar.

Fronting, Resizing and Moving Windows

You canopenasmary windows asyou wish, but you canonly work in oneatatime. To work
in awindow malke it thefrontmostby clicking or pressinghetouch-screemvithin it, or usethe

Focus buttononthe Window Control Toolbar. Thewindow'stitle barwill turnblueto
shawv thatthewindow is frontmost;otherwiseit is grey.

Windows andtoolbarscanbe placedary wherewithin the console'snternaltouch-screenr
onthe (optional)externaldisplays.

You canmove andresizewindows usingkeys andbuttons,or by usingthe mouseor trackball.
Using Keys and Buttons

TheWindow Control Toolbar sitsatthetop of theright-handtouchscreenandprovidesaquick
andeasyway to manipulatevindows. Its functionsarealsoavailableaskeyboardshortcuts.
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Button Function Shortcut

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

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

ORCNANEIC)

Size rotates through a range of set positions and Open + [plus] or
sizes for the selected window within its current [minus]

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.

3

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

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

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

The unlock button allows the positions and sizes of Open + .
all windows to be changed by the Trackball or mouse

(but not the toolbar buttons). Windows are unlocked

when this button is enabled.

@] [ =

Close closes the frontmost window. Open + Backspace

Using the Mouse or Trackball

26

To move awindow, click andhold on thewindow's top statusbarwhilst draggingit to its new
position.To move atoolbarclick andhold its left-handedgeanddragto its new position.

Windows canberesizedby clicking andholdingon cornersuntil theresizearrov appearsYou
canthendragthe cornerto make thewindow biggeror smaller

Notethatyou canonly usethe mouseor Trackballto move andresizewindows if you have un-

lockedthemwith the Lock E] buttononthe Window Control Toolbar. Keepingthewindows
lockedis usefulwhenusingthetouchscreenssothatyou do notaccidentallydragor resize
windowswith theirtitle barsor borders.You canstill move andresizewindows with thebuttons
onthetoolbar
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Scrolling Window Contents

Whenawindow's contentds too greatto fit insidethewindow, scrollbarsappeaalongtheright
andbottomedgesf thewindow. You canscroll by pressingor clicking andthendraggingon
thescroll bar'sslider, or by pressingor clicking on thearraws at the endsof the scroll bar

In addition,you canscrollwindow contentsy holdingdown the Open key andusingthe
Trackball,I-Wheelor parametewheelsto scroll.

Desktop Views

FIDgrammer Commands Michasls ViEW

Figure 2.3. The View Toolbar

Desktopviews allow youto storearrangementsf windows for quickaccessoyou do nothave
to re-openandre-arrangavindows to performspecifictasks.For example,you could createa
programmingview thatshavsthegroup,paletteandeffectsdirectoriesalongwith theProgram-
mer window. A playbackview coulddisplaythe cuelistandscenedirectories andthe Output
window.

Desktopviews aremanagedy the View Toolbar atthetop of theleft-handtouchscreern(see
Figure 2.3,“The View Toolbar”) andtheViews Directory (seeFigure 2.4,“The ViewsDirect-
ory”). YoucanopentheViews Directory by holdingdown theOpen key andpressingheView
buttonontheView Toolbar.

Views Directory
Cuard

1
Fanlips

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 recorda desktopview usingthe View Toolbar:
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1. Arrangetheconsole'svindows asyou wantthemstoredin thedesktopview.

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

Naming a Desktop View

To namea desktopview usingthe View Toolbar:

1. PresgheSet key togethemwith theappropriatduttonon the View Toolbar.
The Quickname window will open.

2. Enteraname,andclick on OK.
To namea desktopview usingthe Views Directory:

1. Open + View : openstheViews Directory.

2. Selectthebuttonfor theview youwantto name Make surethatthe Guard
buttonis depressedytherwiseyouwill activatetheview insteadof justselect-
ing it.

PresgheSet key. The Quickname window will open.

4. Enteraname,andclick on OK.

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

Recalling a Desktop View

You canrecalldesktopviews in two ways:

* With the View Toolbar: locatedatthetop of theleft handscreenTheviews
eachhave their own button,andareloadedin pagef tenontothetoolbar
You canloadthe next pageby pressinghe Next buttonat theright handend
of thetoolbar while Pig + Next loadsthe previouspage.

e With the Views Directory window: presstheview's buttonin the Views
Directory window. Make surethattheGuard buttonis notdepressedytherwise
youwill only selecttheview, ratherthanactiatingit.

Desktop View Options

By default, whenyou recallonedesktopview it replaceshe previousone,sothatall windows
notpartof thenew view areclosed However, you cansetviews sothatthey areadditive instead:

1. Open + View : opengsheViews Directory.
2. Selectthedirectory'sspreadsheatiew.

3. Selecttheview'scell in the Additive column.
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4. PresgheSet key to togglebetweeryes andNo.

Views Directory

=gt

Hum o

Figure 2.5. The Views Directory in Spreadsheet View

Deleting a Desktop View

To deletea desktopview usingthe View Toolbar:

1. Hold down the Delete key andpressthe appropriatebuttononthe View
Toolbar.

2. PresK to confirm.
To deleteaview usingtheViews Directory:

1. Open + View : opensheViews Directory.

2. Checkthatthedirectory'sGuard buttonis depressedsothatyou canselect
buttonswithin the directorywithout activatingthem.

Presgheappropriatadirectorybuttonandthenthe Delete key.
Click OK to confirmthe delete.

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 advantangdo theHog 40Sis thatyou don'thave to worry aboutthetechnicalitieof how
eachlighting manugcturerimplemtentghefeaturesof their lighting fixturesbecausehe Hog
40Sactsasalayerbetweeryou andthelighting hardware,automaticallyconverting ‘abstract’
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ideasof intensity colour, andsooninto the specificinstructiongthatthefixturesneed defined
by their DMX protocol.

Referring to Fixtures

TheHog 40Streatsevery fixture asa singleentity. Every fixture is assigned usernumberthat
allowsuserdo easilyrecallafixtureandmanipulatat's featuresetno matterhow mary parameters
it has.For moreinformationon giving your fixturescustomusernumbers seeModifyingthe
UserNumber(p.119.

Hog40Streatsconventionallights, consistingof aluminairecontrolledby adimmer asaspecial
kind of fixture known asa‘deskchannel’ A deskchannehasonly oneparameterintensity

Real World Units

Fixture parameteraredescribedasfar aspossiblein realworld units. For example,rotationis
describedn degreeswhile chasesredescribedn beatperminute.This speedsip programming
andallows fixturesof differenttypesto be selectechndadjustedcat the sametime: for example,
you canassignseveralfixturesof differenttypesto all strobeat 10 Hz without having to worry
aboutthedifferentDMX valuesrequiredby eachfixture to achieve this. Hog 40Swill giveyou
thebestpossiblematchbetweerfixtures;theonly limitationsarethoseof thefixturesthemseles.

Complex Parameters

Somefixturesput morethanoneparameteontoasingleDMX addressFor example,afixture
mightuseDMX valuesin therange0-127for intensity 128-250for strobe and251-255for
fixture reset.The Hog 40Sseparatesuchfunctionsinto independenparameterssothatyou
do notneedto remembethedetailedworkingsof a particularfixture; in the examplegiven
above, theintensity strobeandresetfunctionsall appeaasseparat@arameterssothereis no
possibilityof goingfrom strobeinto resetWith parameterthatsharea DMX addressghanging
thevalueof onewill overridethevalueof all theothers sincetherecanonly beoneDMX value.
In thecaseof ourexample assigningastrobespeedvill overrideary intensityvalue;theconsole
will shav a~in placeof theintensityvalueto indicatethatthis hashappened.

Interchangeable Fixtures

Any fixture alreadyprogrammednto a shav canbereplacedy afixture of a differenttypeat
ary time andHog 40Swill asfaraspossiblecorverttheprogrammediatato applyto the new
fixture type.If thenew fixture hasmorelimited capabilitieghantheold one,thisis handledas
gracefullyaspossible For moreon replacingfixtures,seeChangingthe Fixture Type(p.115).
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2.4  Tracking
All Hog4 family consolesretrackingby defaultwhichmeangheHog40Srecordsnly changed
cuedatainto cuesandscenesllowing unchangedatathatwasrecordedn previouscuesand
scenedo trackthroughuntil achangds recordedor thatparticularfixture parameter
Below is anexampleof how a seriesof cuesmightbe seenby aviewing audience:
Fixture: A B C
Cuel 100 50 100
Cue 2 100 25 50
Cue 3 100 75 75
With anon-trackingconsole gachvaluewould have to berecordednto eachcueasdisplayed
above. However, with atrackingconsolesuchastheHog 4, theonly datathatreally needgo be
recordeds muchsimplerasshavn in thetablebelow:
Fixture: A B C
Cue 1 100 50 100
Cue 2 100
Cue 3 75
As you cansecefixture A only hasto berecordedat 100%in cuel becausehatvaluewill track
all theway from cuel to cue3. Ontheotherhand,sincefixturesB andC changevaluein each
cue,thetrackingconsoleneedgso have uniquevaluesrecordedn eachcue.
Whendiscussinghe contentf a cueor the stateof playbackon stage thefollowing termsare
commonlyused:
¢ Hard Values/ TouchedValues: Valuesprogrammednto the currentcue
« TrackedValues/ Transparent Values: Valuesassigned
¢ State: Thesummatiorof bothtrackedandhard-codedialuesin playback.The
Hog40Sautomaticallyrecallsthestateof any cueregardlesf whetheror not
thecuelistwasplayedin order;this allows allows the consoleoperatorto jump
aroundandplay cuesout of orderwhile preservingheway the cuewasmeant
to look.
2.5 HTP and LTP

Taditionaltheaterdesksthatarenot designedo handlemoving lights will work onaHighest
TakesPrecedencéHTP) basis.This meanghatif afixture'sintensityis beingcontrolledby two
differentpartsof the console suchasa playbackanda submastertheintensitywill beatthe
highestof thetwo levels.For example|f in theplaybackixture 1 is at50%,andin thesubmaster
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it is at100%,thenthelevel seeron stagewill be 100%.If thesubmasteis reducedo 40%,then
theon-stagdevel will be50%,becausé¢helevel in the playbackis higherandwill take preced-
ence.

This systemgenerallyworkswell for non-maving light consolesput moving lights introducea
problem.Parameterstherthanintensitydon'thave *higher’ and‘lower’ values:a colourof red
is not higheror lower thangreen,andapanof 50%is not higheror lower thanoneof 20%.
Working with moving lights needsa new way to decidethe precedencezalledLatestTakes
Precedenc@ TP).

With this systemthefixture parameterareatthe valuethey have beenmostrecentlyassigned.
In ourexample,moving thesubmasteto 40%would resultin alevel of 40%,becausé¢hisis the
latestinstructionandwill take precedencelhe submastewould effectively ‘grab’ control of
the parametefrom the playback.Of courserunninganothercuein the playbackmightgrabit
backagain.

Many moving light consolesiseHTP for intensityandLTP for all otherparametersBy default,
Hog 40Sused TP for all parametershut you canassignindividual cueliststo useHTP for in-
tensities(all otherparametersrestill LTP); seeUsingHTP andLTP (p.265).

2.6

2.6.1

32

Colour Matching

Fixturesof differenttypesusedifferentmethodgo performcolourmixing. Sendingthe same
parameteraluesto fixturesof differenttypesmight producea differentcolouron eachtype.
For example,sendingC=50%,M=50%, Y=0% will alwaysproducea shadeof blue,butit'll be
adifferentbluewith differentfixture types.

Usually, you have to compensatéor this yourselfby manuallycreatingcolour paletteshy eye
to producesimilarcoloursonall fixture types.Thisis atime consumingprocessandlaterrestricts
youto usingthe palettesyou have alreadysetup.

TheHog40S'scolourmatchingsystemprovidesa new way to choosecolours,withoutthese
problems.

Colour Models

Traditionally, colourmixing fixturesusethe CMY (Cyan,Magenta,Yellow) systemto uniquely
defineeachcolourthey canproduce With theincreasingpopularityof LED fixtures,the RGB
(Red,GreenBlue)systenis alsobecomingnorecommon Thesewo systemsrecalled‘colour
models’.Any colourcanberepresentedquallywell by eitherof thesetwo colourmodels- they
arejust differentwaysof corveying the sameinformation.Many othercolourmodelsexist,
perhapshe mostusefulof which (for lighting control,anyway) is the HSI (Hue, Saturation)n-
tensity)system:

Hue: Thisis thetermusedto specifythe colourspositionin the possiblerange
acolours,from red,goingthroughyellow, greencyan,blueandmagentaand
finally returningto red.As therange'wrapsaround’,you canvisualiseit asa

circle with thecolourspositionedaroundtheedge with redatthetop, greenat
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thelowerright, blueatthelower left, andtheintermediatecoloursin between.

TheanglebetweerD and360degreesspecifieghe hueof thecolour:redhas
ahueof 0 deggreesyellow hasa hueof 60 degreesandcyanhasahueof 180
degrees;seeFigure 2.6, “The HSI Colour Wheel”.

Saturation: Thisis how ‘strong’ or ‘pale’ thecolouris. Pale colourshave low
saturationswhile strongcolourshave high saturationsSaturatioris specified

asapercentagbetweer0% (white)and100%(thestrongespossiblesaturation).

Intensity: Thisis simply ameasuref how muchlight is beingemitted,from
0% (black)to 100%(the brightestpossible) This is identicalto the dimmer
controlon mostfixtures.

Fead
Magenta /ﬂ-— ‘\\ Yallow
s b
: \
safuralicn i
- = hue
I|
!
!
Blue ! .K( Green
Cyan

Figure 2.6. The HSI Colour Wheel

With thesethreepiecesof information(hue,saturatiorandintensity),every possiblecolourcan
berepresentedAs mostfixturesalreadyfeaturea dimmerto controltheintensity it is only ne-

cessaryto specifythe HueandSaturatiorto uniquelyrepresenary colour.

The Hue and Saturation of White Light

Whiteis definedasthecolourwith 0% saturationthehuedoesn'matter However, while tungsten
andarclampsbothproducewhite’ light, whenyou compareghemsideto sidetheir coloursare
considerablydifferent. Thetungstelamphasa ‘warmer’ colourwith a higherredandyellow
contentwhile arclampsusuallyhave a‘cooler’ light with morebluein it. Oneversionof white
is notmore‘correct’ thantheother, soeithermaybechoserto bethereferenceointdepending
onthesituation.In atheatricalervironmentwheretungstersourcesaremorecommontungsten

whiteis likely to bemostappropriatébase In otherervironmentgpredominantlyusingarc
sourcesit will bemorecorvenientto usearcwhite; for informationon changinghewhite point,

seeUsing Colour Matching (p.135).
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The Colour Matching System

TheHog40OS'scolourmatchingsystenis basednafixturelibrary thatcontainscolourcalibration
datafor thefixturetypesin use.This calibrationensureshatfixturesof differenttypescaneasily
beassignedo the samecolour, includingto a choserdefinitionof ‘white’. It canalsobeused
for fixturesthathave not beencalibrated put the coloursthatwill be producednaynot match
the coloursfrom fixturesthatdo have calibrationdata.

You canchoosecoloursusingthe parametewheelsto assigncyan, magentaandyellow values
or hueandsaturatiorvalues,or you canusethe on-screervisual colour picker; seeTheColour
Picker (p.136).

It is preferableo programusingHue andSaturationwhene&er possible Theadvantagesre:

¢ SelectingcoloursusingHue andSaturatioror the colourpicker will produce
the samevisual colouroutputon all calibratedfixture types.

¢ Youcanusefanningandeffectson HueandSaturatiorto produceattractive
looksquickly.

¢ WhenyouuseHueandSaturatiorto pick acolour, Hog4OSwill automatically
usethebestpossibleDMX valuesettingsfor eachfixture typeto achieve
maximumlight outputfrom eachfixture.

¢ Youcancrosshdefrom asaturatededto asaturatedyreenwithoutthesaturation
changingThecrossadewill work throughall the saturatedtoloursbetween
redandgreenyatherthantakinganunexpectedoathto getthere,ascanhappen
whenusingCMY programming.

« CrosshdeshetweercoloursrecordedisingHue andSaturatiorwill remain
matchedn all fixturesthroughthe progresf the crossde. This produces
better moreeven-lookingcolourcrossade.

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

2.7

34

Palettes and Directories

Paletteshelpto simplify the programmingprocessy allowing pre-definedighting ‘elements’

to be createcandthenusedasrequired.Onceyou have createcda palette suchasaparticularset
of positionsettingswith maoving lights, you canrecallthosesettingsinstantly andrecordthem

into cues.Palettesarestoedin windows calleddirectories.

A greatadwantageof paletteds thatwhenyou recorda cueusingthe palette the cuecontainsa
referencedo the palette ratherthanthe parametewaluesthatthe palettecontains|f, later, you

changehe palettethenall cuesthathave beenrecordedusingthe palettearealsochangedThis
is especiallyusefulif, for example thepositionof a pieceof seton stages moved,andmoving
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lights have beenprogrammedo light it. The palettecanbe updatednceto accommodatéhe
changeratherthanin every cue.For moreinformation,seePalettes(p.153).

Palettesallow intensity position,colourandbeamparameterto berecordedaseasilyaccessible
‘building blocks’to be usedwhenprogrammingPalettesarestoredin classifieddirectoriesFor
generainformationon working with directories.

Whenyouuseapaletteto assigrparametevaluesn theProgrammerandthenrecordthecontents
of theProgrammegsa sceneor cue,the Hog 40Srecordsa referenceo the paletteratherthan
numericalaluesfor theparameterduring playbacktheconsolerefersto theparametevalues
storedwithin thepalettewhenoutputtingcuedatato thestage Becausef thisreferencingwhen
youmodify apalette'sontentthecuesandsceneshatwereprogrammedisingit will, in effect,
be automaticallyupdatedwith the new values.The paletteis saidto be ‘referenced’in thecue.
Thisis avery powerful featurethatallows you to make globalchangego theshawv very simply
andquickly, ratherthanhaving to re-programevery cueindividually.

If youwishto make a palettethatis justaprogrammingool, wherelaterchangedo the palette
will notcausecues scenesandotherpalettesecordedwith it to beupdatedthenyou canuse
directpalettesWith directpalettesactualparameteraluesareplacedinto cues ratherthan
referencesSeeDirectPalettes(p.162).

Tip

Hog 40S can automatically generate a useful set of palettes based on
the fixtures in your show: see Creating Palettes and Groups Automatically
(p.116).

Directorywindows give you quick accesso groups palettesscenesguelistsandsoon,andthey
all work in essentialljthe sameway.

Caolour Directory
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Figure 2.7. A Typical Directory
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Figure 2.7,“A Typical Directory” shavs atypical directory The mainpartof thewindow is
filled with large buttons,usedto accesshegroup,palette scenegcuelistor page aswell asdis-
playingtheir namesandsomeotherkey information:

Display Applies To Description

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

Palettes 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).

Cuelists 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).

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

Pages The page has a Restore Activity macro defined.
See Restoring Activity When Changing Pages (p.293).

BECEASEEa0

You canrenamethe selectedbutton (with theredborder)by pressinghe Set key. You canalso
hold Set andpressary buttonto renameit.

At thetop of 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".

E 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.

Guard 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.
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2.7.1
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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.

Automatic Naming of Directory Items

Whenyou createor copy adirectoryitem, the consoleautomaticallygenerates namefor the
new item. For example,if you have two positionpalettesandthemcreatea third, the new one
will berecordednto location3 in the directoryandnamedPosition3'. If youthencopy this

positionpalette the copy will berecordednto location4 in the directoryandnamedCopy of
Position3'.

You cancustomisénow the consoleautomaticallygeneratethesenamesn the Default Naming
paneof the UserPreferencewindow; seeFigure 2.9,“The DefaultNamingpaneof the User
Prefelencesvindow”. To openthe Default Namingpane:

. Setup - Preferences — Default Naming
To customisghegeneratedabels:

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

2. Set,[new label text] ,Enter:typeinthelabelyouwant.

3. Alternatively, click or pressonthearrow attheright handendof thetext box
to getalist of usefullabels.Click onthe oneyou want.

You canusespecialtagsto have the consoleinserttext into the namefor 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: theoriginaltext. Thisis usedwhenadirectoryitemis copied;theoriginal
text is the nameof theitem thathasbeencopied.

Lowercasdagsareresohedonceonly, whenthe nameis applied,while uppercaséagsremain
unresoheduntil the nameis displayedknown as‘dynamic’). So, pressingSetandenteringthe
nameof colourpalette3 as‘&d &n’ will assignthenameto be‘Colour 3'. If you assignthe
nametobe‘'&D &N’, thenamewill alsobeassignedo ‘Colour 3'. Thedifferencds thatmoving
this paletteto position4 will automaticallycorrectthe nameto ‘Colour 4'.

Colour Coding Directory Items

Eachdirectorywindow allows for uniquecolourcodingof eachbuttonwithin thedirectory The
default colourfor new directoryitemsis standardyrey. Whenyou copy adirectoryitem, the
consolewill automaticallycopy the directoryitem'scustomcolouraswell seeFigure 2.10,
“Dir ectoryltemColour”.

To customisea directoryitemin buttonview:
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Figure 2.10. Directory Iltem Colour

1. Usingthemouseright click onthedirectorybuttonto opentheright click
menu.

2. Click ononeof the 15 optionsshawvn in Figure 2.11,“The PresetColour
Options” to assignthe directoryitem this colour.

3. Alternatively, click onChoose to selecta customcolourfrom acolourwheel
or click None to selecthestandardjrey colour. Click on Auto to have palettes
in the Colourdirectoryautomaticallydeterminethe button color basedupon
thedominatecolourvaluerecordedn the palette.

To customisea directoryitemin spreadsheetiew:

1. Selectthe Colourcell andpressSet to openthe colourselectionrmenu.
2. Click ononeof the 15 presetcoloursto assigrthedirectoryitemthis colour.

3. Alternatively, click onChoose to selecta customcolourfrom acolourwheel
or click None to selecthestandardjrey colour. Click onAuto to have palettes
in the Colourdirectoryautomaticallydeterminethe button color basedupon
thedominatecolourvaluerecordedn the palette.

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 Excelspreadsheetsary windows in the Hog 40Ssuchasthe programmeroutput
window, andcueeditorsarepresentedsspreadsheets.
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Figure 2.11. The Preset Colour Options

All of thespreadsheeia the Hog 40Ssharea commonsetof features:

* Toresizea spreadhseetolumn: Placethe cursorover theright-handedgeof
thecolumnheaderThecursorwill changeo adouble-endedrrow. Click and
dragto resizethe column.

Programmer
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Hiim &

D column header
Studso Colo
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e Tomove aspreasheetolumn: Click anddragonthecolumnheader

¢ Tohide aspreadsheetolumn: Right-clickonthecolumnheaderandchoose
Hide.

¢ Toshow a hidden spreadhseetolumn: Right-click ona columnheaderand
choosethe nameof the columnfrom the menu.

¢ Tosort the spreadsheetRight-click on acolumnheademandselectSort to
sortthespreadshedty thevaluesn thatcolumn.SelectSort againto thereverse
thedirectionof thesort.You canalsoright-click onacolumnheadeandselect
Sub-sort to assigrasecondevel of sorting.For example,if yousorttheFixture
window by fixture type,andsub-sorty Patch,thenall the DeskChannelswill
beshavn groupediogetherin theorderof their patchaddress.
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2.8.1

2.8.2

« Toselectall the cellsin a spreadsheetolumn: Double-clickonthe column
headelatthetop of the spreadsheet.

* To selecta singlespreadsheetell: Click or pressn thecell. You canusethe
cursorkeys below the Trackballto changewhich cell is selectedlIf thecell is
editable,it will have aredborder

« Toselectarange of cellsin a spreasheetYou canclick or pressandthen
dragacrossarangeof cellsto selectthemall. Alternatively, you canclick in
thefirst cell, pressandhold Thru, andclick in thelastcell; thisis usefulif you
wantto selectalargerangeandneedto scroll thewindow.

« To edit the contentsof cellsin a spreadsheetClick or pressin thecell and
pressthe Set key, or double-clickin thecell. Typein thenew value,andpress
Enter. Thisworksfor bothasingleselectectell andarange Cellsthatareed-
itable have aredborderwhenselectedCellslabeledColourin cuelistsand
scenewill openthecolourselectiondialogto allow you to colourcodethe
cell.

Compact Mode

In editorwindows suchasthe Programmeryou canusecompactimodeto save spaceandget
moreinformationontothescreerwithouthaving to scroll; seeFigure 2.12,“A spreadsheetvith
andwithoutCompactMode”. In compacimode fixturesonly have columnsfor theactualpara-
metergthatthey have, ratherthanfor all the parametersf ary fixture in the editor Theconsole
usegthedisplayspacemoreefficiently by having multiple columnsfor fixture typeswith few
parameterssuchasdeskchannels.

You cantogglecompactmodeon andoff with the Compactuttonin thewindow's toolbar

Figure 2.12. A spreadsheet with and without Compact Mode

Notethatyou cannotsorta spreadsheehatis in compactmode.

Aggregation

In windows suchasthe Programmeiit is oftenusefulto keepfixturesof thesametypetogether;
thisis known as‘aggregation’. The spreadsheaeffectively becomes list of fixturesin fixture
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typeorder with headingsn thelist separating@achfixturetype;seeFigure2.13,“A Spreadsheet
with Aggregation TurnedOn”.

To useaggreation:

1. Make surethespreadsheas sortedby Fixture Type:right click ontheType
columnandselectSort. If the Typecolumnisn'tvisible, right click onary
columnheadingandselectlype.

Presd4=d to 0penthe Configuration window.
3. SelectEnable Aggregation.
4. Click onOK.

Notethataggreationis alwaysonif the spreadsheés in compacimode;seeCompactMode
(pA1).

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

Collapsing Aggregated Sections

You cancollapseaggrejatedsectiongo hideall therows in thatsection;seeFigure 2.14,“An
AggregatedSpreadsheeWth CollapsedRows”. To collapseanaggraeatesection right click
theblackheadingbarandselectCollapse.

To expandtheaggreationsectionagain, right click the section'lackheadingbarandselect
Expand.
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Figure 2.14. An Aggregated Spreadsheet With Collapsed Rows

Priority of Aggregated Sections

You canchangethe positionof anaggreationsectionin thelist by alteringits priority. Raising
asection'gpriority will malke it appeanearerthetop of the spreadsheet.
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To move anaggrejaterow up or down in priority, right click the section'solackheadeibarand
thenselectRaise Priority or Lower Priority.

Jumping Between Aggregated Sections

Youcanquickly bringaggreatedsectionsnto view usingtheJumpToolbarlocatedontheupper
right of aspreadsheetindow, seeFigure 2.15,“The JumpToolbar”. This hasabuttonfor each
aggreationsection;clicking a buttonwill scrollthelist to bring the sectioninto view.
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Figure 2.15. The Jump Toolbar

To enablethejumptoolbar:

1-
Pres<@4=d to openthe Configuration window.

2. SelectEnable Jump Toolbar.
3. Click onApply.

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

2.8.3 Cut, Copy and Paste

You cancopy andpastethe contentof selectectells:

« Right-click,andselectCopy or Paste from the contextual menu.

*  Pig + Copy : copy.

e  Pig + Record : paste.
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2.9 Editors

Editorsarewindows whereyou canview andassignthe parameteraluesof fixtures. The most
importanteditorin theHog 40Sis the programmemwhich actsasthe default active editorfor
all parametechangesvhenno othereditorsareopenor active. Individual cues,scenesand
palettescanall be opennedn editors.Editing parametewaluesworksin essentialljthe same
way for all of editors;seeSelectingrixturesand Modifying Parametes (p.125).

Lbat 1 Cow 4

P Offast Leagh | Tebh

Fan

Figure 2.16. A Typical Editor

You canopenaneditorwindow for ary cue,sceneor paletteby holdingdown the Open key
andselectingt from its directorywindow. Alternatively, you canusethecommandine:

¢ Cue 1l Open:opensaneditorfor Cuel andmakesit editable.

2.9.1 Editor Window Controls

Themainpartof aneditorwindow shovs thefixture parametewraluesin a spreadsheatiew,
with eachrow representing singlefixture; seeSpreadsheet§p.39).

At thetop of thewindow therearethreetoolbarswith buttons:the Editor ValuesToolbartoolbar
the Editor Toolbar andthe JumpToolbar Thefollowing sectiondescribethe buttonsthatare
commonacrossll editors;someeditorshave additionalbuttonsthatarespecificto thattype of
editor, andthesearedescribedn therelevantpartof themanual.

The Editor Values Toolbar

TheEditor ValuesToolbarhasbuttonsfor: Value,Fade,Delay, Path, Size,Rate,Offset,Length,
Table,andN Shot.Usethesebuttonsto displaythedifferentkinds of informationassociated
with thefixture'sparametersseeFade Delay and Path (p.202).
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TheEditor Toolbarhasthefollowing buttons:

Button

Purpose

- 0 00

L75L7
e
Il

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

2.9.2

46

TheJumpToolbarhasa buttonfor eachtype of fixture currentlyin the editor, allowing youto
quickly jumpto the parametewaluesfor thattype of fixture. The JumpToolbaronly appearsf
aggreationis turnedon; seeAggregation (p.41).

Changing Parameter Values in the Editor

To make changedo the contentf aneditor, you needto have its Edit buttonselectedYou can
have upto eighteditorsopen,but only onecanbe editableat atime, andthe parametewheels,
I-Wheelandcommandine all operateon the contentsf the currentlyeditableeditor. If you
have severaleditorsopenat once,you canusethe Edit buttonto determinewhich oneyou are
controlling (evenif it is notthe frontmostwindow) or to ‘lock’ the editorto preventaccidental

changes.

v

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 you have finishededitinga cue,sceneor palette presshe Update key to applychanges.
Until you do this, changesvon'tshowv upif you runthecueor scenepr usethe palette The ex-

ceptionto this is whenyou areworking in the Programmermwhenthe Update key will perform
the Auto Updatefunction; seeAuto Update(p.245).

If you hold down the Update key, the UpdateToolbarwill appearThis allows youto select
which parametetypesarerecordedwhetherchangeshouldtrackforwards,andwhethemrefer
encesshouldbeallowedwhenrecordingpalettes SeeStoppingvaluesfrom Tradking Forward
(p.184) andRefeencePalettes(p.162).

If you closethe editorwithout updating,youwill be asledwhetheryouwantto save or discard
the changesor cancetlthe closingof the editor.

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 consolesll shareacommonsetof usefulmulti-purposemodifierkeysthat
whenhelddown extendthebasefunctionalityof otherkeys andwheelsonthefront panelsimilar
way to a Shift or Controlkey workson personabomputersThereareseveralmodifierkeys but
thecoremodifierkeysin theHog 40SarePig, Open,Delete, BackspaceSet,CueandMove.

Pig Key Modifier Examples:

1. Pig +1-Wheel : Changesvheelto proportionalintensitymode.

2. Pig + Record : Pastednformationinto the selectedocation.

Pig Key Commandgp.369) hasafull list of commandshatusethe Pig key.

2.11 Undo and Redo

TheUndo buttonfoundonthe Main Toolbaris similarto theundocommandoundin computer
applicationsallowing the userto work backthroughthelastcommandsnterecby theuser
undoingthemeachtime the buttonis pressedin the Hog 40Stheundokey is global,working
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backthroughoperationsn chronologicabrder andyou cango backall theway to the point at
whichyouloggedonto theconsolg(generallythisis whenyou startectheconsoleup). In cases
wheremultiple consolesarenetworkedtogetheitheundotaskwill only undoactionsof thelocal
desk.

Pressinghe Pig button,togethemwith the Undo button,will redothelastundoneaction.Again,
if you have gonebackthroughseveralundos,you canredorepeatedlyuntil you getbackto the
mostrecentaction.

Theundoandredofeatureworkson your shov data,but generallynot on otherthings.

Undois not availablefor:

* Changedo thefixture selectionin the ProgrammerHowever, the selection
may changeasa sideeffect of anundoaction.

¢ Changeso ControlPanelsettingsandotherthingsnotdirectly relatedto your
programmedshow.

* Changedo window positionsandviews, andthelike.

If undois notavailable,youwill alwaysbeasledto confirmimportantchangedeforethey take
place.

2.12

2.12.1

48

The File Browser

You canbrowseandorganizesereraldifferentkinds of systenfilesin the File Browserpaneof
the Shav Managemwindow; seeFigure 4.2,“The ShowManager Window”. Ontheleft is alist
of themainconsolefoldersandthe console'drives.Clicking on oneof thesewill displayits
contentsn theright handlist.

Thebrowsershavs the name description andcreationdateandtime of thefile, aswell asthe
versionnumberof thelibrary usedto createthe shav in parenthesedt the shav is markedas
modified,thenthelibrary hasbeenalteredthrougha library memge.

Moving, Copying, Deleting and Renaming Files
To move afile:

« Draganddropfilesto destinationsn theleft handfolder list. Generallyyou
will find draggingwith the mouseor Trackballmucheasietthanusingthe
touchscreen.

To copy afile:

«  Draganddropfileswhile holdingdown the Pigkey (or the Controlkey onan
externalkeyboard).

To deleteafile:
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¢ Right-clickonthefile andselectDeletefrom the contextual menu.You will
beasledto confirmtheaction.

Torenameafile:

¢ Right-clickonthefile andselectRenamdrom the contextual menu.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

You cancreatesub-foldersn the Showvs andLibrariesfoldersto help organiseyour work:

1. Click onthefolderyouwantto make a new folderin.

Click ontheﬁ button.

3. Enteranamefor thefolder andpressEnter

Notethatyou cannotcreatefolderson a CD-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

You cannotejectadiskin theconsoleCD driveiif it is in use.Beforeejecting,make surethat
you don'thave thedisksfolder selectedn the File Browser If adiskwill noteject,checkthat
you arenot browsingits contentslsevhere,andthatthe consoles not currentlyaccessing.

2.12.4 Burning files to CD

To burnfilesontoarecordableCD:
1. Setup - Shows — CD Burning : seeFigure 2.17,“The CD Burningpane
of the ShowManager window”.

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

Repeafor all thefiles youwantto copy to the CD.

InsertarecordableCD into the CD drive, locatedunderthe console'sront
wrist rest.
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PresgheBurn button,andthenthe Start Burn buttonin the CD Burning
window. Thewindow will shav the progresf thewriting operation.
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Figure 2.17. The CD Burning pane of the Show Manager window
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Tip

You can use drag and drop to move files to the CD Master list. Note that
files will always be copied, not moved.

High End Systems



Section 3: Setting Up the System

3.1 Setting Up the Console

3.1.1 Starting Up the Console

To power on andstartup the consoleplug oneendof a standardEC power cableinto ary 100-
220VAC power sourceandplug the otherendinto the console'siedicatedEC power portand

thenturnthe power switchon thebackof the consoleto the on position.Make surethatary ex-

ternalbootablemediasuchasbootableUSB flashdrivesor CDsareremovedfrom the console
beforebootingasthe consolemaytry to bootto thatmediainsteadof to theinstalledoperating
systemWhenthe consolehasfinishingbootingyou will seetwo windows: theHog40Ssplash
screerandthe Hog 40SstartscreenYour consoleis 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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Heg Start

Launch Maw Show
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Figure 3.1. Start Screen, your console is ready to use

Adjusting the Date and Time

Theconsolehasabuilt in clockwhichis shavn atthefarright endof thecommandine toolbar
To changehe console'slate time, andtime zoneopenthe Control Panel andnavigateto the
Time and Date tah To changetheformatin which the consoledisplaysthedateandtime in
your shaw file openthe Preferences window andnavigateto theAppearance tah Theformat
preferencas storedin the show file andwill changebasedon which show file youload.

Note:In orderto permanatelystorechangesnadeto thetime anddateof the consoleyou must
restarthe Hog 40Sor properlyshutdavn/rebootthe console Simply switchingthe console's
power switchoff/fon will resultin ary time anddatechangeseinglost.

Calibrating the Touch Screens

Thetouchscreensnayoccasionallyneedo becalibratedTo recalibratehetouchscreenisefore
launchinga shaw, selectthe Touchscreens buttonin the Start window. Toucheachtargetas

it appearsequentiallyseeFigure 3.2,“The Calibration Sceen”. After thecalibrationsequence
is completepressEnter. You canpresshe Set key to startthe processagain if necessaryyou
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canalsocalibratethetouchscreensitary timewhile loadedn ashav by pressingheCalibrate
Touch Screens buttonin the Displays paneof the Control Panel. Userscanalsostartthe
touchscreemalibrationatary time on their consoleby holdingthe Set key andpressinghe
encodewheelbuttonbelowv thefirst mainencodemwheel.

Frama each of 1ha bargeia in Lum Lo colls' sle
Preas 5t iz sar afbration apan.

Prisss Coniigl 9 Svins B30Tl Rersim
Pres [rint i fisish

Figure 3.2. The Calibration Screen

3.1.4 Adjusting the Touschscreen LCD Backlight

You canadjustthebrightnes®f thebuilt-in touchscreeniy adjustingghe LCD backlightsettings
of theconsole(Hog 4 andFull Boar4 only). To adjustthe LCD backlighthold down the Setup
key andadjustthe parametewheelslabelledLeft 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'primarytouchscreenswitchoff automaticallyafter
aperiodof timeif theconsolds idle. You canadjusttheamountof time thebacklightswill wait
beforeswitchingoff in the Appearance paneof the User Preferences window:

1. Setup - Preferences — Appearance

2. AdjusttheBacklightOff time locatedat the bottomof the pane eitherby
pressinghearravsto incremenbor decrementhevalue,or by clicking onthe
value,pressingSetandtypingin 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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Adding External Monitors
You canattachthreeexternaldisplaysto the Hog 4 usingstandardVI or VGA connectors.

To useexternaldisplays,you mustenablethemandsetthe screerresolutionin the Displays
paneof the Control Panel:

¢  Setup - Control Panel - Displays

Youwill needto restartthe consoleto enablethe externalmonitors.

NOTE: TheFull Boar4’s DVI-D monitoroutputconnectionslo not supportanalogoutputto
VGA displayssuchasthosefeaturedontheolderFull Boar3 playbackandprogrammingvings.

Adding External Touch Screens

ExternalUSBtouchscreensaresupportedntheHog4, Full Boar4, andRoadHog 4 consoles.
Whenanexternaltouchscreeis requiredHigh End SystemsecommendsisingMasterWing

4 or PlaybackWing 4 for the greatestevel of compatabilityandintegration.Additionally Hog
4 OSconsolesarecompatiblewith touchscreemonitorslisted below:
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Manu- Model Size
fac-
turer

Part
Number

Video
Notes

ELO AccuTouch 12"
ET1229L

ELO AccuTouch 12"
ET1215L

ELO AccuTouch 17"
ET1725L

ELO  iTouch 15.6"
ET1519L

High End Systems

All Part
No.

E432532

E103047

E232070

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

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

VGADM

VGA
Only /
Must
use
VGA-
to-DVI
ad-
apter
with
for use
with
Full
Boar 4
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Manu- Model Size Part Video
fac- Number Notes
turer

ELO iTouch 18.5" E176026 VGA
ET1919L Only /
Must

use

VGA-
to-DVI

ad-

apter

with
for use

with

Full
Boar 4

ELO Intel- 22" E107766 VGADM
latouch
Plus
ET2201L

VBASON TD2340 23" VS15023 VGA &

IC HDMI /
Must
use
HDMI-
to-DVI
ad-
apter
with
foruse
with
Full
Boar 4

To connecianexternaltouchscreemo your consoleconnectyour touschscreemontor'sDVI or
VGA videosignalcableto oneof thevideooutputconnection®n the backof the console.
Navigateto thedisplaystabof the control panelandusethe appropriatedropdown menuto set
theresolutionof the externalmonitorandhit apply. Youwill thenbe promptedto restartthe
consoleAfter theconsolenasrestarteglugin thetouschscreemonitor'sUSB cableto ary one
of theUSB portsontheconsoleOncepluggedn thetouchscreewmill automaticallybedetected
andbegin working but may needto be calibrated:seeCalibrating the Touch Sceeng(p.52).

3.1.8 Keyboard

Using an External Keyboard

You canconnectanexternalkeyboardto the consolevia the console'dJSB ports.Choosea
keyboardmodel,andassigrnthe keyboardlayoutaccordingo thelanguageof thekeyboardyou
have connectedin theKeyboard paneof the Control Panel.
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Youcanadjustthetimingsfor RepeaDelay RepeaPeriod,andDoublePressn theKey Timings
paneof the User 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

You canusethe on-screerkeyboardto entertext whenanexternalkeyboardis not presentsee
Figure 3.3,“The On-sceenKeyboad” . Whenpromptedto inserttext, pressthe Set key to
launchatouch-screekeyboard.You canusethe Pig key asa'shift' for uppercaseharacters.
Presghe Enter key whenyou have finishedtyping.

To closethe on-screerkeyboardwithout makingary changespressSet insteadof Enter.

Figure 3.3. The On-screen Keyboard

3.1.9 Trackball

Using an External Trackball

ExternalUSB trackballscanbe connectedo the consolevia the console'sJSB ports.Most ex-
ternalUSBtrackballsaresupportednly asanexternalmousewith left andright click capabilities
however aselectsetof trackballs(listed belaw) arefully supportedasfunctionalHog 4 OS
trackballs(supportfor all four trackballbuttonsandsupportfor the useof thetrackballin both
pointerandPOSmode):

KensingtorExpertMouse(Model K64325)

KensingtorOrbit WirelessMobile Trackball(Model K72352US)- (note:doesnot have top left
andtop right buttons)

KensingtorSlimBladeTrackball(Model K72327US)
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3.1.10 Shutting Down and Restarting the Console

To properlyshutdown or restartthedesk,selectSetup — Quit. The Quit buttonis ontheright
handendof the SetupToolbarAfterpressthe quit buttonthe ShutDown dialogwill open(see
Figure 3.4,“The ShutDownDialog” ), with thefollowing options:

Shut Down Hog Session

Y
H Dz o ‘wearnd b

Qut

Figure 3.4. The Shut Down Dialog

e Shut Down: shuttingdown will turnthe Hog consoleoff completely

¢ Restart Console:restartings like shuttingthe consoledown andturningit on
again, andwill take youto the Start window.

e Log Off: loggingoff will closeyour currentdesktop Programmeandoutput
screensaswell asclosingthecurrentshow file. Theconsoleremaingpowered
up andrunning,andreturnsto the Startwindow.

¢ Cancel: cancelghe quit command.

In all cases/our shav datais automaticallysavedto disk.

3.1.11 Locking the Console for Access

Consolesanbelockedfor accesatary time by hitting thesetupkey ontheconsolefront panel
andthenpressinghelock buttonon the quit toolbar Consolesanalsobelockedremotelyby
enablingthe"lock local accessbuttonunderthe securitytabof the consolesettingswvindow for
the consoleon the network you wish to lock.

Progransg! Wagler 10 IE‘"I 155 Pl

Lock Quk..

Figure 3.5. The Lock Button on the quit toolbar

Whenthe consolés lockedthe usercannotaccessury partof theshaw file or changeary dmx
outputto the stage.To unlockthe consoleenterthe PIN codeyou have setupfor your console
usingthetouchscreenthe numerickeypadon thefront panel,or anexternalkeyboard.
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Locked
Enter PIN Code

Figure 3.6. The Lock Window Requesting Pin

By defaultthelock codefor consoless 1234.To changehelock PIN codefor theconsoleopen
the network window, right click on the consoleyou wantto changehe settingsfor, click on
settingsandnavigateto thesecuritytah ChangahePIN codeto thedesiredvalueandhit apply.
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Console Settings

Senorby E Locel Access Locked

M Shivies T
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Figure 3.7. Security Settings Tab of Console Settings Window

If youforgetthe passcodandarelocked out of the consoleyou will needto powergycle the
consoleandrelaunchthe shav in orderto regain accesso the shaw. Lock pin codesarestored
pershav andperconsole.

3.2

3.2.1

60

DMX Processor 8000 Setup

To bagin settingup your DMX Processo8000plugin mainspower atary voltagebetweernl00
and240V AC. TheDMX ProcessoB8000'smostfundamentatettingsareavailableusingthe
built in front panelmenusystem.

To navigatethroughthefront panelmenusystemof the DMX Processo8000:

< Move the cursor through the options backwards.
) Select the option currently highlighted by the cursor.
> Move the cursor through the options forwards.

Setting the Net Number

Thenetnumberis displayedon the mainscreerof the DMX Processom thetop right-hand
corner To assignthenetnumber:

1. Main - Network : navigateto the Network Configurationscreen.

2. Assignthenetnumberto ary valuebetweer01 and99.
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3. OK:returnto theMain screen.

3.2.2 Setting the Port Number

To assignthe PortNumber:

1. Main - Network : navigateto the Network 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 Processo8000saresetto useDHCP to getanlIP addressautomaticallyfrom
aHog console.You canturnthis off in thelP Config screen:

1. Main - Network - Console — Console Link Config : navigateto thelP
Configscreen.

2. SetDHCPOnor Off.

3. OK:returnto the ConsolelLink Statusscreen.

4. Close : returnto the Network Configurationscreen.
5

OK : returnto the Main screen.

You maywantto assignafixedor ‘static’ IP addressperhapsf the Hog systemis sharinga
network with non-lightingdevicessuchaspersonabomputersYou shouldcontactyour system
administratotto determinethe optimumsettingsfor your network.

To assigna staticlP address:

1. Main - Network - Console — Console Link Config : navigateto thelP
Configscreen.

SetDHCP Off.
Setthe IP AddressandSubnetMaskasrequired.
OK : returnto the ConsoleLink Statusscreen.

Close : returnto the Network Configurationscreen.

2 T o

OK : returnto theMain screen.

3.2.4 Setting the DMX Processor back to Defaults

In the Control Panelscreeryou cansetthe DP backto it's factorydefault settings:

. Main — Control PanelSet to Defaults.
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Locking the DMX Processor Front Panel Controls

You canusethe Lock functionto lock the DMX Processor'sontrols.Thedefault PIN is 1234;
anew PIN canbeassignedrom aHog consolevia Setup - Network ontheSetup Toolbar.
SelectherequiredDMX Processoin thenetwork window andclick Settings. ChangePIN and
OK to applyandclosethewindow.

To lock theDMX Processolocally:
¢ IntheControl Panel, selectLock : theEnter PIN to Unlock screemwill appear
To unlockthe DMX Processolocally:

«  Enteryourchosem-digit codenumberandcursorright to confirm.Thecode
numbemwill bethedefault 1234if you have notchangedt to your own.

You canlock andunlockremotelyfrom a consolevia the DMX ProcessoEettingswindow for
eachspecificDMX Processor:

1. Setup — Network : theNetwork buttoncanbefoundontheSetup Toolbar.

2. SelectherequiredMX Processoin theNetwork window andclick Settings
to openthe DMX ProcessoSettingswindow.

3. LockorunlocktheDMX ProcessoandOK 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.

Backlight Off Time

SelectingBacklight in the Control Panelopensa screenwhereyou canassigrnthe delaytime
beforethe backlightgoesoff. The Permanent settingkeepsthelight on continually

Watchdog

TheWatchdogfeatureautomaticallyrestarteshe DMX Processoif its softwarestopsrunning
for somereasonWatchdogs on by default, andgenerallyit is bestto leave it switchedon.
However, if you suspecthatanDMX Processois notworking correctly you maywantto turn
Watchdogoff sothatyou canseeary errormessagebeforerestartingt:

1. IntheControl Panel, selectWatchdog.
2. DeselectheWatchdog checkboxandselectOK.
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3.2.8 Resetting the DMX Processor

Therearetwo typesof reset:softandhard.Soft Reset resetdhe DMX Processosothatit re-
initialisescommunicatiorwith the network. Hard Reset is equivalentto turningoff andonthe
DMX Processor'mainspower. You cando bothtypesof resetirom the Control Panel. In addi-
tion, you canreseta DMX Processoby right clicking onits entryin the Network window of
theconsole(Setup — Network) andselectingReset Node.

3.2.9 Checking a DMX Processor's Status

Theindicatorlights onthefront of aDMX Processo8000displayits statuson the network.

Light Oon Blinking Off
Status Connected to a show Connecting Not Connected to a
show
DMX Data DMX Data output 2Hz Keep Alive No DMX sending
Net Data Art-Net output Art-Net configured, but  Art-Net not configured
not connected
USB USB Device connected USB Device found but not No USB Device found
and active configured
HogNet Link light for HogNet HogNet activity HogNet not connected
connection
FixtureNet Link light for fixture  Fixture activity Fixture not connected
(Art-Net) connection
Write Writing flash memory Fast: bootloader active  Normal activity
Slow: updating firmware

3.2.10 Expanding the DMX Outputs of a DP8000

TheDMX ProcessoB000is alwaysprocessind.6 universeof DMX. Theseuniversesare
availablevia theeight5-pin XLR outputson the front of the unit aswell asvia Art-Net. You
canexpandthe XLR outputsto accesshefull sixteenuniversedy usingexternalUSB Widgets.

Expanding a DMX Processor 8000 Using an Expander

Whenyou connecta USB Expandetto a USB port of aDMX Processo8000you will needto
configureit to outputs9-16 of the DMX Processor

To manuallyconfigureWidgets:

1. Setup — Network : openthe Network window.

2. SelecttheDMX Processo8000in thelist by clicking onits nethumberand
pressthe Settings buttonto openthe DMX ProcessoSettingswindow; see
Figure 3.8,“Widget Outputspaneof the DMX ProcessoiSettingswvindow”.

3. Selectthe Widget Outputs pane.
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4. To configureanexpanderto outputports9-16 of aDMX Processo8000,
click onaboxassociateavith a port (9-16) andselectthe expandeirfrom the
list of serialnumberghatappearsRepeafor all the universesyou wantto
outputvia thewidget.

5. Click OK to confirmthesettings The Expandeishouldnow have its DMX
Data indicatorilluminated.

Expanding a DMX Processor 8000 Using Widgets and Super Widgets

Whenyou connecta USB DMX Widgetor SuperfWidgetto a USB portof aDMX Processor
8000you will needto configureit to the next availableoutputof the DMX Processor

To manuallyconfigureWidgets:

1. Setup - Network : openthe Network window.

2. SelecttheDMX Processo8000in thelist by clicking onits nethumberand
pressthe Settings buttonto openthe DMX ProcessoBettingswindow; see
Figure 3.8,“Widget Outputspaneof the DMX ProcessoiSettingsvindow”.

Selectthe Widget Outputs pane.

4. To configureanexpandetto outputports9-16 of aDMX Processo8000,
click onaboxassociateavith aport(9-16)andselecthewidgetfrom thelist
of serialnumberghatappearsSuperwidgetportswill appeamwith theserial
numberfollowedby anoutputnumber Repeafor all the universesyouwant
to outputvia the Widget.

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

A singleWidgetor singleoutputof a SupefWidgetmay only be connectedo oneportatary
onetime. If aWidgetthatis alreadyconnectedo oneportis connectedo a secondoort, it will
automaticallybe disconnectedrom thefirst port.

3.3

64

HogNet Network

Onthebackof every Hog 40Sconsoleis a dedicatedBase-TEthernefjack thatcanbe usedfor
connectingo anetwork of DMX Processors;omputersandotherconsoleslf thereis more
thanoneEthernefack onthebackof theconsolethenthejacklabeledHogNetshouldbe used.
Thehardwareon personatomputersunningHog 4PCwill vary but atleastone100Base-T
Ethernethardwaredevice mustbe properlyinstalledandenabledn orderfor Hog 4PCto suc-
cessfullycommunicateo othernodeson a network.

All component®f a Hog network shouldbe connectedisingcategory 5 Ethernetcablesand
usingatleasta 100mbEthernetswitchor router Gigabit switchesarealsoHogNetcompatible.

ThesimplestHogNetnetwork consistof a consoleanda DMX Processoconnectedo the
lighting rig. Only slightly morecomple is thecaseof asystenwith asingleconsoleandsereral
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Figure 3.8. Widget Outputs pane of the DMX Processor Settings window

DMX Processorsonnectedogethemwith anEthernetswitch. Large systemsanhave several
consolesHog 4PCsystemsandDMX Processors;ontrollinglargelighting rigs.

3.3.1 Configuring Console Network Adapters

At thetop of theHogNettabin theControlPanel,is adropdowvn menuof all theinstallednetwork
adaptersisableny theHog OS.TheHog 4 consolewill only list onenetwork adapteandit will
be greyed out while Windows computersunningHog 4PCmight have morethanonenetwork
adaptelisteddependinggnhow mary network adaptersireinstalledandenablecnthecomputer
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Figure 3.9. The Network pane of the Control Panel

After selectinganadapteifrom thedropdown menu,theareabelon the menuwill shav the
adapters currentstatus:

¢ Alink statusof Up indicategheadapteis connectedo anetwork andis ready
to be configuredto communicatdo othernetwork devices.

¢ Alink statusof Disconnected indicatesthe adapteiis runningbut is unable
to communicatéo othernodesbecausehe network cableis not connectedo
anetwork.

« Alink statusof Down indicateshe adapteiis eitherdisabledor in anunstable
stateandis notusablefor shav 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 40S 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 adapteto properlycommunicaten anetwork it mustbe configuredwith
an|P addressettingthatis compatiblewith otherdeviceson thenetwork. Therearethreemain
optionswhenconfiguringan IP addres$or aHogNetadapter:

Default IP address:selectthis optionto usean|P addres®f 172.31.0.1.

Obtain an IP addressusing DHCP: selectthis optionwhenrunningthe consoleon a network
thatcontainsa DHCP sener suchasa DHCP routeror a Hog consolerunninga DHCP sener.
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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.

Custom IP address:This optionallows youto specifythe IP addres@ndsubneimasksettings
of the Console This optionis mostcommonlyusedon networkswherea DHCP sener is not
presenbut multiple uniquelP addressereedto be specified.

Enabling the DHCP Server

In additionto beingDHCP client compatible all network enablecconsolesarealsocapableof
runningaDHCPsenerthemseles.EnablingDHCPallowstheconsoleto handout|P addresses
to otherconsolesPDMX Processorgndcomputeronthenetwork withoutneedingo manually
configurestaticlP addressefor every device on the network.

Choosing BOOT Server ONLY

Includedin the DHCP sener optionsof theconsoleis the Boot sener. The Boot sener process
is separatérom theDHCPsenerandis usedby Hogconsolego provide remotesoftwareimaging
for theDMX ProcessoB000.You canselectoptionsto eitherrun only aBoot sener (with or
withoutacustomaddressange)or to runbothaBootsenerandaDHCP sener. Whenrunning
both,the customaddressangeappliesto boththe DHCP sener andthe Boot sener.

Using a Custom DHCP Server Range

Sometimesn morecomple networkswheremorethanoneDHCP sener is presentspecifying
acustomDHCP sener rangeis necessaryo avoid IP addressonflicts.Usinga customDHCP
addressangeappliesto boththe DHCP sener andthe Boot sener processeslo usea custom
DHCPrangeon your consoleenablethe Use custom address range buttonandspecifythe
startandendaddressem thefieldsbelow the button.

Firewalls and Hog 4PC

Firewalls helpto provide increasedetwork securityby controllingaccesgo privatenetworks
andcomputerdasednthepublicIP addres®f theclient. SincetheHog40Sdepend®n multi-
castnetwork traffic for communicatiorto othersystemdevicesit is encouragedhatuserscon-
figuretheir network andcomputeffirewalls andsecuritysettingsto allow for HogNetnetwork
traffic. For somefirewall applicationghis might meanturning off the firewall completely

Configuring HogNet Network Settings on a DMX Processor

In thefront panelmenusystemof the DMX Processo8000is a network configuratiormenu
usedto configurelP addressettingsor thatparticulamode.This menucanbeaccesseby first
selectingNetwork, HogNet, HogNet Config.
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Configuringthe IP addresseandsubnetaddressesn Hog processorfollow the exactsame
rulesandprincipalsasoutlinedfor network adaptersonsolesn ConfiguringConsoleNetwork

Adaptes (p.65)

Typical HogNet Network Configurations
Example A: A singleconsoleandsingleDMX Processor

Cai § Croeeces Cable

B DMX Universes
L]

: 4| | sodseodan |

DKIX Processor 8000

i Oibitain IP using DHCP

L

5
1
-

Hog 4 consale

Sfic P 1T231.09
Run DHCP sErver

Example B: Theconsoles aDHCP sener, andall othernodesobtainan|P addresgrom it.

B DX Univeerzes

| ] BaCanons ]
DMX Pracessar 8000
Obiain B using OHCE

TR STk BDMX Linivarase

| [] 4sdctads |

43 ¥ DMX Processor BO0D
L _, Jitain F using DHCP
Hog 4 console
Static P ATZ311.0.1
Run OHCF seraer

Example C: A DHCP Routersenesall components.
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3.3.2 Port Number

Sincemultiple shavs canberun on a singlenetwork, eachshav sener runningon the network
musthave its own port numberto keeplighting datafor eachshowv on the network seperated.
Nodesconnectingo the shav sener mustthenhave the sameport numberasthe shav sener
console For example,aconsolerunningashav seneronthenetwork on port6600meansther
nodessuchasDMX Processoren the network will needa port numberof 6600aswell to join

thatsameshaw.
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Node Types and Net Numbers

Therearetwo elementghathelpto identify anodesrole in anetwork showv: nodetypeandnet
number The nodetypeis inherentto device hardwareandcannotbe changedFor example,a
Hog4 is a“console”nodetypewhile aDMX Processo8000is a DMX Processonodetype.
Secondlythereis thedevice’s netnumber The netnumberis a userconfigurablesettingthat
furtherdefineshenodesrole in anetwork shawv. For example,aDMX Processo8000setto
netnumberl meanghe DMX Processo8000will loadandoutputpatchinformationstoredin
theshaw file for DMX ProcessoB8000#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.

Connecting Multiple Consoles

Multiple Hog consolesanbeconnectedogetheiin variousconfigurationsvhenrunningonthe
sameport number Client/Sener configurationallows multiple usersto programon the same
shaw file. ConsoleFailover providesnetwork backupof two or moreconsolesunningthesame
shav. ConsoleTrackingcreatesedundang of all consolefunctionsacrosamultiple consoles.
Youshouldlink all consolesandnetwork devicesto anEtherneswitchusingcertifiedCategory
5 non-crossweer cables.
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3.3.5 Configuring the Network for Client/Server
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Running the Console as a Show Server

Whenthe Run Sener optionin the Settingswindow of the startscreens checled, the console

is enabledasashav sener. A showv sener consoles ableto do threemainthingsthatit would
nototherwisebeableto do asaclient:

1. StartNew Shows

2. Launchexisting shavs from disk

3. Connectoandsyncalocalcopy of shav datafrom othershav senerconsoles
onthenetwork.

Sinceconsoleghatareenabledasshav senerscontinuouslysyncandstorelocal copiesof shav
dataduring programmingsettingup morethanoneshav senerin your network allows for
continuedshowv operationshouldoneconsolefail. Thisis methodof redundang is called“f ail-
over”. SeeConfiguringthe Networkfor ConsoleFailover (p.72)
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Running the Console as a Client

3.3.6

72

Whenthe RunSener optionin the Settingswindow of the Start screeris notchecled,the
consolewill operateonly asa clientto othershav sener consolenthenetwork. As aclient,
theconsolewill notkeepalocal copy of the network shaw file andasaresultwill beforcedto
log off theconnectedhaw sessiorif all shav senersrunningon the network areloggedoff.

Tip

The generic word server is often mentioned when working with a Hog
40S 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.

Configuring the Network for Console Failover

Whentwo or moreshav sener consolesareconnectedo a network shav, afeatureknown as
failoveris automaticallyenabledallowing for oneof the consolego “f ail” without causinga
lossof controlover the shov dataor dmx output.Eachshav sener onthe network hasthe
ability to take over controlof theshawv shouldoneof theothershav sener consolesufer from
power loss,a severednetwork connectionpr localizedfailure.Usersareencouragedo run at
leasttwo networkedshaw sener consolesn live performancesituationsin theeventthat,if one
consolefails, the shav canremainrunningon the secondarygonsolewhile thefirst consoleis
recovered.
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To enableconsolefailover:

1. Connectwo consolessia an Ethernetswitch.
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2. EnabletheRun Server optionin the Settings window on eachconsole.

3. ConfiguretheprimaryconsoleasNetnumberl andthesecondargonsoleas

Netnumber2.

4. Logonprimaryconsoleandthenconnectsecondarygonsole.

After configuringthe network for failover, eachconsoleconnectedo the shov will monitorthe
statusof the primary console(the consolethatfirst loadedthe shav on the network) for ary

failuresor forcedlog offs.

In theeventthattheprimaryconsolesuffersacritical erroror is disconnectedtom thenetwork,
all otherconsolesonnectedo theshav will postthe messagshawvn below, notifying theuser
thatafailover hasoccurredandindicatedwhich of the othersener consoleshastakenover as

theactive shaw sener (primaryconsole).

High End Systems

73



3.3.7

74

Section3: SettingUp the System

Hog 4PC

& The achyy mbow perver Server-1-pichdei1108F hae fied

1 o hackip

Fi e DT i ) By

If you seethis messagefjrst checkto seeif the original primary consoleis still physically con-
nectedo the network, thenpower cycle the original primary consoleandreconnecit to the
shaw.

In the eventthatthe consoleoperatoiintentionallyloggedoff the primary console all other
consolesonnectedo theshaw will postthefailover messagshavn below to indicatethatthe
primarysener consolehasloggedoff andanothersener consolehasassumedherole asthe
active shav sener (primaryconsole).

Sincethis messagés thedirectresultof the primaryconsolebeingwillfully loggedoff from the
shaw thereis no needto performary troubleshootingSimply reconnectheloggedoff console
to theshaw andit will onceagain participateasa shav sener consoleon the network.

Configuring the Network for Console Tracking

Consoletrackingallows two or moreconsolego trackeachotherin termsof thechoserpage,
thechosermasterandplaybackstatewhile still maintainingindividual desktop/programmer
experiencedetweerthedesks A backupsecondarnetworked show sener consolesetto the
samenetnumberastheprimaryconsoles recommmendedhensettingup Hog controlsystems
for live shaws. This createsystenredundang andprotectsfrom totallossof controlshouldthe
primary consolefail.
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To enableConsoleTracking:

1. Connectwo consolessia an Ethernetswitch.

it
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2. EnabletheRun Server optionin the Settings window on atleastoneof the
consolesYou canchooseo enablethe Run Server optionon bothconsoles

to alsoengagefailover functionality.

Setbothconsolego Netnumberl.

Log theprimaryconsoleto ashav andthenconnecthe secondargonsoleo

the sameshow.

Thetwo consolewvill now mirror eachotherin termsof chosermastercurrentpage andplayback

State.

3.3.8 More than One Show on the Network

If youwantto run morethanoneshowv onthe samenetwork, you needto choosea portnumber
for eachshaw. Thedefault port numberis 6600,sothe secondshawv couldbeon 6601,thethird
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on 6602,andsoon. You needto assignthe port numberof eachconsolesystemandnetwork
device accordingto theshaw it is usedwith.

Connecting to an Existing Network

Youcanconnectheconsolego anexisting ethernehetwork if desiredContactheadministrator
of the network to obtainthe correctnetwork 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.

Network File Sharing

You canconnecto driveson alocal network or remotecomputerto transfershaw files. Only
compressedhaow file backup(.targzor .shw)filescanbetransferredvith Network File Sharing.

Network drivesareavailablewithin the Start window andthe Backup window.

To mapanetwork drive:

1. Connectaremotecomputeror network to the HogNetnetwork.

2. Click theBrowse buttonin theStart or Backup window.

3.

Click onthe Map Network DriveE button.

4. Enterdatafor thefollowing fieldsin theConnect to Network Disk window:

Serwver name: thehostnameor IP addres®f theremote
computer

Share name:thenameof thesharedlirectoryontheremote
computer

Usemame: theusernameto accesshe shareddirectoryon
theremotecomputer(if required)

Passwvord: the passverd to accesshe shareddirectoryon
theremotecomputer(if required)

Domain: if theuseraccountis amemberof awindows do-
main,enterthatdomainnamehere otherwisdeavethisfield
blank.
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Notethatdependingiponyournetwork drive configurationnotall fieldsmay
berequired.

5. Checktheboxif youwanttheconnectiorto besaredwith theconsolelf this
optionis not selectedthenthis mappingwill belostwhentheconsoleis re-
bootedor power cycled.

6. Checktheboxto savethepassverd if youwishto have the passverd for the
drive mappingsavedwith theabove option.

Accessing Network Drives

Onceanetwork drive is mappedit will appeain the Start andBackup windows underthe
consoleheadingasavalid drive to browseto. Subfoldersof the primary networked drive will
alsobeavailable.

Disconnecting Network Drives

Whenbrowsinga network drive, the Ejectg buttonis availablein thetop right cornerof the
browsewindow. Pressinghis buttonwill un-mapanddisconnecthe network drive.
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3.4

3.4.1
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Art-Net and E1.31(sACN)

Art-Net andE1.31(alsoknown asstreamingACN) aretwo communicatiorprotocolssupported
by the Hog 40Sthatallow for DMX512 datato be sentover EthernetWhile eachprotocolis
uniquein termsof specificatiorandimplementationthey bothprovide theability to carrymary
DMX universesover asinglecat5 Ethernetcable.This sectionof the manualwill helpyouto
understandhow to properlyconfigureyour consoleor Hog 4PCto outputArt-Net andE1.31.

Platform Art-Net / sACN Output Capabil-
ity
Hog 4 Console 16 unique universes (adding DMX

Processors to HogNet network in-
creases output capability)

DMX Processor 8000 16 unique universes

Hog 4PC matches output capability of
physically connected USB DMX
widgets (8 universe maximum)

Identifying the FixtureNet Port

TheFixtureNetportis theetherneport Hog 40Susego sendArt-Net and/orE1.31datato fix-
tures,mediaseners,andDMX corvertersthatarecapableof receving theseprotocolsover
ethernetTheFixtureNetportis locatedon therearpanelof theHog 4 Consoleaswell asonthe
rearpanelof the DMX Processo8000.Dependingon the ageof your DMX ProcressoB8000
theportwill eitherbelabeledFixtureNet or Fixture Link.

WhenusingHog 4PCyou have the optionto selectwhich of your computer'sietwork adapters
will actastheFixtureNetportfor outputtingArt-Net and/orE1.31.

To assignoneof your computer'sietwork adaptergo actasthe Hog 4PCFixtureNetport:

1. ControlPanel - FixtureNet

2. Selectanetwork adapteifrom thelist of availableadaptersatthetop of the
window. If only onenetwork adapteiis availablethenit will be selected
automaticallyandthedropdown boxwill begreyedout.If nonetwork adapters
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 orderto successfullyputputArt-Net or E1.31from yourHog4 console DMX Processo8000,
or Hog 4PC,you mustfirst properlyconfigurethe FixtureNet's P addresgo settingsthatare
appropriateor your network.

To configureDMX Processo8000'sFixtureNetfrom the DP8000front panel:
. Network - Fixture — FixtureNetConfig
To configureDP8000'sixtureNetfrom theconsole:

1. Setup - Network : openthe Network window.
2. SelecttheDMX Processo8000andpressSettings.

3. SelecttheFixtureNet paneof the DMX Processo6ettingswindow;
To configurethe Hog 4 consoleor Hog 4PC'sassignedrixtureNetport from the console:

1. Setup - Network : openthe Network window.

2. SelectheDMX Processo8000assignedo netnumberl (or whicheverDMX
Processois associateavith thelocalinternalDMX ProcessoB000in your
shav) andpressSettings.

3. SelecttheFixtureNet paneof the DMX Processor Settings window.

Fromtheseconfigurationsnenusyou canconfiguretheFixtureNet'dP addresgsourceaddress)
in oneof two ways:

¢ Obtain an IP addressusing DHCP: selectthis optionwhenrunningthe Art-
Net sideof the consoleon a network thatcontainsa DHCP sener suchasa
DHCProuter WhenusingDHCR theIP Address, Netmask, andGateway
fieldswill begrayedout. Theinformationcontainedwith themis notrelevant
to the DHCP configuration.

)) 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: Thisoptionallows youto specifythelP addresand
subnetmasksettingsof the FixtureNetadapterThis optionis mostcommonly
usedon networkswherea DHCP seneris not presentOnceselected/ou will
needto enterthelP Address, Netmask, andGateway for this device onthe
network.
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Configuring Art-Net Output

Art-Net outputis configurablaisingtheArt-Net Outputs paneof theDMX Processor Settings

window.

1.
2.
3.

Setup — Network : openthe Network window.
Selectthe DMX ProcessoB8000andpressSettings.

Selectthe Art-Net Outputs paneof the DMX Processor Settings window,
seeFigure 3.10,"Art-Net Outputspaneof the DMX ProcessoiSettingswin-
dow”.

Universe:thisfield denotesvhich DMX universeto configure.

Broadcast:checkthis box to enableBroadcastingWWhenenabledall Art-Net
informationwill besentto all nodes.

UnicastlP: whenthe Broadcasfield is notchecled,enteran|P addres®f an
Art-Net nodeto Unicastthe universes datato.

Subnet: click to selectthe Art-Net subnet(0-15) to transmitthis universes
dataon. By default, the subnewill matchthe Nodenumberof the DMX Pro-
cessoi8000.

Universe:click to selectheArt-Net Universe(0-15)to transmitthisuniverses
dataon.

ChangesOnly: checkthis boxto transmitonly changedo Art-Net data.

—/+: click thesekeysto expandor reducghenumberof Art-Net configurations
for aspecificDMX universe.

Configuring E1.31(sACN) Output

E1.310utputis configurableusingthe E1.31 paneof the DMX Processowindow.

1.
2.
3.

Setup — Network : openthe Network window.
Selectthe DMX Processo8000andpressSettings.

SelecttheE1.31 paneof theDMX Processor Settings window, seeFig-
ure 3.11,“E1.31 paneof the DMX ProcessoiSettingsvindow”.

Universe:thisfield denotesvhich DMX universeto configure.

Multicast: checkthis boxto enableMulticasting.Whenenabledall E1.31in-
formationwill besentto all nodes.

Destination IP: whentheMulticastfield is notchecled,enteran|P addresso
UnicastE1l.31datato.

Universe:click to selectthe E1.31Universeto transmitthis universes data
on.

ChangesOnly: checkthis box to transmitonly changedo E1.31data.
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Figure 3.10. Art-Net Outputs pane of the DMX Processor Settings window

E1.31supportdwo stylesof priority. Thefirstis aperuniversepriority thatdefinesasingle
priority for all of the slotswithin the universe.The secondstyle, perslot priority, allows a sep-
aratepriority bebeassignedo eachindividual slotwithin thatuniverse Not all E1.31recevers
supporiperslotpriority. Onthosereceversthatsupporiperslotpriority, theperuniversepriority
will beignoredwhenperslot priority is enabled.

e Priority : : click to the peruniversepriority for the E1.31databeingsentfor
thatuniverseof data.Valid settingsrangefrom 0 to 200, with highernumbers
representindnigherpriority.

e Per SlotPriority : : click ontheEnable buttonto enableperslot prioritiesfor
theuniverse Click onthe Configure buttonto setthe perslot priority values
for individual slotswithin thatuniverse.Valid settingsrangefrom 0 to 200.
Highernumbergepresenhigherpriority. A slotpriority of 0 indicateghatthe
slotshouldbeignored.

e —/+: click thesekeysto expandor reducethe numberof E1.31configurations
for aspecificDMX universe.
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WhenE1.31is configuredandfixturesarepatchedthe Net DataLED onthe DMX Processor

8000will illuminateto indicateE1.310utput.

3.5
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Adding Playback Wings

You canincreasahe numberof physicalmasterson your consoleaswell asaddanadditional

touchscreemonitor by attachinga Hog 4 PlaybackWing.
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Figure 3.12. Docking Playback Bars with wings and external displays

To attacha Playbackwing:

1. Apply AC powerto thewing andconnecthewing'sUSB portandDVI port
totheconsole.

2. Setup - Control Panel - Wings : openthe Wings paneof the Control
Panelwindow (seeFigure 3.13,“The Wingspaneof the Control Panelwith
Playbad Wing Mapping”).

3. Attachthewingto oneof theplaybackbarsby selectinghewing'suniquelD
numberin thedropdown menufor thatplaybackbar

4. If youhave morethanonewing, you canidentify whichis which by pressing
theBeacon buttonfor the appropriatglaybackbar The LEDs onthewing
will flash.

5. Ensurethatthe playbackbaris visible by selectingts Display button.

6. Enabletheexternalmonitorincludedonthewing navigateto the Dispalystab

High End Systems

of thecontrolpanelandenablehecordinatingDVI outputwhereyouplugged
in thewing.

NOTE: TheFull Boar4’s DVI-D monitoroutputconnectionglo not support
analogoutputto VGA displayssuchasthosefeaturedon the olderFull Boar
3 playbackandprogrammingwings.
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Figure 3.13. The Wings pane of the Control Panel with Playback Wing Mapping
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Adding Master Wings

You canincreasehe numberof physicalmasterdy addingMasterWingsto the console The
MasterWing is a USB device with 30 faderlessnastersaratewheel,anda 15" LED baclit
screenThebackitLED screercanbe enabledo displayary informationyou move to that
monitorincluding PlaybackBars.The MasterWing connectgo theconsolen thecontrolpanel
undertheplaybackwingssection TheMasterwing'sdesklightandfront panelLED settingswill
alwaysmatchtheconsoleThevirtual faderlevel of the30faderlessnasterontheMasterwing
canbeconfiguredn the Virtual Fadergpaneof the UserPreferencesindow.

To attacha MasterWing:

1.

Apply AC powerto thewing andconnecthewing'sUSB portandDVI port
to theconsole Theratewheelon the MasterWing will alreadybegin to
functionatthis time with no furtherconfiguration.

Setup — Control Panel - Wings : openthe Wingspaneof the Control
Panelwindow (seeFigure 3.14,“The Wings paneof the Control Panelwith

MasterWing mappings).

Click onthedropdown menufor oneof theplaybackbarslistedin thecontrol
panelandselectoneof the mastemwing'ssectiondo assignit to thatplayback
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bar The MasterWing hasthreethreeassignablesectionsHog4MasteiTop,
Hog4MasteMiddle, andHog4MasteBottomwhich cordinateto thethree
rows of masteron the control surfaceof the Masterwing.

4. If you have morethanonewing, you canidentify which wing is which by
pressinghe Beacon buttonfor ary assigneglaybackbar The LEDs onthe
wing will flash.

5. Ensurethatthe playbackbarsthatyou have assignedo the MasterWing are
visible by selectingthe Display buttonfor thoseparticularplaybackbars.

6. To enabletheexternalmonitorincludedon thewing navigateto thedisplays
tabof the controlpanelandenablethe cordinatingDVI outputwhereyou
pluggedin thewing.

@]

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

3.7 Adding DMX Widgets

Thenumberof physicaldmx connectionsn thebackof the Hog 4 Consoleandthe DP8000is
actuallylowerthanthenumberof dmxuniverseghesedevicesareactuallycapableof outputting.
ConnectingexternalUSB dmx widgetsto your Hog 4 Console DMX Processo8000,0r Hog
4PCis thebestway realizethe full dmx outputpotentialof your setup.

DMX Built-in Widgets to fully
Output DMX Out- reach DMX output

Poten- puts potential
tial
Hog4 16 Uni- 8 Universes 8 Single or 2 Super or
Console verses 1 Super-duper
DMX 16 Uni- 8 Universes 8 Single or 2 Super or
Pro- verses 1 Super-duper
cessor
8000
Hog 4PC 8 Uni- None 8 Single or 2 Super or
verses 1 Super-duper

To attachanexternalDMX widgets:

1. ConnectheUSB portof thedmxwidgetto theanopenUSB portonthe
console(SuperwidgetalsorequireanexternalDC power source).

2. Setup - Network......

3. Assignthedmxwidgetto oneof the availabledmx outputsof theinternal
DP8000by selectinggthewing'suniquelD numberin thedropdown menu.
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If you have morethanonedmxwidgetpluggedin, you canidentify whichis
which by pressinghe Beacon buttonfor the appropriatainiverseoutput

mapping.
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4.1

Launch a New Show

To launcha new shav pressthe Launch New Show buttonin the startwindow. A browser
window will open.Selectthedirectorywhereyou wishto storetheshaw, giveit aname,and
thenpresshefinish button. Theconsolewill thenlaunchall theneccessargrocesseto getyou
up andrunningin your new blankshaw.

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 launchanexisting shav pressthe Launch Existing Show buttonin the startwindow to
launchthelastlaunchedshaw file. Alternatively you canpressheBrowse buttonto selectfrom

existing shawvs onyour console'sharddrive,a USB flashdrive, or aCD. Shaw files with aﬁ

iconare"readyto launch"existing shaw files. Shaw filesthathave aE iconarearchivedshav

filesandwill needto beextractedto theharddrive in orderto load. The unarchving processs

doneautomaticallyby theconsolebut will slightly lengthertheamountof timeneededo launch
theshaw.

4.3

Connect to a Network Show

To connectto ashaw alreadyrunningon the network look atthe"connectto shawv" sectionof
the startwindow. If ashaw is runningon the network andon the sameport numberthenit's file
namewill shov up onthebutton.Pressinghe buttonwill connecthe consoleto thatshow.

If "No Shav found"is displayedon the buttonthenit's possibleyour network settingsmayneed
to bereconfiguredn orderto connectio a network shaw. First checkthefollowing :

* Make sureyour consolds setto thesameportnumberasthesenerconsoleon
the network.
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¢ Checkthatyour console'dP addressettingsarecorrectfor thatparticular
network setup.

4.4 Change the Currently Loaded Show
If you areloggedinto a shav but wantto changeto a differentshow:
1. Setup - Quit
2. SelectlLog Off.
3. IntheStartwindow, eitherlaunchanew shav or browseto launchanexisting
shaw.
4.5 Automatically Launch a Show at Console Startup
You canassignthe Hog 40Sto automaticalljaunchanexisting show file at startup:
1. Setup - Control Panel — Auto Launch:
2. SelectEnable Auto Launch.
3. Chooseashav file youwish to auto-launch.
4. Assignadelaytimewhichwill determineéhow longtheconsolewill waitbefore
theshaw is automaticalljaunched.
At startup,apop-upwindow will tell youthattheshow will belaunchecautomaticallyafterthe
assignedielay;seeFigure 4.1,“The Auto Laund window”. Click Load Now to ignorethere-
mainingdelayandlaunchthe shav immediately Click Cancel to returnto the Startwindow. If
you specifiedadelayof 0 secondsthe delaywindow will notbedisplayed.
#Auto Launch
Thia fediwing Bhore' Wil BEOmalicaly Bun
‘1“-".5:_1:'.-5 Show - Hog # Show
Load Mow @ Cance
Figure 4.1. The Auto Launch window
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4.6 Managing Show Data

All shawv datais storedontheinternalharddisk of theconsole Shaw files andfoldersarestored
in theShows folder while librariesarestoredin the Libraries folder.

As you edityour shaw file all of your changesreimmediatelysavedto the console'snternal
harddisk. In the eventof power failurethe Hog 40Swill have alreadysavedthe shaov datato
disk sothatnoneof yourwork is lost.

You canusethe Show Manager window (seeFigure 4.2,“The ShowManager Window”) to
backupyour currentshow file, checktheintegrity of your currentshaow file's data,or to move,
copy, anddeleteexisting shawvsfiles.

To openthe Shov Manager:

e Setup - Shows

Shaw Mansger

Cpe——

G ciooey | R

ﬂ I i

Figure 4.2. The Show Manager Window

4.7 Startup Comment Macros

You canassigncommenimacrosto beexecutedvhenashaw file is launchedCommenimacros
canbeusedto automatea variety of taskssuchasrecallingviews or changingpages Startup
commentmacrosareassignedn the Misc paneof theUser Preferences window:

. Setup - Preferences — Misc
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Backing Up Your Show

It is recommendethatyou backupyour shaw file regularly by saving a compressedopy of
yourshaw file ontheconsole'harddisk or onaUSB FlashDrive. Backupfilesaresmallin size
andarealsoeasyto transferfrom oneconsoleto anotherCompressetlackupgprovide amethod
for revertingto olderarchivesof your shaw file shoulda majorproblemoccurwith your shav

file.
Usethefollowing stepsto make a compresseghaw file backup:
1. Setup - Shows - Current Show

2. Click Backup.

3. Browseto alocationontheharddrive or anexternaldisk to save the backup

file.

4. Click OK. A compressedopy of yourshav will besaredwith *_bck’ appended

to its file name.

High End Systems



Sectiond: Shows

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 consoleslsofeaturea quick backupbuttononthebottomright hand
sideof theright screen'snaintoolbar Clicking onthe "backup”buttonwill quickly generatea

backupof your shaw file in the shavs directoryusingyour show file's name.lf otherbackups

with the samenameexist in the shavs directorythe consolewill automaticallyappendhenew

backupfile with anumber

4.9

4.9.1

4.9.2

4.9.3

User Preferences

Settingswithin the UserPreferencewindow arestoredaspartof the show file andareapplied
wheneer theshaw file is launched.

Desklight, Worklight, and Vent Light Preferences

You canindividually adjustthe brightnes®of theconsole'slesklightsworklight, andfront panel
key LEDs by holdingdown the Setup key andadjustingthe cordinatingparametewheel.

Theventlight brightnesdevel ontheHog4, Full Boar4, andRoadHog 4 consoless controlled
by asliderthatis locatedin in the Appearance paneof the User Preferences window. The
ventlight will turnoff duringperiodsof consoleunactvivity asdeterminedy the Changingthe
LCD Badklight Timeout(p.53) setting.Similar to the desklights, theventlight will comeon at
full intensityon a cold bootbeforeyou have loadeda shaw file.

Thedesklightsfeaturebothblueandwhite LEDs. By default the desklightsarewhite during
normalactvity andturn blueduring periodsof unactvivity asdeterminedy the Changingthe
LCD Badklight Timeout(p.53) setting.If you preferthe desklightsto alwaysbeblue,you can
selectUse Blue Desklights in the Appearance paneof the User Preferences window.

Touchscreen Backlight Brightness

You canadjustthe brightnesf eachof the console'souchscreemacklightsby holdingdown
the Setup key andadjustingthe cordinatingparametewheel.

Trackball and Trackball Ring Preferences

TheTrackballandit's outerring have two modes:

« Pointer Mode: Thetrackballcontrolstheon-screerpointer like amouseon
apersonatomputemwhile thetrackballring actsasa verticalscroll wheel.
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* Position Mode: Thetrackballlights up in blueandcontrolsthe position(pan
andtilt) of fixtureswhile thetrackballring controlswhichever functionis as-
signedto it in the Trackballtab of the User Preferences window.

You canswitch betweerthetwo modesby pressinghetop right Trackballkey.

To lock the Trackballto onemode:

1. Setup - Preferences - Trackball

2. SelectPointer or Position from thedropdown menuto lock the Trackballin
thatmode.Selectloggles to restorethe ability 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

You canconfigurethefunctionof thefour keys surroundinghe Trackballaccordingo thecurrent
mode(pointeror position).For example,in pointermodeyou canhave Right Click, Left Click,
Flip andBall Mode mappedvhile in positionmodeyou could have Flip, Next, Ortho Toggle
andBall Mode mappedThe Trackballkeys areassignedn theTrack Ball paneof the User
Preferences window; seeFigure 4.3,“The Tradk Ball paneof the User Prefeencesvindow”.
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Figure 4.3. The Track Ball pane of the User Preferences window

Thefollowing navigationfunctionsareavailable:

High End Systems

Ball Mode: switchesthe Trackballbetweerpositionandpointermodes.

Ortho Toggle: switchesthe TrackballbetweerOrthoandNormal. Whenin
positionmode,with orthoon, the Trackballwill only controlpanor tilt, not
bothatthe sametime. This canbe usefulfor accuratelysettingfixtures.

Right Click: thesameasaright-click with themouse Thisis usuallyusedto
bring up a contectual menuwith commandsuchascopy andpaste.

Left Click: thesameasleft-click with themouse.

Shuffle: shufflesthepointeracrossvindows, bringingthatwindow to thefront

(unlike shuffleonthe Window Control Toolbar which shufflesthescreen
view).

Swapto Screen:movesthepointerbetweerscreengusefulfor whenexternal
displaysareconnectedo quickly move betweerscreens).

Set:thesameasthe Set key, but closerto the Trackballfor quick cell editing.
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¢ CloseWindow: closestheactive window.

* ToggleKindK eys/CmdKeys:togglesthe functionkeys betweerkind mode
andcommandkey mode.

In addition,thefollowing fixture andplaybackfunctionsareavailable:

¢ Next: sub-selectshenext fixture in the currentselection SeeSubSelections

(p.127).

« Back: sub-selectthepreviousfixturein thecurrentselection SeeSubSelections
(p.127).

« SelectAll: selectsall thefixturescurrentlyin the ProgrammerSeeSelectAll
(p.126).

* Flip: changeshepanandtilt of amoving headfixture to pointatthe same
positionon the stage but from the otherendof its movementrange SeeFlip
(p.131).

« FadeChanges:toggleshestateof theFadeChange$uttonin theactive editor.
SeeFadeChanges(p.246).

« NextPage:adwancego thenext pagein thepagedirectory SeeChangingPage
(p-290.

« Out: assignghecurrentselection'sntensityto zero;seelntensity(p.129).

Thedefault settingsfor the Trackballkeys are:

Trackball Key Pointer Mode Position Mode
top left flip flip

top right ball mode ball mode
bottom left left click next

bottom right right click ortho toggle

4.9.4 Center Wheel Preferences

Theuserpreferencdor which fixture functionsareassignedo the centerwheelon thefront
panelof theHog 4 Consoleis managedn the Center Wheel paneof theUser Preferences
window. In thiswindow you canassignasmary functionsasyou like to the centerwheelby
draggingfunctionsfrom left handsideof thewindow to thewheeldisplayontheright handside
of thewindow. To deletefunctionsfrom the centerwheelclick onthefunctionin theright hand
paneof the preferencesvindow to highlightthefunctionin blueandthenpressthe deletekey
ontheconsolefront panel.
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Whenafixture selectionis madefunctionsassignedo the centerwheelwill bediplayedonthe
toolbarlocatedat the bottomof thefront panel'scenterdisplay Functionsthatyou've assigned
to thecenterwheelwil only bedisplayedf they arevalid for your currentfixture selection.

To cycle thecentemwheelthroughthefunctionspresshebuttonto thebottomright of thecenter
wheel.Theactionof thebuttonto thebottomleft of thecenteiwheelis determinedy theEncoder
WheelOptionspreferencéseeSeeEncodeWheelButtonOptions(p.96)). Theinner partof
thecenterwheelactsexactly like themainencodemwheelson thedesk.Theouterspringloaded
ring of thecentenwheelactsmorelik e ashuttlewherebyamovein eitherdirectionwill initialize
avaluechangeat afixedrate.Themoreyou turn thering the high therateof change.
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Direct

Contro

Change Function

Encoder Wheel Button Options

You canadjustthe actionthatoccurswhenpressinghe grey encodemwheelbutton (locatedto
bottomleft of eachencodewheel)in theProgramming paneof theUser Preferences window:

Setting

Function

Fine Mode (de-
fault)

Cycle Feature
Mode

Set

Max/Min
Neg/Pos

Adjust by One

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

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

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

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

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

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

Keys and Button Preferences

You canadjustvariouskey timingsin theKey Timings paneof theUser Preferences window:

Setting

Function

Key repeat delay

Key repeat period

Key double press time When you press a key twice within this time, the console in-

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

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

terprets this as a double-press.

Note:thesetimingsonly applyto the physicalkeys onthe console'dront panel,andnotto the

on-screerbuttons.
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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

You canexportthe userpreferencesettingsasa separatdile sothatyou canlaterimportthem
into any shav thatyou areworking on. To exportyour userpreferences:

1. Setup - Preferences : openthe UserPreferencesindow.

2. Click ontheExport button,andselectalocationto save the preferencefile
to.

To loadyour preferenceito the currentshaw:

1. Setup - Preferences : opentheUserPreferences/indow.

2. Click onthelmport button, browseto thelocationof your preferenceéles,
andselecta preferenceéle to import.

4.10 Merging Shows

Shov memging allows you to take the programmingrom oneshav andmergeit into another
shawv. To meige show files you mustfirst loadthe shav you wantto memge datainto. Thisis
known asthe currentshav. Theshav you thenselectto merge datain from is calledthe source
shaw.

To selecta source shav to megein:

1. Setup - Shows - Current Show : opensthe CurrentShav paneof the
Shov Manager

2. PresdMerge to beguidedthroughthemeigeprocessTheMerge Shav window
will open;seeFigure 4.4,“The Souce Locationpage of the Merge Show
window”.

3. Chooseasourceshaw file. Notethatif you have choserabackup(.bckor
.shw)file, it maytake afew extramomentgor theconsoleto uncompresshe
shaw file andreadits contents.

4. Onceyou have chosera sourceshaw, you will beofferedseveralmeige op-
tions: Fixture Types,Fixtures,andProgramminggroups palettescuelistst,
scenespagesmacrosandviews).
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Figure 4.4. The Source Location page of the Merge Show window

4.10.1 Merging Fixture Types

Onceyou have selectech sourceshav, Hog 40Scompareghefixture typescontainedwithin

eachshow file andcreates list of fixture typeswhich have changedseeFigure 4.5,“The Type
Merge page of the Merge Showwindow”.
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Figure 4.5. The Type Merge page of the Merge Show window

An expandingtreeshaws thefixture typesthatdo not matchexactly andwill explain whattheir
differencesare:

* Newer: thefixture typein the sourceshaw is a newer revision.
¢ Older: thetypein thesourceshaw is anolderrevision.

* Not In Show: thetypeis in the sourceshav but notthe currentshaw.

If youwantto seeall fixture typesin the sourceshaw file evenif they matchthefixture types
destinatiorshaw, pressShow Same Revision.

Selecthefixturetypesto memgeby clicking ontheircheckboxes.TheDeselect All buttonallows
youto clearthecurrentselectionandstartagain. PressNext to continue.

Merging Fixtures

After choosingto memgefixture types,you canmeigethefixturesusedin thetwo shows; see
Figure 4.6,“The Fixture Merge page of the Merge Showwindow”. If you choosenotto memge
fixtures,youwill notbeableto melgeary programming.
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Figure 4.6. The Fixture Merge page of the Merge Show window

Therearetwo optionsfor memging fixtures:

Append: appendindixtureswill adda copy of all of thefixturesfrom the sourceshaw into the
currentshav. Any programminghatis meigedfrom the sourceshav will usetheappended
fixturesandall programmingn thecurrentshowv will continueto usethesamefixturesasbefore.

Replace:replacindfixtureswill matchfixturesfrom thesourceshaw with fixturesin thecurrent
shaw if they have the sametypeandusernumber If amatchis made thefixture in the current
shaw is replacedwith theonein the sourceshav andall programmingn thesourceandcurrent
shav thatusedthatfixture will usethemeigedfixture. If no matchis made the sourcefixture
is appendedo the currentshov 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 memging fixtures,you canmeigethe programminggroups palettescuelistsandcues,
scenespagesandviews) from the sourceshav; seeFigure 4.7,“The Group Merge page of the
Merge Showwindow”.
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Figure 4.7. The Group Merge page of the Merge Show window

Whenmeiming groups palettescuelistsandcues scenesndviewsthefollowing meigemethods
areavailablefrom thedropdown menuin the Merge field:

* Append: addsall of the programmingrom the sourceshow to the current
shaw.

« Append Different: if programmingwith thesamenamecannotby foundin
thecurrentshaw, the programmingrom the sourceshow is appended.

¢ MergeBy Name:if programmingwith the samenameis foundin thecurrent
shav, memgethe sourceprogrammingnto the currentshow. If thereareary
clashesthesourceprogrammingwill overwritethecurrentprogrammingThis
optionis not availablewhenmeiging views.
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« MergeBy Number: is thesameasMerge By Name but thematchingis done
by number This optionis not availablewhenmerging views.

¢ Replace:if programmingwith the samenumberis foundin the currentshow,
it is overwrittenwith programmingrom thesourceshaw. If nomatchis found,
the sourceprogrammings appendedo the currentshaw.

After selectingthe meige method,you canselectwhich groups palettescuelists,andcues,
scenesandviewsto meigeby clicking on eachitem displayedn thewindow. ltemshighlighted
in blueareselectedor memging.

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.

Dependencies

In orderto mege certainpartsof a shawv, you musthave choserto meige otherparts:

« To memgegroups,you musthave megedfixtures.

« To memgepalettesyou musthave megedfixtures.

« To memecuelistsandcues,you musthave meigedpalettes.
« To memgescenesyou musthave meigedpalettes.

« To memgepagesyou musthave meigedcuelistsandscenes.

Merging Examples

Example1: Youhave programmegourshav ontwo separateonsolegperhap®necontrolling
moving fixturesandonecontrollingconventionalsandyouwantto meigetheshowsfor playback
ononeconsole Eachshav file containsdenticalpaletteandcueliststructuresbut they just
controltheir own fixtures.

In this case AppendfixturesandMerge By Namefor all programming.

Example2: Youhavetwo shavs programmedisingthesamerig, whichyounow wantto meige.
Eachshav containsexactly the samefixtures.

In this case Replacdixtures,andAppendDifferentall of theprogrammingassumingll of the
programminghasuniguenames).
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Fixtures

5.1 Adding Fixtures

To adda fixture to ashow:

1.
2.

High End Systems

Setup - Patch : opengheFixturewindow.

PresgheFixture Schedule buttonin thetop left handcornerof the Fixture
window. TheFixture Schedule window will openwith alist of fixture per
sonalitiedn thecurrentshaw file aswell asfixturesthatarepartof thecurrently
choserFixtureLibrary.

Thecurrentlychoserfixture library is listedat thebottomof thefixture selec-
tion window. To addfixturesfrom anothetibrary you mustfirst install the
library ontoyourconsoleby openninghefile browseranddraggingthefixture
library archive file from a USB stick or CD into thelibrariesfolder. After the
library is installedyou canselectit asyourcurrentlibrary in thefixture selec-
tion window.

Eachfixtureis listedunderits manugcturerwhile conventionalfixturessuch
asDeskChannelsandScrollerDimmersarelistedunderGeneric.You can
filter thelist of fixturesto only thefixturescurrentlyscheduledn the shav
by clicking ontheLimit to fixture in use buttonatthetop of the Fixture
window. Alternatively, you cantype afixture nameinto the Search fixture
name field atthetop of thewindow to filter thenamesof thefixturesto more
quickly find the exactfixture type you arelooking for.
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Figure 5.1. The Fixture Schedule window

3. Onceyoufind thefixture typeyou wish to add,click on or touchthefixture
in thelist andusethe countcolumnto input the numberfixturesof thattype
yourwishto add.

4. Whenyou have finishedselectOK andyouwill now seetheseaddedfixtures
list in the patchwindow whereyou will patchthemto outputs.
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5.2 Patching Fixtures

Oncefixtureshave beenaddedo the shaw, they needto be patchedto theappropriateddDMX
address Mary fixtures,suchasmoving lights, useseveralDMX channelgo controltheirvarious
parametersGenerallytheseDMX channelsarein acontinuousnumericalrange andit is the
first of thesechannelgknown asthe ‘startaddress’Yhatis the DMX addresshatyou assign
duringthe patchingprocessHog 40Susesheinformationaboutthefixture containedn the
FixtureLibrary to calculatehow mary DMX channelsareusedby thefixture,andassignghem
accordingly startingat the StartAddressyou have given.

To patchafixture:

1.
2.

High End Systems

Setup — Patch : this openstheFixture window.

Selecthefixturefixturesyouwishto patchandthenpresshePatch@ button
to openthe Fixture Patch window. SeeFigure 5.2,“The Fixture Patch win-
dow”.

Selecta DP8000in thelist on theleft-handsideof thewindow. If thereare
no DP8000sshawn, or you wantto patchto onethatisn'tlistedshovn in the
list, you needto addit. SeeAddingand Remeing DMX Processos (p.108).

Click or pressoneof theavailableDMX universeshavn to selectauniverse
to patchto. Thedisplaygivesagraphicalindicationof which addresseare
alreadyoccupiedTypein anumberfor thefixture'sDMX startaddressthe
next freeaddresss shavn belov eachuniverse.

Click on OK or pressEnter.

If you have finishedpatching.click on Apply Patch or closethe Fixture
window to sendthe new patchinformationto the DMX Processors.
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Figure 5.2. The Fixture Patch window

You canalsousethe keypadto patchfixtures.For example,to patchStudioColor 1 to DMX
ProcessoP, Universe4, ataddresd.7:

e  Fixture 1 @ 2/4/17 Enter

To patchfurtherfixturesto the sameDMX Processoanduniverse ,you canusethe shorthand:
. Fixture 2 @ 33 Enter

To patchafixture atthe next availableaddres®on thesameDMX Processoanduniverse:
. Fixture 3 @ Enter

Again, if you have finishedpatchingclick on Apply Patch or closethe Fixturewindow to send
thenew patchinformationto theDMX Processors.

Patching Several Fixtures at Once

If you selectseveralfixturesandpatchthem,Hog 40Swill allocatethemto a continuousange
of DMX addressesssigningeachfixture'spatchaddressothatit follows on from thelast.

For example,to patch5 StudioColors,startingat DMX addresd.:
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1. Open + Fixture : opentheFixture windowv

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

StudioColors1 to 5 will now have theincrementapatchaddressesf 1:1,1:17,1:33,1:49,and
1:65.Notethatthefixturesselectedio not have to befrom a contiguousange,andthey canbe
of differenttypes.

Tip

When you patch a range of fixtures, Hog 40S 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

You canpatchonefixture to multiple differentDMX addresseghis canbe usefulwith desk
channelswhereyouwantonedeskchanneto controlseveraldimmerchannelsThisis sometimes
known as'soft patching’.

To patchafixture to asecondDMX addressselectthefixture again andpatchit asbefore.Al-
ternatiely, usingthecommandine:

e Fixture [Desk Channell 1 @ 2/1/1 + 4/2/5 , Enter : patchegshe desk
channeko DMX ProcessoR, universel, addresd, andto DMX Processor
4, universe2, address.

Similarly, youcanpatchafixture multipletimessoastofill aspecifiedangeof DMX addresses.
This canbe usefulif youwantto soft patcha deskchannelo a continuousseriesof dimmer
DMX addresses.

e Fixture [Desk Channel] 1 @ 1 Thru 10, Enter : patchegshe deskchannel
to eachaddresdetweenl 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.
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Figure 5.3. The View by DP view of the Fixture window
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You canseeanoverview of all patchedixturesin the Fixture window by usingView by DP;
seeFigure 5.3,“The View by DP view of the Fixture window”. This shows a spreadsheetith
startaddressfixture typeandusemumberfor eachDMX universe Additional rows shov where
thereis anavailablespacen theallocatedMX addressed hisis usefulwhenyou arepatching
additionalfixturesandyou needto know whatrangesof DMX addressearefree. To shawv this

view:

e Setup - Patch - View by DP : theView by DP buttonis onthetoolbarat

thetop of the Fixturewindow.

You canusethebuttonsin thetoolbarat thetop of thewindow to view eachgroupof four uni-

versenf aDMX Processor

Deselecthe View by DP buttonto returnthe Fixturewindow to its normalview.

Adding and Removing DMX Processors

All fixturesin theHog 40Sarepatchedo DP8000sThe Hog 40Sautomaticallydetectsand
malkesavailableary connecteddP800gor patchingout if youwantto patchfixturesto DP8000s
thatarenot currentlyconnectedo the console you mustfirst addthe DP8000s0 the shaw:

1. Setup - Patch - Patch @ : opentheFixture Patch window. ThePatch

@ buttonis onthetoolbaratthetop of the Fixture window.

2. PresgheAdd buttonbelaw thelist of DP800sThe Add DP window will

open:
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3. Assignanetnumber
4. OK: closetheAdd DP window.

5. OK: closetheFixture Patch window.
To remove aDP8000from a shaw file:

1. Setup - Patch - Patch @ : opentheFixture Patch window. The Patch
@ buttonis onthetoolbarat thetop of the Fixturewindow.

2. Selectthe DP8000you wish to remove from the shaw file.

3. PresgheRemove buttonbelaw thelist of DP800sA confirmationdialog
will open.Pres0K to unpatchandremove the DP8000.

Fixtures with Multiple Patch Points

Somefixture typesconsistof several separat@lementghatwork togethereachwith their own
DMX addressAn exampleis a parcanwith a scroller which operationallyyou wantto treatas
asinglefixture (‘a light thatcanchangebrightnessandcolour’) but that physically consistsof
adimmercontrolledlampanda colourscroller Similarly, somemoving fixturessuchasthe
Vari*Lite VL5 consistof themoving headwith its own control electronicsfed by anexternal
dimmer SeeFigure 5.4,“Examplesof Fixturesrequiring Multiple Patch Points”.

With suchfixtures,therearetwo or moreDMX startaddressesyhich maynotbenumerically
adjacentandindeedmaybeondifferentuniversesandDP800sHog40Shandleghis by giving
thesdixturesmultiple’PatchPoints’,whichyouaddresseparatelyn the Fixture Patchwindow.

For example to patchthefixture with a scroller(of fixture type ‘Scroller Dimmer’) shavn in
Figure 5.4, “Examplesof Fixturesrequiring Multiple Patch Points”:

1. Setup - Patch : OpentheFixturewindow.
2. Fixture [Scroller Dimmer] 1 @ : Openghe Fixture Patchwindow.

3. SelectheFixture PatchPoint(for thescroller)from thedropdown list in the
topright cornerof the Fixture Patchwindow:
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Figure 5.4. Examples of Fixtures requiring Multiple Patch Points
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Click DMX 2 to selectthesecondDMX universe.
[501] Enter: Enterthe DMX addresgor thescroller

4
5
6. Fixture [Scroller Dimmer] 1 @ : OpengheFixture Patchwindow again.
7. Click DMX 4 to selectthefourth DMX universe.

8. Selectthelntensity PatchPoint(for the dimmer)from thedropdown list.
9. [2] Enter: EntertheDMX addresg$or thedimmer

10. Click onApply Patch or closethe Fixturewindow to sendthe new patchin-
formationto the DP8000s.

In the Fixture window, thesetypesof fixture will spanmorethanonerow - onefor eachPatch
point; seeFigure 5.5,“A Fixture with Multiple Patch Points”.

1 P R & i1 sy
1P AL 4 47 +Fortars

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

Cloningpatchingcopiesfixture andassociategatchinformationfrom oneDMX universeto
anotherA selectedixturewill thereforecontrolrecurringpatchlocationsacrosseveraluniverses.

To clonethe patchingof oneuniverseto another:
1. Setup - Patch - View by DP : openthe Fixturewindow in View by DP
view.

2. Selectheuniverseto cloneby clicking onthecolumnin thespreadsheethe
selecteduniverseis highlightedin blue.

3. Pres<LloneUniverse.TheCloneUniversewindow will open;seeFigure5.6,
“The CloneUniversewindow”.

4. SelectadestinatiorDP8000anduniverse.You cancreatea nev DP8000if
youwantto cloneto a universeon a DP8000not currentlyconnectedo the
consoleandyou canspecifyanoffsetfor thepatchaddressew positionthem
differentlyin the universe.Click on OK whenyou have finished.

5. Click onApply Patch or closethe Fixturewindow to sendthe new patchin-
formationto the DP8000s.

Clone Universe
Clona the patch from aniearse 1 on DF 1

Targal lniverss

0)
DF BN DR B CI

)

i

SpesCily & wakes o aTiet the addresses by

Figure 5.6. The Clone Universe window

If cloningwill overwritepatchinformationin thedestinationyouwill beasledfor confirmation.
Theconsolewill only unpatchpreviousfixturesthatarein theway of new ones;therestof the
destinatioruniversewill be untouched.
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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).

Cloning DMX Processors

You cancoyy fixture andassociategatchinformationfrom oneDP8000to anothery cloning
aDP8000'yatch.A selectedixture will thencontrolrecurringpatchlocationsacrossseveral

DP8000s.

To clonethe patchingof oneDP8000to another:

1.

Setup — Patch — View by DP : openthe Fixturewindow in View by DP
view.

SelectheDP8000to cloneby selectingt from theDP8000dropdown menu.

PresLloneDP. TheCloneDMX Processowindow will open;seeFigure5.7,
“The CloneDP window”.

SelectasourceDP8000from thesourcesectionof thewindow. Click Unpatch
Source if youwishto move patchentriesto the destinatiorDP8000instead
of copying them.

Selecta destinatiorDP8000from the destinatiorsectionof thewindow. If
thereis conflicting patchingon the destinatiorDP8000you canchooseo
unpatchonly fixturesin conflict from the destinatiorDP8000or to unpatch
all fixturesalreadypatchedo thedestination.

You cancreateanew DP8000if you wantto cloneto auniverseona DP8000
not currentlyconnectedo the console Click the Add DP button.

Click OK.

Click on Apply Patch or closethe Fixturewindow to sendthe new patchin-
formationto the DP8000s.
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5.2.8 Unpatching Fixtures

You canunpatcha fixture in orderto repatchit with a differentstartaddressor to stopDMX
outputbeingsentto it. Unpatchingdoesnot eraseary programmingdor thefixturein groups,

palettescuesandsoon.

Therearetwo waysto unpatch Unpatchingoy fixture removesall patchinginformationfor that
fixture, evenif it hasbeenpatchedo severalstartaddressesr hasmultiple patchpoints.Un-
patchingby startaddres®nly unpatches specificstartaddressleaving otherstartaddresses

associateavith thefixture intact.

Unpatching by Fixture

To unpatchall patchinformationassociateavith afixture:

1. Setup - Patch : opentheFixture window.

2. Selecthefixture by clicking onit, thenpressUnpatch atthetop of theFixture
window. Thisunpatcheshefixture,but leavesall programmindor thefixture

intact.

3. Click onApply Patch or closethe Fixturewindow to sendthe new patchin-

formationto the DP8000s.

Or, usingthe commandine:

1. Setup - Patch : opentheFixture window.

High End Systems
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2. Fixture 1 Pig + @, Enter

3. Click onApply Patch or closethe Fixturewindow to sendthe new patchin-
formationto the DP8000s.

Unpatching by DMX Address

114

To unpatcha specificDMX startaddresyou needto changethe Fixturewindow to View by
DP:

1. Setup - Patch : opentheFixturewindow.

2. View by DP : changeheFixturewindow to View by DP.

WhenView by DPis selectedtheUnpatch @ buttonis availableonthetoptoolbarof theFixture
window. To unpatchstartaddres®00in the currentlyselectedMX universe(highlightedin
blue):

. Unpatch @ 200
To unpatchseveralstartaddresses:

e Unpatch @ 1/2/200 + 2/3/300
To unpatcharangeof startaddresses:

¢ Unpatch @ 200 Thru 300 : unpatchesill startaddressebetweer200and
300.

To unpatchanentireuniverse:

1. Click or pressontheuniverseto unpatchsothatit is highlightedin blue.

2. PresdUnpatch Universe atthetop of the Fixturewindow andconfirmthat
youwantto unpatch.

Click on Apply Patch or closethe Fixturewindow to sendthe new patchinformationto the
DP8000.

To unpatchanentireDP8000:

1. SelectheDP8000to unpatchfrom thedropdavn list atthetop of the Fixture
window.

2. PresdJnpatch DP, andconfirmthatyouwantto unpatch.

Click on Apply Patch or closethe Fixturewindow to sendthe new patchinformationto the
DP8000.
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5.3 Replicating Fixtures

You canexpandyour shav to accommodate largerrig usingthe ReplicateFixture function.
Thiswill createcopiesof fixtures,includingall their programmingTo replicatefixtures:

1. Setup - Patch : opentheFixturewindow.

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

3. PresReplicate Fixture, locatedin thetoolbaratthetop of the Fixture win-
dow.

Figure 5.8, “F ixture window befole andafter replicating” shavs the contentsof the Fixture
window beforeandafterreplicatingfixtures.

Thenew fixturesareanexactcopy of theoriginals,andwill beaddedo every palette cueand
scenghatcontainsprogrammingdor theoriginal fixture. The commentcell shavs you which
fixtureit is acopy of. New fixturesaregivenUserNumbersthatfollow on sequentiallyfrom
the original fixtures'numbersput they arenot patchedr addedo ary groups.An asteriskwill
appeamnext to UserNumbersthatmay now conflict with existing ones.

L] - H | B . [T " -
Figure 5.8. Fixture window, before and after replicating

5.4 Changing the Fixture Type

It is sometimesisefulto changehetypeof afixture,for examplebecausef productionchanges
whereonefixture of onetypeis replacedy anotherof a differenttype,or because¢herig has
beenchangedperhapsy addinga scrollerto a deskchannefixture suchasa Par.

To changehefixture type:

1. Setup - Patch

2. Selectthefixturesyouwantto changeby clicking onthenumbereduttonin
theleft-handcolumn.

3. PresgheChange Type buttonandselectthe new fixture typefrom thelist.
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4. Hog40Scannotchangeafixture'stypewhile it is patchedYouwill beasled
if youwantto unpatchary patchedixtures;don'tforgetto repatcithemafter
wards.

Figure 5.9,“ChangedFixture Type” shavs the contentsf the Fixturewindow beforeandafter
changingthefixture type.

)) Important
Changing a fixture's type may cause ambiguities in any programming

that has already taken place. Whilst Hog 40S 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.
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Figure 5.9. Changed Fixture Type

5.5 Removing a Fixture from the Show

Toremove afixture:

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
Hog40Scancreategroupsandpalettesautomaticallybasedon thefixturesin your shaw. This

rapidly givesyou asetof ‘building blocks’to startprogrammingwith. To usethe Auto Palettes
function:
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Setup — Patch : opentheFixture window.

Click ontheAuto Palettes button (locatedin thetoolbaratthetop of the
Fixturewindow) andselectfrom the optionsin the Auto Palettes window;
seeFigure 5.10,“The Auto Paletteswindow”.

Click on Generate.

Auto Palettes
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Figure 5.10. The Auto Palettes window

You canchooseo have the consoleautomaticallymale:

High End Systems

Groups:If theMake Groups buttonis depressedheconsolewill make groups
for eachfixture type. You canspecifytherepeatmultiple for thegroupsto be
createdFor example,with avalueof 3 Group1 will containfixtures1,4,7,
10...,Group?2 fixtures2, 5, 8, 11..., Group3 fixtures3, 6,9, 12...

Intensity Palettes:If theMake Intensity Palettes buttonis depressedhe
consolewill make intensitypalettes.

Position Palettes:If the Make Position Palettes buttonis depressedhe
consolewill make positionpalettes.

Colour Palettes:If theMake Colour Palettes buttonis depressedheconsole
will malke colourpaletteslf you pressthe adjacenSeparatdy Wheelbutton,
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theconsolewill createseparateolourpalettegor eachcolourwheelin fixtures
thathave morethanone.This ensureghatyou canusethe palettego program
looksthatusebothwheelssimultaneouslywithoutthepalettesonflictingwith
eachother Auto generatedolourpaletteshatmake useof colourmixing in-
formationwill automaticallyhave their buttonscolourcodedwith appropriate
customcolourselections.

BeamPalettes:If the Make Beam Palettes buttonis depressedhe console
will make beampalettesif you pressheadjacenSeparatdy Wheelbutton,
theconsolewill createseparatdeampalettedor eachbeameffectwheelin
fixturesthathave morethanone.This ensureghatyou canusethe palettego
programlooksthatusebothwheelssimultaneouslywithout the palettescon-
flicting with eachother

TheAuto Paletteswindow alsoallows you to choosehealignmentspacingof the palette'dir-
ectorywindow. Thealignmentspacingcontrolshow mary palettesaredisplayedacrosghedir-
ectorywindow; for example6 for a half screerwindow, 12 for afull screerwindow.

For moreinformationon groupsandpalettesseeGroups(p.149 andPalettes(p.153).

5.7

5.7.1

118

Configuring Fixtures

Eachfixture hasa variety of settingghatcontrolhow Hog40Shandlest. Settingsthatcontrol
how thefixture asawhole behaesareconfiguredn the Fixture window, while settingsthat
arespecificto individual parametersireconfiguredn the Edit Fixtures window.

Fixture Configuration

To opentheFixture window (Figure 5.11,“The Fixture window"):

Setup - Patch

Open + Fixture
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Figure 5.11. The Fixture window

In theFixturewindow, you canview, but notalter, thefixture typeandcommunicationgrotocol
for eachfixture. To shav thesecolumns right-click on ary columnheaderandselecteither
Type or Protocol.

Modifying the User Number

TheUserNumberis the numberthatyou useto selecta particularfixture whenprogramming.
By default, Hog 40Sgiveseachfixture typeits own rangeof usernumberssothattheremight
be severalfixturesnumberedL, of differenttypes.If thisis the casethefixture numberhasan
asterisknext to it in the Fixturewindow:

Fixture Windoww
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B |
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To changehe UserNumber:

1. Open + Fixture
2. Selectthefixture'sNum cell (shortfor UserNumber).

3. Set,[new number] , Enter
To changeseveralUserNumbersat once:

1. Open + Fixture

2. Selectarangeof UserNumbercellsby pressingr clicking, andthendragging.
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3. Set,[new number] , Enter: allocatesarangeof UserNumbersstarting
with thenumberthatyou enter

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 attacha commento a fixture, suchasits locationor intendeduse.
To addanote:
1. Open + Fixture

2. Selectthefixture'sNote cell.

3. Setftext 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
PatchNotescanbe usedto attacha commentto afixture regardingits patching.
To adda PatchNote:
1. Open + Fixture

2. Selectthefixture'sPatch Note cell.

3. Setftext of note] Enter: Typein thenotetext.

Inverting and Swapping Pan and Tilt Axes

Dependingon afixture'sorientationin therig, you maywantto invertor swapits panandtilt
axes.For example,invertingthe pancanensurghatwhenmoving the Trackballleft, afixture
riggedfacingthe operatormovesto the operator'deft, notthefixture'sleft.

Similarly, if unitsareriggedfacingacrosghe stageratherthanfacingup or down stagethen
swappingthe axeskeepshe Trackballmovementandthefixture movementhesame This also
ensureshatfixturesselectedn groupsall movein thesamedirectionasthe Trackballis moved.

Fixturesthatareriggedin otherpositions for exampleonthe stagefloor asopposedo hanging,
thencombinationsf swapandinvert (eitherpan,tilt or both)mayberequired.

To invert axes:
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1. Open + Fixture
2. Scrollto thedesiredixture,andselecteitherits Pan Invert or Tilt Invert cell.

3. PressSet, andchooseYes to invertthe axis.
To swapaxes:

1. Open + Fixture
2. Scrollto thedesiredfixture, andselectits SwpAxes cell.

3. PressSet, andchooseSwap to swapaxes.

Proportional Patch

Youcanuseproportionapatchingio changeheintensityvalueoutputby theconsoleo afixture,
relative to theintensityvaluethathasbeenprogrammedAll intensityvaluesfor thefixture are
reducedn proportion sothatwith aproportionapatchof 80%,aprogrammedntensityof 100%
would beoutputasanintensityof 80%,andoneof 50%would be outputas40%. You canuse
thisto limit themaximumintensityof afixture sothatit never goesabore 80%,for example,
by assigninghe proportionalpatchto 80%.

To assigna fixture'sproportionalpatch:

1. Open + Fixture

2. SelectthelIntensity % cell for thefixture required.
3. Set, [percentage] , Enter: enterapercentage.
4

To returnthe proportionalpatchto normal,assigrthe valueto 100%.

You canassigna proportionalpatchvalueof above 100%.For example,if you patchat200%,
theintensityvaluethatthe consoleoutputswill betwicethatprogrammedA programmedalue
of 25%will give 50%output,and50%will give 100%.Programmedevelsabore 50%will not,
regrettably give fixture intensitiesabove 100%.

Notethatif you proportionallypatchafixture,its intensitywill still bedisplayedontheconsole
in therange0 to 100%,eventhoughthe outputvaluewill bevaryingovertherangedefinedby
the proportionalpatchvalue.

Colour Calibration

5.7.2

TheFixturewindow hasa columnlabeledCol Cal, which shavs whetherthefixture hascolour
calibrationdatain thefixture library. You cannotedit this column,but it is usefulto be ableto
checkif thefixtureis colourcalibratedvhenworking with the Colour Picker; seeWorking with
Colour (p.134).

Parameter Configuration

Youcanconfiguresettingghatarespecificto individual parameters the Edit Fixtures window
(Figure 5.12,“The Edit Fixtureswindow"):
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Figure 5.12. The Edit Fixtures window
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You canselectafixture type from thelist ontheleft handsideof thewindow. The mainpartof
thewindow thenshaws the configurablesettingsfor eachfixture of thattype. The numbered
buttonsin the JumpToolbaratthetop of thewindow take you quickly to a particularfixture of

thattype.

PressingheSort by Function buttonin thetop left of thewindow changesheview, sothatthe
mainlist groupseachparametetogetheffor all thefixturesof thetype selectedn thelist. This
is oftenthe easiestvay to work in thewindow, asyou caneasilyclick or pressandthendragto
selectarangeof cellsto edit. For example,you couldassignin oneactionthe default valuefor
the panparameteof all the StudioColor 575fixturesin the show; seeFigure 5.13,“The Edit

Fixtureswindowsortedby Function”.
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Figure 5.13. The Edit Fixtures window sorted by Function

Assigning Minimums and Maximums for Parameters

Whenfixturesareplacedcloseto obstaclessuchastrussingor setpiecesjt maybeimportant
to limit movementto preventaccidentadamageespeciallywhenthefixture is out of view of
the operatorHowever, otherfunctionscanalsobelimited, for exampleto implementa house
or eventpolicy ontheuseof strobelighting.

Notethatlimits canonly be assignedor continuougparametersyot slottedones.
To assignlimits:
1. Setup - Patch - Edit Fixtures

2. Selectthe Minimum cell of theparameteyou wishto limit.

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

4. Repeato assignthe Maximum value.

Assigning a Custom Default

Thedefaultvalueis thevaluethatthe parametewill take whenno playbacksor editorsare
controllingit. Fixturesalsogo to their default settingwhenthe consolestartsup.

To assigna customdefault:

1. Setup - Patch - Edit Fixtures
2. SelecttheDefault cell of thedesiredparameter

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

This settingallows you to offsetthe rangeof valuesover which aparametevaries.For instance
if onefixtureis hungatanangleto thebar, sothatit hasadifferentpancentre-poinfrom all the
otherson thatbar, thenyou could assignanoffsetsothatthefixture appearedo line up from a
programmingandoperatingpoint of view.

To assigna parametebffset:

1. Setup - Patch - Edit Fixtures
2. Selectthe Offset cell of thedesiredparameter

3. Set,[new value] ,Enter:Enteravalueasarealworld 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

Somefixture parametergrecontinuouslyvariable for exampleCMY colourmixing. Onthe
otherhandsomeparameterdpr examplegoboor colourwheelswork in discreteincrementsor
‘slots’.

TheFixtureLibrary loadedinto Hog 40Sdefineshefixture'sdefault slots,displayedon the
Slot Toolbar, in palettesandthe ProgrammetVhencustomgobosor coloursareused you can
customisegheshaow file to displaya suitablenamefor eachgoboor colourslot, choserfrom
thosein thefixture library.

To namea slot parameter:

1. Setup - Patch — Edit Fixtures

2. Forthedesiredfixture, scroll right andselectthe Slot cell for the parameter
required.

3. PressSet, selectthedesiredslot namefrom thelist, andpresstEnter.

Releasable Parameters

Fixtureparametersmoveto theirdefaultvalueswhenthey arereleasedYou canpreventspecific
fixture parameterérom returningto their default values,sothatthey hold their currentvalue
until they areassignedo anew programmed/alue:

1. Setup - Patch - Edit Fixtures : openthe Edit Fixtureswindow.
2. Click ontheReleasable cell for therequiredfixture parameter

3. PresgheSet key to assigrnthefixture parameteto bereleasabl@r notasre-
quired.
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6.1

6.1.1

6.1.2

Selecting Fixtures

Therearethreewaysto selecfiixtures:usingthecommandline with thenumerickeypad,visually
selectingandclicking on thefixture'snumberin the programmeror by selectinggroupsfrom
thegroupsdirectory

Selecting Single Fixtures

To selecta singlefixture visually in the programmeior otheropeneditor, click onthefixture's
numberin the Num columnof thespreadsheet.

To selectasinglefixture usingthecommandine typethefixture'susemumberusingthe keypad
andthenpressenter For example,to selectStudioColor numberl. If morethanonefixture in
theshaw file hasthesameusemumberthenyou mustfirst specifythefixturetypeasdemonstrated
below:

e Fixture, [Studio Color 575], 1 : whenyou presstheFixture key, typesof
availablefixtureswill appeaiatthebottomof theright handtouchscreen,
whereyou canselect{Studio Color 575]:

Tectinaben

Hog40Smaintainghetypeof thelastfixture selectedlf, for example,StudioColorsareselected
thenall fixture numbersenterednto the commandine will referto StudioColorsuntil anew
fixture typeis selected.

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

Notethatthroughouthis manual the examplesgenerallyassumehatyou have assignediser
numberssothatthey areunique.

Selecting Multiple Fixtures
You canselectmorethanonefixture usingthe +, - andThru keys. For example:
1+5, Enter : selectdixtures1 and>5.

1Thrub, Enter : selectdixtures1to 5.
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1Thru5- 4 : selectdixtures1to 5, but not4.
1Thru5+7 : selectsl to 5 andalso?.

5ThruEnter : selectsrom fixture 5 of the currenttype throughto thelastfixture of thecurrent
type.

ThruEnter : selectsall fixturesof the currenttype.

Notethatselectionsarecumulatve, building the total selectionuntil the selectionis usedto
performanactiononthe selectedixtures.After that, subsequergelectionsstartfrom nothing,
unlessyou use+ or - to addor subtracfrom the previous selection.

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

You canselectall thefixturesin the Programmeby pressinghe ALL key onthefront panelof
theconsoleor by usingthe All buttononthe Select Toolbar. For example:

1. StudioColorslto 5 arein the Programmerbut not selected.

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

3. All: theselectionis now StudioColors1to 5.

) el Pandem Zwen Tl Frevim

Figure 6.1. The Select Toolbar

6.1.4 Inverting the Selection

Youcaninvertthecurrentselectiorof fixturessothatthefixturesin theeditorthatwerepreviously
not selectecbecomehenev selectionFor example:

1. StudioColorslto 5 arein theProgrammer

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

Studio Color 575

100%

1

2 100%:

3 100%

4
]

100%

3. Main Toolbar — Select: opentheSelecflToolbar;seeFigure6.1,“The Select
Toolbar”.
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6.1.5

6.1.6

4. Invert : theselectionis now StudioColors2 and4:

Studio Color 575

=
i
5

Sub Selections

You canmale subselectiondrom within the currentselectionusingthe Next andBack keys,
andthe Odd, Even andRandom buttonson the SelectToolbar:

. Main Toolbar - Select

Random: TheRandom buttonselectasinglefixture atrandomfrom thecurrentactive selection
in theProgrammer

Evenand Odd: TheEven andOdd buttonsonthe SelectToolbarselectheevenandoddfixtures
fromthecurrentselectionaccordingo theSelectiorOrder (p.128). Notethattheselectiororder
is notrelatedto fixture usemumberssothesubselectiornproducedy Oddmight containeven-
numberedixtures.

Next and Back: TheNext andBack keys ontheconsoleselecta singlefixture from within the
currentselection RepeatedlyressingNext or Back stepsforwardsor backwardsthroughthe
currentselectionwith the orderdeterminedy the SelectiorOrder (p.128).

To selectevenor oddfixturesfrom the currentselectionbaseduponfixture usernumberspuse
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.

Deselecting Fixtures

To deselectll selectedixtures,presshe Backspace key whenthe commandine is empty
You canalsousethefollowing commandine syntax:

e Fixture O Enter : deselectsll fixtures.
To deselecspecificfixtures,usethe- key:
e —Fixture 1 : deselect$ixturel.

Alternatively, youcandeselecafixture visuallyin theProgrammeor editorwindow by clicking
onits numberin the Num column.
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Reselecting Fixtures

You canrecallthelastsubselectionmadebeforedeselectindixturesby pressingPrevious on
the SelectToolbar

6.2

6.2.1

128

Selection Order

Theorderin whichyou selecffixturesis significantin controllinghow fanningandeffectsare
appliedto them;seeFanning(p.142) andEffects(p.221). For example,applyingafanor effect
afterselectingfixtures1-5 canappeadifferentthanif you selectedixturesl + 3+ 2+ 4+ 5.

Theselectionorderis relevantduring programmingandis recordedaspartof groups butit is
notrecordedn palettescuesor 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.

Reverse, Shuffle and Reorder

You canchangehe selectionorderof fixturesin predefinedvays.The Reverse, Shuffle, and
Reorder buttonsareon the SelectToolbarandFanningToolbar:

e Main Toolbar - Select : openthe SelectToolbar

Reverse:reversegheselectiorsequencesothatthelastis first andthefirstis last. For example,
thefixture selectionl-5become$-1.

Shuffle: randomisegheselectiororderof thecurrentselection For example thefixture selection
1-5become8 +5+2+1+4.

Reorder: sortsthe selectionorderto matchthe UserNumberorder For example thefixture
selectiol3+5+ 2+ 1+ 4 becomed -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

Oncefixturesareselectedvithin aneditor, you canmodify their parameters.

Hog consolegprovide severalwaysto adjustthe differentparametetypes:

Command Line: Usefor intensityandselectingpalettes.
I-Wheel: Usefor intensity

Trackball: Usefor position(panandtilt). Usethetop-right Trackballkey to
switchtheTrackballbetweercontrollingtheon-screemointerandtheposition
of selectedixtures.

Parameter Wheels:Usefor all fixturefunctions.To changeheparametetype
currentlycontrolledby the parametewheels selectoneof thefixedkind keys
onthefront panel:intensity, Position, Colour, Beam, Effect, andTime or
oneof theuserkind keys onthefront panel.For consoleghatdon'thave a
dedicatediserkind keys onthefront panelyoumayselectuserkindsusingthe
kindsdirectoryaslong astheguardbuttonfor thekindsdirectoryis turnedoff.

If thefixture hasmoreparametersf a particulartypethanthereareparameter
wheelsyou canpressthe parametetype keys to pagethroughthe parameters.

Center Wheel: Functionsassignedo the centerwheelin the userpreferences
canbeadjustedisingtheinnerwheelandouterjog shuttlecontrolsof thecenter
wheel.(Hog 4 ConsoleOnly)

Slot Toolbar: Usefor parameterghathave discreteratherthancontinuous
values(known as'slotted’), suchasthe positionsof a colourwheel.This gives
you button-presgontrol of thepossiblevalues.

TheSlot Toolbaralsohasbuttonsto accesshecontrolfunctions:Enable, Mode
andControl.

SpreadsheetYoucandirectlyeditaparameter'saluein aneditor'sspreadsheet
view. Click onthecell, pressSet, typein avalueandpressEnter.

Colour Picker: Youcanassigrhue andsaturation valuesfor afixture'scolour
usingthe ColourPicker. SeeTheColour Picker (p.136).

Gel Picker: You canassigrthe colourof fixturesto matcha colourfilter from
variousmanugcturerstangesisingtheGelPicker. SeeTheGel Picker (p.137).

6.3.1 Intensity

Fixtureintensitiescaneitherbe assignedrom thekeypador usingthe I-Wheel, aswell asthe
parametewheelsandby editingdirectly in the editorspreadsheet.

With the @ Key

To assignintensitiesusingthe @ key andthe numerickeypad:
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e Fixture 4 @ 70, Enter : assigng-ixture 4 to 70%.
e Fixture 4 @ 5, Enter : assigng-ixture 4 to 50% (not 5%).
e Fixture 4 @ 05, Enter : assigng-ixture4 to 5%.
To assigrfixturesto full or zero:
e Fixture 4 Full : assigng-ixture 4 to full.

e Fixture 4 Out : assigng-ixture4 to zero.The Out buttonis onthe Main
Toolbar.

Theintensityof afixture canbe changedelative to its currentlevel, for example:
e  Fixture 4 @ + 5, Enter : increasesheintensityof Fixture 4 by 50%.
e Fixture 4 @ - 10, Enter : reducesheintensityof Fixture4 by 10%.

Theintensityof afixture canbe scaledproportionally for example:

e Fixture 4 @/ 70, Enter : scalegheintensityof Fixture4 to 70%of its ori-
ginalvalue.

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

With the i-Wheel;

OntheHog4 ConsoleandonHog4PConly: Moving thel-Wheel changeshelevel of theselected
fixtures.Whenselectingseveralfixturesandadjustinglevels,thewheelwill maintainrelative
differencedetweerthem,sothatall intensitieschangeby the sameamount.For example,if
fixture 1is at10%,2 at50%andthewheelis increasedyy 10%,thenfixture 1 will moveto 20%
and2 will move to 60%.

By holdingthe Pig key whilst usingthewheel,intensitieswill beincreasear decreaseth pro-
portionto theirindividual level. For example,if fixture 1 is at 10%, 2 at 50% andthewheelis
increasedy 10%,thenfixture 1 will moveto 11%and2 will move to 55%.

OntheHog 4 ConsoleandHog 4PConly: TheNudge Up andNudge Down keys canbeused
to increaseanddecreas¢heintensityby a presetamount.The sizeof theincrements 10%by
default, but you canchangst in the Programming paneof the User Preferences window.

UsingPig + Nudge Up andPig + Nudge Down will createa half nudgestep.It will increase
or decreas¢heintensityby half of theassignecdimount.For instancef thenudgevalueis set
to +10%a Pig + NudgeUp will produce+5%.

Remainder Dim

130

TheRem Dim buttonontheMain Toolbar takesto zerotheintensityof any unselectedixtures
in the currenteditorthatcurrentlyhave above-zerointensity You canusethe Undobuttonto
reversethe RemDim command.
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6.3.2 Position

Using the Trackball

To switchthe Trackballfrom controllingthe cursorto controllingfixture position,pressthetop
right selectiorkey adjacento the Trackball.Whencontrollingfixture positionthe Trackball
will glow blue,andcanbeusedin two modes.To changemodepressthetop right Trackball
selectionkey.

¢ Position Mode: In thedefault mode,the panandtilt of thefixture followsthe
maovementof the Trackball.

« Ortho Mode: Orthomodehelpsthe accuratgpositioningof fixturesby con-
strainingpanwhile changindtilt, or vice versa.

The StatusBar attheright handendof the Command.ine Toolbarshavs whenthe Trackball
isin PositionModewith thelegend’POS' andwhenit is in OrthoModewith thelegend'Ortho'.

Youcanassigrthewaythatfixturesmovein relationto the Trackball.Seelnvertingand Swapping
Pan andTilt 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 parameterslsoappeaion the parametewheelsafterthe Position key is de-
pressedandcanbeusedasanalternatve to the Trackball.

Flip

With somemaving lights, thereis morethanonecombinationof panandtilt thatresultsin the
beamhitting the samepoint on the stage.You may sometimesvantto changehe panandtilt
combinatiorbeingusedfor exampleto ensurghatthefixture takesthemostdirectrouteduring
apositionchange.

TheFlip functioncyclesthe selectedixturesthroughthe possiblecombinationsn turn. To do
this, selectthefixture or fixturesandpressFlip onthe Main Toolbar.

Holding the Pig key down while pressingFlip cyclesthroughthe combinationghe otherway.

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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Continuous Parameters: Colour and Beam

Colourandbeanmparametersanbeeitherdiscretgknown as'slotted’) or continuousAn example
of aslottedparameteis thegoboandcolourwheelsin a moving light, which canbeassigned
tovaluessuchasGobol andColour3. Example®f continuougparameterarethecolourmixing
controlson somemaving lights, irises,andvariable-speedtrobesthesecanbeassignedo a
percentager real-world value.lt is sometimesisefulto treatslottedparametergscontinuous;
for example,you mightwantto assigna goboor colourwheelpartway betweertwo positions
to achieve a particulareffect. Hog 40Sallows you to treatsuchparameteraseitherslottedor
continuousvhenassigningvaluesto them.

To controlcontinuouscolourandbeamparameters:

1. Presgheappropriatgparametetypekey : Colour or Beam or ary userkind
key thatcontainscolourandbeamfunctions.TheWheels Toolbar shavsthe
availableparameterandtheir currentvalue;seeFigure 6.2,“WheelsToolbar
for the BeamParametes of a StudioSpot575”.

2. If theselectedixture hasmoreparametersf the selectedypethanthereare
wheelsthe Wheelsets Toolbar will open;seeFigure 6.3,“The Wheelsets
Toolbar for a StudioSpot575”. Pagethroughthe availableparameterdy
pressinghe parametetypekey again, or selecta buttonon thetoolbar

3. Adjusttheparameteralueusingthe parametewheels.

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

Giooal Time
Baan Time

Figure 6.3. The Wheelsets Toolbar for a Studio Spot 575

Someparametershatappeaon the parametewheelshave morethanonemode.Thesemodes
areshowvn asalist onthe WheelsToolbar andyou canselectthe modesby clicking onthe
wheel'sbuttonon thetoolbar

Direct Value Entry

132

For parametergappearingn the parametewheels you canhold Set, thenpresstheassociated
buttonon the WheelsToolbarto openadirectvalueentrydialog; seeFigure 6.4,“The Wheels
Toolbar DirectEntry Dialog”
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Figure 6.4. The Wheels Toolbar Direct Entry Dialog

Enteravaluefor the parametem thedirectvalueentrybox andselectary availablemodes.
PressEnter to completethedirectvalueentry

Snapping to a Single Value

Whenyou have severalfixturesselectedyou canmale all the valuesof a parametethe same
asthatof thefirst fixture:

*  Pressandholdthe/ key while turningthe appropriatgparametewheel.

Jumping to Endstop Values

You canassigna parameteto its endstopvalues:

¢ Pressandholdthe + key andadjusttheappropriatgparametewheelclockwise
to assigrtheparameteto its maximumvalue,andanticlockwiseto assigrthe
parameteto its minimumvalue.

Inverting Parameter Values

Someparameterbave valueseithersideof zero;for example goborotationspeedYoucaninvert
suchparametersothatthey have the samevaluebut the othersideof zero.In the caseof gobo
rotation,this reverseghe directionwhilst maintainingthe currentspeedTo inverta parameter:

«  Pressandhold the- key andadjustthe appropriatgparametewheel.

6.3.4 Slotted Parameters: Colour and Beam

To controlslottedcolourandbeamparametersuchasgoboandcolourwheels:

1. Presgheappropriat@parametetypekey : Colour or Beam. TheSlot Toolbar
shavstheavailableparametersseeFigure 6.5,“The SlotToolbarfor a Studio
Spot575”.

2. Click ontherequiredparameterandanadditionaltoolbarwill openshaving
theavailableslot positions;seeFigure 6.6,“The Colour SlotsToolbar for a
StudioSpot575”.

3. Selectaslotfrom theavailableslot positions.

Furin v Dem rin Tl T -t

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

Fixturesthathave continuouslyariablecolour mixing createcolourin differentways.Thetwo
mainsystemsre:

e CMY: this systemis usedby mostmoving lights thathave continuouscolour
mixing; the colouris controlledby threeparametersCyan(C), Magenta(M)
andYellow (). Fixturesthatusethe CMY systemstartby producingwhite
light, andthenfilter out the unwantedcoloursto leave the desiredcolour;
higherparametewaluesproducea greateffiltering effect, sothatsettingthem
all to 100%produceslack. To avoid wastingthelight intensityof thefixture,
you shouldalwayskeepatleastoneof the CMY parameterat 0%, settingthe
othertwo at highervaluesto getmoresaturatedolours.For example,values
of 0%C,0%M, 20%Y will producea paleyellow tint, while 0%C, 100%M,
0%Y will produceafully saturatednagentaMixing two of the colourswill
producdurthershadesso50%C,0%M, 50%Y will produceamiddle-saturation
green.

¢ RGB: this systemis usedmainly by fixturesbasedon LEDs. The colouris
controlledby threeparametersRed(R), Green(G) andBlue (B); with thethree
parameterat0%thefixture producesolight output,andthehigherthanvalue
of theseparameterghe greaterthefixture'stotal light output.If thethree
parametertiave equalvaluesthenthelight outputwill bewhite (within the
limits of thetechnologiesised).Useoneor two of the parameterso getthe
colouryouwant,andthenaddthe other(s)to de-saturaté (‘dilute’ it towards
white).For example valuesof 0%R,0%G,100%Bwill produceabright,satur
atedblue,while 80%R,80%G,100%Bwill producea bright, bluetint. 50%R,
100%G,100%Bwill producea middle-saturatiorcyan.

While Hog 40Sallows youto controlthe CMY or RGB parametersf fixturesdirectly, this
methodhasseveraldisadantages:

¢ With boththeRGBandCMY systemsit is difficult to remembewhatcombin-
ationof settingswill achiere thecolouryouwant.

*  With bothsystemsgolourandfixture intensityarelinked.Underthe CMY
systemgiving all threeparametersaluesabore 0% unnecessarilyeduceghe
light output;with the RGB systemfixturesoftendon'tprovide a separatén-
tensityparametesoyou haveto controlit with thecolourparameterd-owever,
it is usuallymuchmorecornvenientwhenprogrammingo keepcolourandin-
tensitycompletelyseparate.

¢ Thedifferentcoloursystemstogethemwith differentlamptypesused male it
difficult to matchcoloursbetweerfixturesof differenttypes.Furthermore,
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duringcrossidescolourstendnotto remainmatchedhroughthe durationof
thecue,producingunevencolourfades.

Hog40Ssolvestheseproblemsby usingathird coloursystemHueandSaturationHS). Under
the HS systemafixture'scolouris determinedy two parameters:

* Hue: thecolour'spositionin the possiblerangeof colours,from red,going
throughyellow, greencyan,blueandmagentaandfinally returningto red.As
therange'wrapsaround’,you canvisualiseit asa circle with the coloursposi-
tionedaroundtheedge with redatthetop, greenatthelowerright, blueatthe
lower left, andtheintermediatecoloursin betweenThe anglebetweerD and
360degreesspecifieghe hueof the colour:red hasa hueof 0 degreesyellow
hasa hueof 60 degreesandcyanhasahueof 180degrees SeeFigure 6.7,
“The Colour Wheel”.

e Saturation: how ‘strong’ or ‘pale’ thecolouris. Palecolourshave low satura-
tions, while strongcolourshave high saturationsSaturatioris specifiedasa
percentagdetweerD% (white) and100%(the strongespossiblesaturation).

Red
Magenta ,ﬂ“ ""\ Yallow
s b
llI
safuralion i
——— = hue
I|
f
!
Blue ! ./r Grean
Cyan

Figure 6.7. The Colour Wheel

Whenyou programwith theHS parameterdiog40OSstoresall valuesasHS,andconvertsthem
to CMY or RGBasrequiredwhensendingDMX datato thefixtures.As partof this processthe
consolds ableto matchthecoloursof differentfixture types;seeUsingColour Matching (p.135).

TheHueandSaturatiorparametersf fixtureswith continuouscolourmixing arecontrolledin
the sameway asothercontinuougparametersseeContinuousParametes: Colourand Beam
(p.132. You canalsousethe Colour Picker andGel Picker; seeTheColour Picker (p.136) and
TheGel Picker (p.137).

Using Colour Matching

Oneof theadvantage®f theHog 40S'sHS colour systemis its ability to matchcoloursacross
differentfixture types.Assigningthe Hue and Saturatiorparametersf two differenttypesof
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fixtureswill setthemto the samevisual colour(within thelimitations of thefixtures),but it
might senddifferentDMX valuesto each.Furthermorethey will maintainthatmatchthrough
acrosshde,ensuringevencolourfades.

For colourmatchingto work, thefixturesneedto have acolourcalibrationin thefixture library;
you cancheckthis in the Fixturewindow:

e  Setup - Patch

If thefixture hasYesin the Col Cal column,thenit hasa colourcalibration.Fixturesthatare
notcalibratedwill useastandardMX mappingto determinehueandsaturation.

Differenttypesof fixture have differentcoloursfor ‘white’, becaus®f the differenttypesof
lampused.Tungsteriampshave a‘warmer’ colourwith a higherredandyellow contentwhile
arclampsusuallyhave a ‘cooler’ light with morebluein it. Oneversionof white is not more
‘correct’ thanthe other but thereneeddo bea singleagreedwhite point’ for all fixturesto
matchwhenthe Saturatiorparameteis assignedo 0%.Hog40OSallowsyouto assigrthe White
Pointto Tungsteror Arc:

1. Setup - Preferences — Misc

2. Choosebetweemrc andTungsten.

In atheatricalervironmentwheretungstersourcesaremorecommontungsterwhiteis likely
to bemostappropriatébase In otherervironmentspredominantlyusingarcsourcesit will be
morecorvenientto 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

136

You canusethe Colour Picker to graphicallyselectHue andSaturatiorvalues.To openthe
ColourPicker:

e Hold down the Open key andselectHS Picker.
Or:
. Pig + Open + Colour
Thereis alsoa buttonto openthe ColourPicker in the Colour Directorywindow.

The ColourPickerwill changéts displayaccordingto thefixture selection:

« With nofixturesselectedyou just seethe colourwheelwith saturatedolours
aroundthe outside,andpalercolourstowardsthe centre.
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Colour Picker

Figure 6.8. The Colour Picker

« Whenacalibratedfixture is selecteda dashedine will besuperimposedn
thecolourwheel.This line representshefixture'sgamut,or rangeof colours
thatit canachieve. To selectary colourwithin this range simply click onit.
Thenew selectionwill bemarkedby a superimposedrossandcircle. If you
selectacolouroutsidethefixture'sgamut,onemarler (‘ X’) indicateghecolour
thatwaschosenyhile asecond’ Q') indicategheclosestolourthatthefixture
canproduce Thetwo markersarejoinedby aline to indicatethey arerelated.

« Fixturesthatdonothave colourmixing capabilitiesdonotappeain the Colour
Picker.

< If youhave severaldifferentfixture typesselectedthelinesonthecolour
picker changeo displaytherangeof coloursthatall of the selectedixtures
canachieve (shavn asadottedline), aswell astherangeof coloursthatatleast
oneof thefixturescanachieve (shavn asa dashedine). Whenyou selecta
colour, asingletargetmarker (‘ X') is displayed connectedo a seriesof ‘O’
markers,onefor eachfixture type.

« TheColourPickeralsodisplaysthe gamutsandmarkersfor fixturesthatare
currentlyin the editor, but not selectedTheseareshowvn in grey.

« Fixturesthatarenotcolor calibratedusea standardHS methodandthe Colour
Pickerwill appeamithoutary dashedines.
The Gel Picker

You canusethe Gel Picker to selectcoloursmatchedo traditionalgels.Clicking on a button
in the Gel Picker setsthe HueandSaturatiorparametersf the selectedixturesto valuesthat
matchthe selectedcolourascloselyaspossible.

You canselectcoloursfrom the Lee, RoscoE-Colour RoscoSupegel andGamColorranges,
usingthe buttonsin thetoolbaratthetop of thewindow. You canalsoselectwhetherto match

High End Systems 137



6.3.6

6.3.7

138

Section6: SelectingrixturesandModifyingParamet-
ers

to thegel asit would appeaitin a Par 64 or similar corventionaltungstersourceor in a Source
4, which hasa slightly bluerlight output.

Thereis a buttonto openthe Gel Picker in the Colour Directorywindow.

Gel Picker

Gnisrd” E2E2 _'; ;) Parfd Sourced

Frosco E-Color  Fesco Supergel Ganlokr

] 7 ;]
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a
s Pala Yelow Ciark Pa )
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28
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Figure 6.9. The Gel Picker

Notethatthe Gel Picker coloursarenot palettesandwill notbeembeddedn programming;
they aresimply shortcutgo the appropriateHS values.Gel Picker coloursarea closermatch
whenappliedto colour calibratedfixturesthannoncalibratedones.

Fine Control

HoldingthePig key andmoving theencodewheelallowsfine adjustmenof thecurrentlyselected
parametersothateachturn of thewheelwill changethe parameteralueby a smalleramount.
Thisis usefulfor makingexactadjustmentso values.

Touching Parameters

Whenyou startto recordyour programmingascuesyou will find thatonly the parametershat
you have assignedialuesto arestored;theseareknown as‘Hard Values'.This is importantbe-
causan cuelistsvaluestrackthroughuntil they arechangedandthis allows differentplaybacks
to interactto createa singleonstagdook. For a completeexplanationof tracking,seeTracking

(p:3D).

Howeveryouwill sometimesvantto ensurehatavalueis storedatits currentvaluein acueor
palette.To dothis you canTouchit:

* Totouchall parametersf thecurrentselectionsimply pressheTouch key on
the Main Toolbar

High End Systems



Section6: SelectingrixturesandModifyingParamet-
ers

« Totouchonlytheparametersf aparticularkind, presgheappropriatgrarameter
typekey followed by Touch. For example:

*  Position Touch : touchesall positionparametersf the se-
lectedfixtures.

« Totouchasingleparameteyou canhold theTouch buttonwhile moving that
parameter'svheelslightly. Thecurrentvaluewill betouchedwithout modific-
ationfrom the parametewheel.

Untouchedraluesappeain theeditorwith awhite backgoundOnceyou have touchedparameter
valuesthey areavailablefor recordingin the sameway asary valuethatyou have assigned.
They areshavn with a blue backgroundindicatingthatthey have beenmodified:

Mum = inisnsty

Shisdio Todoi

Using Pig + Touch

You canbring parametewaluesinto aneditorwithout touchingthemusingPig + Touch. As the
parameterbiaven'tbeentouchedthey won'tberecordedaspartof the contentsof the editor.
This canbe usefulif youwantto have the parametewaluesin the editorin orderto copy them
to otherfixtures.

For example to copy parametewaluesfrom fixtures1-5thatareon stageto fixtures6-10in the
currenteditor:

1. 1 Thru 5 Pig+ Touch : selectthefixtures1-5,andbringtheir onstage
valuesinto the editorwithout touchingthem:
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2. Copy 6 Thru 10, Enter : copy the parameteraluesto fixtures6-10:
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3. Record : thecontentf the editoris recordedwith only fixtures6-10,not 1-
5.

If theabove examplehadusedTouchinsteadof Pig + Touch,thenyouwould have to untouch
or knoclout 1-5 beforerecording.

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

You cancopy the parametewraluesof 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:

e Copy 8 Enter : copiesthe parametersf the currentselectiorto fixture 8.

To copy from specifiedfixtures:

e Fixture 1 Thru 4 Copy 8 Thru 11, Enter : copiesthe parametesettingsof
Fixturesl-4to 8-11.

To copy parametewaluesfrom thefixturesof onegroupto thefixturesof anothergroupwithin
aneditor:

e Group 1 Copy Fixture Group 2 Enter : copiesthe parameteraluesof the
fixturesin group1 to thefixturesin group2.
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You canaddparameterocationanddestinatiormasksto ary copy command:

e 1 Thru 4 Intensity Copy List 3 Cue 1 Fixture 8 Thru 11, Enter : copies
theintensitiesof fixtures1 to 4 in the currentselectionto fixtures8to 11in
cuel of cuelist3.

You canuseCoyy to reversethe orderof values.For example,if fixture 1 is at 10%, fixture 2
at20%,andfixture 3 is at 30%:

¢ 1Thru3 Copy 3 Thru 1 Enter: thefixtureswill now beat30%,20%
and10%respectiely.

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

You cancoyy fixture databy usingthe Copy andPastecommandsclick theright-handmouse
or Trackballbuttonon the desiredcell(s)in the editorwindowx andselectCopy or Paste from
themenu.

You canalsousethe Pig key to copy andpasteselectectells:
. Pig + Copy : copy

e Pig + Record : paste

Copy Options

By default, whenyou copy parameteraluesfrom onefixture to anotherthe consolewill copy
exactly thedatafrom onefixture to anotherincludingary palettereferencesyoucanoptionally
have the hardvaluesfrom within thereferencegalettecopiedto the destinatiorinsteadof the
palettereferences:

Fixture 1 : selectthefixture youwantto copy.

Copy

DeselectheAllow Refs buttononthecopy toolbar

8 : selectthefixture to copy to.

o r DR

Enter : copiestheparametersf Fixture1 to Fixture8, corvertingary palette
referenceso 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
You canresetparametevaluesto their default settingshy usingthe. (point) key or Pig + . keys
asamodifier Default valuesfor parametersanbesetin the Edit Fixtures window.
Whenusingthe. key asa modifier, modessuchasgoborotatewill berestoredo defaultvalue
butthecurrentmodewill remain(goborotate) WhenusingthePig + . keysasamodifier, modes
suchasgoborotatewill berestoredo defaultvalueanddefault mode(index).
To restorethe default valuefor a singleparametenf the currentselection:
e Presandholdthe. key or Pig + . keys andturntheappropriatgparameter
wheel.
To restorethe default valuesof a parametekind for the currentselection:
¢ Presandholdthe. key or Pig + . keys andpressthe appropriatekind key.
To restorethe default valuesfor all parametersf the currentselection:
¢ Presandholdthe. key or Pig + . keysandpresstheFixture key.
6.4 Fanning
Fanningallows you to assigna parametencrossseveralfixtures,sothatthe parametevalues
areequallyspacedFor examplejf youhavefivefixturesall at50%intensity you canusefanning
easilyto assigrintensitiesof 30,40,50,60and70%acrosdive fixtures.Notethatin thisexample,
themiddlevalueof thefive staysthe sameandthe endvalueschangethe most,while the other
valueschangeproportionally
You canfanary valuesincluding parameterandtimings. For example,you canusefanning
with position:supposehatyou have seven moving lights on anupstageposition,all pointing
downstageowardsthe audienceYou couldfanthe Pan parametersothatthe centrefixture
still pointsdownstageandthe othersturn progressiely out to stagdeft andright.
Thefixture selectionorderis significantwhenfanning;seeSelectiorOrder (p.128). Thevalue
changenvhenfanningis alwaysrelative to its currentvalue;if thereis no currentvaluethe para-
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:
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1. 1Thru5 @ 30, Enter : selectthefixturesandassigntheintensitiesto 30%:

Rum & IaEnsly

St Ul

2. Pressandhold theFan key, whilst slowly moving thel-Wheel. Thefixtures
ateitherendof therangetake thevalues10%and50%,with thosein between
evenly spreadacrosgheinterveningrange:

_ Stmbe
Y Tvoe
Studio Coler 575
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6.4.2 In the Programmer Window
To fanaparameter:

1. Selectarangeof cells,for exampletheintensitycellsof StudioColors1to 5.

2. Set10 Thru 50, Enter : Thefixturesateitherendof therangetake thevalues
10%and50%,with thosein betweerevenly spreadacrosgheintervening
range.

You canalsofanbackwards;continuingthe abose example:

e Set 50 Thru 10 , Enter: StudioColor 1 hasanintensityof 50%and
StudioColor 5 anintensityof 10%.

You canalsofanseveral columnsat once fanningboth PanandTilt for example.

6.4.3 With the Command Line

To fanintensitiesfrom the commandine:

e 1Thru5 @ 10 Thru 50, Enter : Thefixturesat eitherendof therangetake
thevalues10%and50%,with thosein betweerevenly spreadacrosghein-
terveningrange.

You canalsofanbackwards:

High End Systems

143



Section6: SelectingrixturesandModifyingParamet-
ers

e 1Thru5 @ 5 Thru 10, Enter : fixture 1 hasanintensityof 50%andfixture
5 anintensityof 10%.

6.4.4 Fanning Options

By default,fanningadjustgparametevaluesproportionallyfrom thecentreof thefixture selection.
You canhave fanningwork in otherways:

¢ FanNormal: Asdescribedibore,themiddlefixture remainsunchangedyhile
thefirst andlastfixtures'valueschangehe most,in oppositedirections.For

example:
Before fanning: 30 30 30 30 30
After fanning: 10 20 30 40 50

« Fan From Start: Thefirst fixture in the selectionorderremainsunchanged,
while thelastone'svaluechangeshe most.For example:

Before fanning: 30 30 30 30 30
After fanning: 30 40 50 60 70

¢ FanFrom End: Thelastfixturein the selectionorderremainsunchanged,
while thefirst one'svaluechangeshe most.For example:

Before fanning: 30 30 30 30 30
After fanning: 70 60 50 40 30

« Fan To Centre: themiddlefixture remainsunchangedwhile thefirst andlast
fixtures'valueschangethe most,in the samedirection.For example:

Before fanning: 30 30 30 30 30
After fanning: 50 40 30 40 50

You cansetthefanningmodefrom the FanningToolbar:

« Pressandholdthe Fan key to displaythe FanningToolbar;seeFigure 6.10,
“The FanningToolbar”.

All subsequerfianswill follow the currentlyselectedanningmode,until the editoris cleared.

Figure 6.10. The Fanning Toolbar
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6.4.5 Multipart Fanning

With the commandine, you canentermultipartfanning:

e 1 Thru 9 @ 10 Thru 50 Thru 10 : Thefixturesateitherendofthe
rangetake thevalueof 10%,thatin themiddle 50%,andthe othersspread
between:

10 20 30 40 50 40 30 20 10

Youcanfanin asmary partsasyouwant,separatingalueswith theThru key. Notethatmultipart
fanningonly workswith the commandine, notwheneditingvaluesin the spreadsheet.

6.4.6 Fanning with Groupings

Groupingallows you to controltheway thatparametersrefannedto make comple patterns.
You cangroupfixturesin two ways:

« Repeat: Therepeats the numberof fixturesthatarefannedbeforethefanis
repeatedFor example fanninga selectionof twelve fixtureswith arepeatof
threewould resultin four identicalfan patterngor ‘parts’), eachwith three
fixturesin:
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« Buddying: Thebuddyingnumbemputsthefixturesinto ‘gangs’thatall take the
samevalue.For example fanningaselectiorof twelve fixtureswith abuddying
valueof threewould resultin fixtures1 to 3 having the sameparametevalue,
fixtures4 to 6 having the samevalue,andsoon:

000000000000
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You cancombinerepeatsandbuddyingto createcomplex patternsvery simply. Repeatand
buddyingareselectedrom the Grouping Toolbar: pressGrouping ontheMain Toolbar The
toolbarwill remainopento allow youto combineGroupingandBuddying;pressEnter or click
onthetoolbar'sClose buttonwhenyou have madeyour selection.

Figure 6.11. The Grouping Toolbar

Thetoolbardisplaysthecurrentrepeatandbuddyingsize,andhasbuttonsto increasenddecrease
therepeatandthe buddying.Therearealsoshortcutsor repeat®of 0, 2, 3,4 and8, andNo
Buddying.

Notethatgroupingandbuddyingareonly usedduringfanning;the groupingandbuddyingin-
formationis notrecordednto cuesandpalettesput theresultingparametevaluesarerecorded.

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
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Removing Values

Aswell asassigning/aluesfor parametersgjouwill sometimesvantto remove parametevalues
from editors.For example:

* Younolongerwantto usea particularfixture in acue,sceneor palette.

¢ Youdecideto have the colourof severalfixturescontrolledby a different
cueliston anothemplayback.To dothis, you needto remove colourparameter
values sothatthey don'ttake over control of the colourparametersinderthe
LTPrule.SeeHTPandLTP (p.31).
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6.5.1

6.5.2

6.5.3

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

Removing Entire Fixtures from an Editor

Toremove selectedixturesfrom aneditor(known as'knockingout’), presgheKnockout button
onthe Main Toolbar For example:

¢ Fixture 1 Thru 5 Knockout : removesFixturesl to 5 from theeditor.

e Group 2 Knockout : removesall fixturesin Group2 from the editor.

Removing Kinds from an Editor

Youcanremore specificparametetypesfrom theselectedixturesin aneditorusingfixedkinds
or userkindskeys:

¢ Colour, Knockout : Selectthe parametetype andpressKnockout

Removing Individual Parameters from an Editor

You canremove individual parameterférom the selectedixturesin aneditor:

¢ Hold Knockout andmove therelevantparametewheel,or presstherelevant
buttonontheSlot Toolbar.

¢  Hold Backspace andmove therelevantparametewheel.

¢ Hold Backspace andpressherelevantparametetypekey; this givessingle-
handedoperation.

¢ Youcanremorethevaluesfromthecurrentlyhighlightedcellsin theProgram-
merby pressingPig + Backspace.

6.6

Separating Parameters

Whenrecordingacue,sceneor palette Hog40OSonly recordgparameterthathave beenchanged
or touchedsincethelastcuewasrecordedSeeTracking (p.31) andWorking with Tradking

(p-183).

However, someparametetypesaretreatedasa singlefixture ‘attribute’, sofor examplewhen
youtouchoneof thethreecolourparametersf acolourmixing fixture (cyan,magentar yellow),
the othertwo areautomaticallytouchedat eithertheir currentvaluefrom playbackor attheir
defaultvalues.
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For mostpurposedshis providesthe resultsthatyou would expectbut theremay be situations
whereyou wantto separatehelinked parametersor exampleto run separatehaseswvith the
cyan,magentandyellow parameters.

By default, Hog 40Slinks all positionparametersogetherandall colourparametersogether
You canseparatdinked parametetypesin thekindseditorwindow for bothfixedanduser
kinds:

1. Hold Open key andselecttheKinds; buttonfrom the steuptoolbar

2. Toggleseparatinggarametersnandoff by pressingheparametetypebuttons;
seeFigure6.12,“A Kind Editor for the Colourkind with sepeateparametes
turnedon’ .
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Figure 6.12. A Kind Editor for the Colour kind with seperate parameters turned on.
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7.1 Recording Groups

Whenrecordingagroup,only theactiefixture selectionis recordednotall thefixturescurrently
in the editor. To recorda group:

Selectthedesiredfixturesin the Programmebr editor.
Record, Group : theGroup Directory window opens.
Selectthedestinatiorocationin the Group Directory window.

Alternatively, enteranumberon thekeypadandpressEnter.

o r w PR

If thedestinatioriocationis alreadyused you will beaskedto chooseanop-
tion: Insert,Merge and Replacg(p.152).

Whenyourecordagrouptheselectiororderis alsosaved. This controlshaw fanningandeffects
areappliedto thefixturesin thegroup,andis significantwhenusingtheNext andBack buttons;
seeSelectiorOrder (p.128), Fanning(p.142) andEffects(p.221).

Tip

Hog 40S 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
You cangive agroupanamethatwill bedisplayedn the Group Directory window:

1. Open + Group : openghe GroupDirectorywindow.
2. Selectthegroupto benamed.

3. Set[name] Enter:typeinthename.

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
You usegroupsin the sameway thatyou would usefixture selectionsfor example:
. Group 1, Enter : selectsall thefixturesin Group1.

¢ Groupl @ 50, Enter: selectsll thefixturesin Groupl andsetstheirintens-
ity to 50%.

e Group 1 + Fixture 3 @ 50, Enter : youcanmix fixture andgroupselections.
Oneparticularlyusefulsyntaxto usewith groupsis the/ key:

e Group 1/ Group 3 : selectonly fixturesthatarein bothgroups.

7.4

7.4.1

Editing Group Contents

To editagroup'scontentsselectthe groupwithin the Programmeor editor, make changeso
the selectionandre-recordhe group.Hog 40Swill askyouto chooserom Insert,Merge and
Replacegp.152). SelectReplaceao updatethe groupwith the new selection.

Removing Fixtures from Groups

You canremove thefixturesthatarecurrentlyselectedn the Programmeor editorfrom a pre-
viously recordedgroup.If you have afixture selectedn the Programmenpr editorthatis notin
thegroup,thatfixtureis ignored.

For example,if you have agroupcontainingfixtures1-5, andyouwantto remove Fixture 2:

1. Fixture 2, Enter : selectthefixture youwantto remove.

2. Record, Remove : theRemae buttonis onthe RecordOptionsToolbarat
the bottomof theright-handscreen.

3. Group 5, Enter : removesFixture 2 from Group5.

7.5
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Deleting Groups
To deleteagroup:

1. Group 1 Delete : deletegyroupl.
2. Click OK to confirmthedelete.
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Or from thegroupdirectory:

1. PresandholdDelete whilst selectinghegroupto bedeletedrom directory
2. ReleaseheDeletekey. A dialogwill appeaiaskingyouto confirmthedelete.
3. Click OK.

You canalsodeleteseveralgroupsat once:

1. Group 1 Thru 5 Delete : deleteggroupsl through5.
2. Click OK to confirmthedelete.

Or from thegroupdirectory:

1. Pressandhold Delete whilst selectingall the groupsto be deletedfrom dir-
ectory

2. ReleaseheDeletekey. A dialogwill appeaiaskingyouto 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 make acopy of agroup:
e Group 1 Copy Group 2 Enter : copiesthe contentof Groupl to Group2.
Similarly, to move agroupto anew location:
e Group 1 Move Group 2 Enter : movesGroupl to Group2.

If thedestinatiorgroupalreadyexists,youwill beasledto chooseanoption:Insert,Merge and
Replacgp.152).

To copy parametewaluesfrom thefixturesof onegroupto thefixturesof anothergroupwithin
aneditor:

e Group 1 Copy Fixture Group 2 Enter : copiesthe parameteraluesof the
fixturesin groupl to thefixturesin group?2.

Similarly with maskingoptions:
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e 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 thedestinatiorocationalreadyhasa grouprecordedn
it, youwill be promptedwith recordoptionsof Insert,Mergeor Replace.

If youaremoving agroup,only thelnsertoptionis available.

¢ Insert: createsanew destinatiorgroup.Thenew groupwill beassigned free
locationjust beforethe onechosenusinga pointnumberif necessary
e Merge: Incorporateshe new informationinto the destinatiorgroup.

* 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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8.1 Recording a Palette

Therearefive palettedirectorieqintensity position,colour, beam effects)into which userscan

recordpresetvaluesfor easyrecallduringshav programmingThe Hog 40Sdeterminesvhich

functionvaluesarerecordednto palettesdasedhekind maskingspecifiecatthetime of recording.
If thekind maskis empty(nokindsselectedptthetime of recordingthenthe palettedirectory's
kind masksettingswill determinewhichfunctionvaluesarerecordednto the palette.

By default,Hog 40Srecordsheappropriatgparametevaluesof all fixturesin the Programmer
or editor, notjustthoseof theselectedixtures.To only recordfrom selectedixtures,seeRecod-
ing Only Selectedrixtures(p.161).

To record,for example,a positionpalette:

1. IntheProgrammeor editor, assignthe positionparametersf thedesired
fixturesasyou wantthemin thepalette.

2. Record Position : the PositionDirectoryopens.

3. [Palette 2]: choosealocationin thedirectory
Or, usingthecommandine:

e Record Position 2 Enter
If you leave outthe palettelocation:

*  Record Position, Enter

thepalettewill berecordedn thenext availablelocation.

If thedestinatiorpalettealreadyexists,youwill beasledto chooseanoption:Insert,Mergeand
Replacgp.163.

8.1.1 Naming a Palette
You cangive a palettea namethatwill bedisplayedn the PaletteDirectory:

1. Open + Position : openghe PositionDirectory.

2. CheckthattheGuard buttonis selectedsothatyoudon'taccidentallyactivate
apalettewhenpressingts buttonin the directory

Selectthe paletteto be namedby pressingts buttonin the directory

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 the Programmeor editor, you canapply a paletteby selectingt from its directorywindow.
Thepalettewill beappliedto the currentfixture selectionaslong asthe palettecontaingpara-
meterinformationfor theselectedixtures.Doing soassignsheparametevalueto beareference
tothepalette A palettethatputsall StudioColorsin therig to deepredwill thereforeapplythis
immediatelyto ary StudioColorsthatarein the currentselection;seeFigure 8.1, “Example of
Parametes setto refelencea Palette”.
For example:
1. Open + Colour : openthe Colour Directory window.
2. 3 Thru5: selectthefixtures.
3. [Colour 2] : selectthe palettefrom the Colour Directory window.
Or, usingthecommandine:
e 3 Thrub5 Colour 2 Enter
Ham & imieeaky
Studia Color 575
T 0
] 1
) 1
Figure 8.1. Example of Parameters set to reference a Palette
8.3 Editing Palette Contents
PGPl Leghs
Figure 8.2. The Palette Editor window
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Youcanchangeheparametevalueshatareappliedwhenapalettes referencediuringplayback
by editingthepalette'sontentsn aneditorwindow, seeFigure 8.2,“The PaletteEditor window”.
For example,to openColourPalette2 for editing:

1. Open + Colour : openghe ColourDirectory.

2. Open +[Colour 2] : openghepaletteeditorfor Colour Palette2.
3. Alternatively usingthe commandine : Colour 2 Open
4

PresgheEdit buttonin theeditorwindow to selecthisasyour currenteditor.

Within the editor, you canassigrfixture parameterandtiming in the sameway asin the Pro-
grammer;seelndividual ParameterTimings(p.206). PresdJpdate aftereditingto save the
changedgo the palette For moreinformationon working with 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 moreparametetypes.If you edita paletteandaddvaluesfor parameters
of atypethatwasnot previouslyin the palette andthenupdatethe palette thesevalueswill not
bestored.If youwantto changehe parametetypesthata palettecontainsyou needto select
thetypefrom the PaletteMaskingToolbar:

The Palette Masking toolbar

For example,supposéhatyou wantedto adda gobo(a beamparameterjo the existing Colour
Palette2:

Open + Colour : openghe ColourDirectory;,

Open + [Colour 2] : openghepaletteeditorfor Colour Palette2.
PresgheEdit buttonin theeditorwindow to selecthis asyour currenteditor.
Selectthe B (Beam)buttonon the PaletteMasking Toolbar

Edit thefixture parameteraluesto assignthe requiredgobo.

o 0~ w DN

PresdJpdate 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 deletea paletteusingthe commandine:

1.
2.

Colour 1 Delete : deletesColourPalettel.
Click OK to confirmthedelete.

Or, from the palettedirectory:

1
2.
3.

v

Pressaandhold Delete whilst selectinghepaletteto bedeletedrom directory
Releasd¢heDeletekey. A dialogwill appeamaskingyouto confirmthedelete.

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 make a copy of apalettein anew location:

1.
2.

156

Open + Colour : openthe Colourdirectory

Make surethatthe Guard buttonis pressedsothatyou do notaccidentally
apply palettesvhentrying to selectthem.

Selectthe palettethatyouwantto copy by pressingts buttonin thedirectory

High End Systems



Section8: Palettes

4. PresgheCopy key.
5. Presghebuttonof thelocationin the directoryyou wantto copy the palette
to.

Or, usingthecommandine:

e Colour 2 Copy Colour 3 Enter : copiesthe contentof ColourPalette2 to
ColourPalette3.

e Group 5 Colour 2 Copy Colour 3 Enter : copiesfixturesthatarein Colour
Palette2 andGroup5 into Colour Palette3.

Similarly, to move a paletteto a new location:

¢ Colour 2 Move Colour 3 Enter : movesthe contentsof ColourPalette2 to
ColourPalette3, leaving 2 empty

If thedestinatiorpalettealreadyexists,youwill beaskedto chooseanoption:Insert,Merge and
Replacgp.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 recorda palette parameteraluescanberecordedasglobal, perfixture type,or per
fixture. Thethreekindswork in differentwayswhenyou applythe paletteto fixturesduring
programming:

« Global: thepalette'sparametewraluesareappliedto all selectedixturesthat
havethatparameteror example acolourpalettecontaininghueandsaturation
parameterss appliedto all selectedixturesthathave hueandsaturation.

« Per Fixtur e Type: the palette'parametewaluesareappliedto all fixturesof
thattype. For example,a palettecontainingparameteraluesfor StudioColor
575swill only beappliedto selectedstudioColor 575s.

« Per Fixtur e: the palette'parameteraluesareappliedonly to thosespecific
fixturesthatarebothin the paletteandselectedn the editor For example,a
palettecontainingparametevaluesfor StudioColor5751 will only beapplied
to thatfixture (andonly thenif it is selected).
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By default, thefollowing rulesdeterminehow the paletteis recorded:

1. PositionpalettesarealwaysrecordedPerFixture.

2. If all thefixturesto berecordechave exactly the sameparametevaluesthen
the paletteis recordecasGlobal.

3. Otherwisethe paletteis recordedPerFixture.

In thepalette'sditor, theparametevaluesn aGlobalpalettewill appeaasAll Types. Similarly,
apalettewith PerFixture Typevalueswill shav themgroupedby fixture type; seeFigure 8.3,
“A Palettewith Global Parameteialues”, Figure 8.4,“A Palettewith Per Fixture TypeValues”
andFigure8.5,“A Palettewith Per Fixture Values”. Make surethatyou have aggreyationturned
on; seeAggregation (p.41).
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Figure 8.5. A Palette with Per Fixture Values
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8.6.2

You canoverridethe default settingsusingthe RecordOptionsToolbar;for exampleto record
asinglefixture'sparametevaluesasperfixture:

1. Assigntheparametersf thefixture asrequired.
2. PressRecord.

3. TheRecord Options Toolbar will appeaion the bottomof theright-hand
touchscreenSelectPer Fixture.

4. Presghekey to choosehe palettetype,for exampleColour. The Palette
Directorywill open.

5. Selectthe palettelocationby pressingt in the Palette Directory window.

Similarly, to force a palettewith oneof eachfixture typeto berecordedasPerFixture Type
ratherthanthedefault PerFixture,usethe Per Fixture Type buttononthe RecordOptions
Toolbar

Forcingapaletteto bePerFixture Typecanbeusefulif youwantapalettethatcontaingorogram-
ming for morethanonetype of fixture, but thatyou canapplyto ary fixture of atypeincluded
in the palette For example,you wantto createa ‘red’ palettethatcanbeappliedto both Studio
ColorsandStudioSpots.If you selectthefirst StudioSpotandmale redthenselectthefirst
StudioColor andmale red (with differentparametewalues)andrecordthis aspalette,it will

by defaultbe by fixture andwork only for thosetwo fixtures.Howeverif you selectPerFixture
Typewhenrecordingthenthe palettewill work for all StudioSpotsandall StudioColors,as-
sighingthemthe samevaluesaswasusedto createthe palette.

Recording Palettes with Kind Masking

TheHog40Sdeterminesvhich functionvaluesarerecordednto palettesbasedn thekind
maskingspecifiecatthetime of recordinglf thekind maskis empty(nokindsareselectedjhen
thedirectory'skind maskwill determinewhich functionvaluesarerecordednto the palette.In
this sectionwe will look atusingkind maskingasa methodfor filtering which functionvalues
arerecordednto palettes.

ThePaletteDirectorywill displaywhich fixedkindsareincludedin eachpalette indicatedby |
for intensity P for position,C for colour, B for beam E for effect, T for time andL for control;
seeFigure 8.6, “Example of Palettescontainingdifferentparametertypes”.
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Colour Directory

Palette with only
Colour parameters

Palette with only
Pogition parameters

Palette with Intensity,
Position, Colowr, Beam,
Effect, Time and Control

Figure 8.6. Example of Palettes containing different parameter types

Masking Using the Record Options Toolbar

160

To specifymaskingwhenrecordinga paletteusingthe Record Options Toolbar:

1. Assigntheparametersf thefixturesasrequired.

2. PresfRecord. TheKind Mask menuwill automaticallypopupaboretherecord
optionstoolbaranddisplaysa grid of buttonscontainingall of thefixedkinds
anduserkindsincludedin your shav.seeFigure 8.7,“The Recod Options
Toolbar”. (If kind maskingmenudoesnot automaticallyappeathencheck
the"Automaticallyshav kind maskingtoolbar"optionin Programmingane
of theuserpreferecnesvindow)

3. Deselectvhichkindsyoudonotwantto includein the paletteby toggling off
the buttons.

4. Presoneof thefixedkind keysto choosea palettetype destinationfor ex-
ampleColour. The PaletteDirectorywill open.

5. Selectapalettelocationin the directoryby pressingon ary buttonin the
Palette Directory window.
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Figure 8.7. The Record Options Toolbar

Masking Using the Command Line

Whenrecordingapaletteusingthecommandine, you canchoosevhichfixedkindsand/oruser
kind functionsyouwantto startoff with in themaskby listing themonthecommandine before
theRecord command:

e Colour Position Record Colour 3 Enter : recordsthe colourandposition
parametersf the Programmeor editor contentsnto Colour Palette3.

Recording Only Selected Fixtures

By default, all fixturescurrentlyin theProgrammeor editorarerecordedTo recordonly selected
fixtures:

1. Fixture 2 : selectthefixture(s)you wantto recordin the palette.
2. Record

3. OntheRecordOptionsToolbarpress Selected

4

Position, Enter : recordsonly the positionvaluesfor fixture 2 into the next
availablepositionpalette ratherthanvaluesfor all fixturesin theProgrammer

8.6.3 Palette Timing

Toincludetiming whenrecordingpaletteensurehatthe"Time" kind in thekind maskingmenu
is selectedafter pressingecord;seeMaskingUsingthe Recod OptionsToolbar (p.160).

You canalsorecordpaletteghatcontainonly timing information(no functionvalues)by only
maskingin "Time" whenrecordingthe palette For example to recordatime only colourpalette
with afadetime of 6 seconds:

1. Assignary valuesto thefixture functionsyou wantto createatiming palette
for.

2. Assignafadetime to thefixture functionssuchas6 seconds.

3. Time Record Colour 2 Enter : recordsonly thetiming informationthatwas
in the programmeinto ColourPalette2.
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You canalsoedittimingsin the palette'sditor SeeEditing PaletteContentgp.154).

Reference Palettes

Whenyou recorda cueusinga palette areferenceo the paletteis recordednsteadof anumer
ical valuefor the parametersSimilarly, you canrecordpalettesisingotherpalettessothatthe
new palettecontainsreferencesatherthannumericalvalues A paletterecordedn thiswayis

known asareferencepalette andis markedin the palettedirectorywindow by aﬂ icon.

Referencealettesareusefulwhenyouwantto createpalettedo useassimple‘building blocks’
whichyouthenmake morecomple building blocksfrom. For example, you might createa po-
sition palettethatfocusessomeStudioSpot575sontotheleadsinger andfurtherpositionpalettes
thatpositionotherfixturesontothe remainingbandmembersYou couldthenmake an‘All
Band’ positionpalettewith onefixture lighting eachbandmembeyin which eachfixture refer
encesanotherpalette jnsteadof having parametevaluesIf thedrumriserwaslatermoved,you
couldadjustthepositionpalettethatfocusedontoit, andthe changewould not only be updated
in all scenesndcuesprogrammeadvith thatpalette but alsoall programminglonewith the‘All
Band’ palette.

By default, palettesarenotrecordechsreferencepalettesary fixture parameterassignedising
anothemaletteis recordedcasa numericalvalue.If youwantto recorda paletteasareference
palette selectthe Allow Refs recordoption:

1. Assigntheparametersf thefixturesusingotherpalettesasrequired.
2. PressRecord.

3. TheRecord Options Toolbar will appeaatthebottomof theright-hand
touchscreenPresghe Allow Refs button.

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

5. Selectthe palettelocationby pressingt in the Palette Directory window.

Direct Palettes

Normally, whenyou usea paletteto assignparametewaluesfor recordingin acueor scenea
referencdo thepalettes insertedratherthannumericalvaluesTo insertnumericalvaluesnstead
of referencesysedirectpalettesCuesandscenesecordedusingdirectpaletteswill notupdate
if the paletteis laterchangedbecauséhey containordinaryparametewaluesratherthanrefer
encedo apalette.

You canusea paletteasadirectpaletteon a one-of basisasyou program,or you canassignit

to alwaysactasadirectpalette;adirectpaletteis shavn by asymbolm in thedirectorywin-
dow.

To temporarilyuseanexisting paletteasa direct palettewhencalling it into the Programmeor
editor:
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¢ 1@ Colour 1 :the @ key indicatesthatthe paletteshouldbe usedin direct
mode.

To createadirectpalette:

1. Assignthefixturesasrequired.
2. Record

3. As Direct
4

[Position 2], Enter : choosea locationfor the palette.
To convertanexisting paletteto adirectpalette:

1. Open + Colour : openthe appropriatePaletteDirectory.

2.
Setthedirectorywindow to spreadsheetiew by pressingheﬁ button.

3. Selectthels Direct cell for the paletteyou wantto changeandpressSet to
togglethevalueto Yes.

Notethatconvertinga paletteto adirectpalettewill notalterary programminglonepreviously
usingthe palette;,cuesandscenesilreadyrecordedwill still containreferenceso the palette.
Only subsequernprogrammingwill beeffected.

8.7 Insert, Merge and Replace

Whenrecordingor copying a palette,if the destinatioriocationalreadyhasa paletterecorded
in it, youwill be promptedwith recordoptionsof Insert,Merge or Replace.

If youaremoving a palette,only the Insertoptionis available.

« Insert: createsanew destinatiorpalette.The new palettewill beassigned
freelocationjust beforethe onechosenusinga point numberif necessary

¢ Merge:incorporateshe new informationinto the destinatiorpalette If the
samefixturesandparametergarein both palettesthe new valueswill replace
theold.

* Replace:overwritesthe paletteinformationin 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

Directorywindows arethewindows thatallow usersto accessecordediatasuchaspalettes,
cuelists,scenespageseffects,kinds,andgroupsusinga grid of buttons.Directorywindows
andtheircontentanbedisplayedn anumberof ways.In thissectionwewill coverthedifferent
optionsavailablefor directorywindows.

9.1 Mask (IPBCE Palette Directories Only)

ThePaletteDirectories(IPCBE)masksettinggdeterminevhichfixedfunctionkindsarerecorded
into palettedor thatdirectoryif thecommandine kind maskis blankatthetime of recording
(nokindsselected)To changenhichkindsareincludedin thedirectory'smaskopenthe config-
urationwindow for thatdirectory navigatingto the masktab,andenable/disabléheindividual
functionkindsin themenu.

Configuration

Figure 9.1. Directory Kind Mask Menu

A directorymaskliegendis shovn atthetop of eachdirectorywindow andindicatesvhichkinds
will berecordednto palettesfor thatdirectoryif thekind maskis blankatthetime of recording.
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Beam Directory
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Figure 9.2. Directory Kind Mask Legend

9.2

9.2.1

166

Color Coding

Eachbuttonwithin adirectorywindow canbe color codedto helpdistinguishit from the other
buttonsin thedirectory To colorcodeadirectorybuttonright click onthebuttonin thedirectory
window andchooserom apresefpaletteof 12 colors,mix acustomcolor, or chooseo have the
consoleauto-colorcodethebuttonbasednthedominanimixedcolordatarecordedn thebutton
(palettebuttonsonly).

Figure 9.3. Right Click Color Coding Menu

Coloring the entire button

By default eachdirectorywindow displayscolor codingusinganoutlinearoundthe directory
buttons.If you preferthatthe consolecolor the entirebackgroundf thedirectorybuttonsclick

on th& iconto openthewindow configurationrmenuandenablethe"Color CodeEntire
Button"option.Theoptionto color codetheentirebuttonis uniquefor eachdirectoryandis also
storedwhenyou recorda directorywindow into a view.

Bl

Figure 9.4. Color Coding Entire Button
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9.3

Button Sizes

By default eachdirectorywindow displaysits buttonsusinga mediumsize.To changethedis-
playedbuttonsizesin ary directorywindow openthewindow configurationmenuby clicking

=
on the icon locatedat thetop of thedirectorywindow. Locatethe drop down menuoption
called"buttonsizes" .Hereyouwill seetheoptionto displaythe directory'sbuttonsin threedif-
ferentsizes:small,medium,andlarge.Setthebuttonsizemenuoptionto thedesiredsettingand
pressokay. Thebuttonsizeoptionyou selectfor eachdirectoryis uniqueto thatdirectoryand
is alsostoredwhenyou recorda directorywindow into a view.

Configuration
e D Shew Pevrer battons
D Cobur Code Entme Bution
D Sheer Aulo Cobur Swialch

Bublon sz m '

® CIE

Figure 9.5. Button Sizes Option

9.4

Show Fewer Buttons

By defaultdirectorywindows displaybothactive buttons(buttonsthatcontaindata)andinactive
buttons(buttonswith no data).In somecases/ou maywish to hidetheinactive buttonsin the

directory To hidetheinactive buttonsin a directoryclick onth& iconto openthewindow
configuratiormenuandenablethe"show fewerbuttons"option. Theoptionto shaw fewerbuttons
is uniqueto eachdirectoryandis alsostoredwhenyou recorda directorywindow into a view.
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Configuration

Orechary D Shew fewer hstions

D “rhewy Auin Coloyr Swalzh
Butlon skz= m b

®@ @ o

Figure 9.6. Show Fewer Buttons Option

9.5

168

Show Auto Color Swatch

The"shaw autocolor swatch"optionis avaiableonly in palettedirectorywindows andis only
usefulin casesvheretheuserhasprogrammedolor mixing valuesinto a palettewithin that
directory Whenthis optionis turnedonary buttonsin thedirectorywindow thatcontainpalettes
with color mixing datawill displaya smallcolor swatchin the middle of the buttonto indicate
adominantmixedcoloris recordedn thatpalette To enablehe"autocolor swatch"optionclick
=
on thd™=d icon andenablethe "shav autocolor swatch" option. The optionto shav the auto
color swatchis uniqueto eachdirectorywindow andis alsostoredwhenyou recordadirectory

window into aview.

Configuration

D Shewy Aulo Colour
Bution size m -

W o

Figure 9.7. Auto Color Swatch Option
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9.6

Spreadsheet View
By defaultdirectorywindows aredisplayedasa grid of touch-sizeduttons,however you can

alsoview the contentf ary directoryasa spreadshedity clicking onthﬁ button.Whenin
list view the directorybuttonscanbe selectecand/orappliedby pressingonit's numberin the
numcolumn.Theoptionto displayadirectoryin list view is uniqueto eachdirectoryandis also
storedwhenyou recorda directorywindow into a view.

St [ Py

The Colour Dreclory shoran in “Spreads heel™ viaw, The Colcar Directory shoran in “Buller’ wiew
Figure 9.8. Spreedsheet View vs. Button View of Colour Directory
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Section 10: Media Picker

Themediapickeris atabbedgraphicalwindow thatallows usersto view andselectslotted
functionvaluesfor the currentfixture selectionusingpreview thumbnails.To openthe media
picker window hold the openkey andpressthe “mediapicker” buttonon the maintoolbaror
pressPig + Open+ Beamon the consolefront panel.

Whenafixture selectionis madethe consolewill populatethe mediapicker with preview
thumbnailsasdefinedby thefixturelibrary (or asgatheredy theconsoleusingCITP or Catalyst
protocols) Mostautomatedighting fixtureswill displaytabscontainingpreview thumbnailsor
slottedfunctionssuchasgobos colors,andprisms,while digital mediasenerssuchastheDL.3
will displaytabscontainingpreview thumbnailsfor digital mediafiles, 3-D objects,andmasks.
Mediapicker window selectionsareappliedto the currentactive editor.

Media Picker

Object r # g} E

A Luiia Bl

Figure 10.1. Media Picker Window

10.1 Media Picker Window Options
Themediapicker hassereraloptionsfor how preview thumbnailsaredisplayedn thewindow:

1. MergedDifferent (default on): whenthis optionis turnedonthe media
pickerwindowv meigesthumbnaildor contentacrosghecurrentfixture selec-
tion evenif thecontentdoesnot match.Whenin thismodea"pageturn”icon
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will appeain theupperright cornerfor ary contenthatis notthesameacross
theentirefixture selection.

2. Show/hide dmx value (default on) shavs andhidesthedmx valueof the
contentdisplayedn the mediapicker

3. Show/hide name shavs andhidesthe nameof the contentdisplayedn the
mediapicker

4. ReverseDisplay Order: reversedthe orderin which the contentis displaed
in themediapicker

5. Search Filter: inputtext to filter the contentof the mediapicker window

6. Function Tabs fixture functionssuchasgobowheelscolor wheels media
indexes,etc.aregroupednto selectablgabsfor easynavigation

Media Picker

wY e

A Luiiea B

B

Figure 10.2. Media Picker Window Options

10.2

172

CITP Preview Thumbnails in the Media Picker

Themediapicker primarily displayspreview thumbnailsasdefinedby thefixture library but is
alsocapableof fetchinganddisplayingpreview thumbnailsor connectedCI TP enabledixtures
thatareontheFixtureNetetwork. In thissectionvewill review which CITP clientsaresupported
by theHog 40S,how to configurethe DP8000for CITP fixture discovery, how to associate
fixturesto CITP mediasenersin the patchwindow, andfinally how to usethe patchwindow

to refreshCITP mediapreviews.
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10.2.1 Supported CITP Media Server Clients

Hog 40Sv2.0.0supportghefollowing CITP Mediasener clients:

Arkaos MediaMaster

Coolux PandorasBox (softwae version4.7 or greater)

GreenHippo Hippotizer (softwae version3.2.1or greater)

High End SystemsAxon (softwae version2.1.20or greater)

High End SystemsDL.2 (softwae version2.1.2or greater)

High End SystemsDL.3 (softwae version2.1.2or greater)

High End SystemsDLV (softwae version2.1.1or greater)

PRG Mbox Studio & Mbox Extr eme(softwae version3.6.10r greater)

10.2.2 Configuring DP8000 for CITP Discovery

In orderfor the consoleto properlydiscoser CITP enabledixtureson a DP8000's-ixtureNet
network, the FixtureNetadapterfor the DP8000mustbe properlyconfigured:

1.

Openthenodesettingsvindow for theDP800Qthatis connectedia FixtureNet
to the CITP enablefixtures

Selectthe FixtureNettab of the nodesettingswindow

Ensurethatthe P addresandsubnetettingsareappropriatdor the network
ervironmentin which the CITP discoveredfixturesareconnectedThis is
similarto configuringthe FixtureNetadaptefor Art-Net andsACN output.
To betterensureconnechity it is recommendethatthe P addressassigned
to the FixtureNetadapteibewithin in the samesub-netwark asthe CITP fix-
turesit is receving preview thumbnailsfrom.

10.2.3 Patching fixtures to CITP discovered fixtures

Onceafixtureis schedulednto the patchwindow andpatchedo aDMX output,thefixture can
thenbe patchedo a CITP fixture hasbeendiscoveredon the FixtureNetnetwork of ary active
DP8000connectedo the console Follow thesestepsto patcha fixutre to a CITP discovered

fixture:

1
2
3.
4

High End Systems

Openthe patchwindow
Selectthefixture(s)you wish to associatevith a CITP fixture in therig
Presghe"patchmedia"buttonat the top of the patchwindow

Selectthe IP addres®f a discoveredCITP fixture from the mediapatchwin-
dow

Pressokay Youwill now seethe IP addresof the CITP fixture in the patch
window listedfor thefixturesyou selectedn step2. Thiswill now associate
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thefixture in your shaw file with the CITP fixture in therig aslong asthe
CITP fixture'sIP remainghe same.

| Caution
If the IP address of a discovered CITP fixture in the rig changes you will
u 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

Thecontentstoredon CITP discoveredfixturesmay changeduringthe programmingof your
shaw. For example,thevideoclip file usedin theopenningscenamight have beenchangedn
themediasener. Theconsolés not automaticallymadeawareof thesecontentchangesandso
it is necessaryo requesnhen preview thumbnailsfrom thefixture. Follow thesestepsto update
thepreviews ontheconsole:

1. Openthepatchwindow

2. Selectthefixture(s)you wish to refreshthe media

3. Presghe'refreshmedia”buttonatthetop of the patchwindow. A greenand
white animatedrefreshicon will appeamatthetop right of the mediapicker
window to theright of the searcHield. The mediarefreshis finishedwhen
theicon disappears.

10.2.5 Disabling CITP on DP8000
By default CITPis enabledbn all DP8000sn new shaws. To disableCITP ona DP8000:
1. Openthenodesettingswindow for the DP8000
2. Selectthe CITP tabof thenodesettingswindow
3. Deselectheenablebuttonandhit apply

10.3 Catalyst Preview Thumbnails in the Media Picker

In additionto CITP andfixture library definedpreview thumbnailstheHog 40Sis alsocapable
of fetchinganddisplayingpreview thumbnailsfor contentstoredon Catalystmediaseners
connectedo the FixtureNetnetwork. In this sectionwe will review how to configureD8000s
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10.3.1

10.3.2

for Catalystthumbnailpreviewing, how to associate€Catalysffixturesto Catalystmediaseners
in the patchwindow, andhow to usethe patchwindow to refreshCatalystmediapreviews.

Configuring DP8000 for Catalyst Preview Thumbnails

In orderfor the consoleto properlyfetchanddisplaythumnailpreviews for Catalystmedia
senerson a DP8000'FixtureNetnetwork, the FixtureNetadapteifor the DP8000mustbe
properlyconfigured:

1. Openthenodesettingsvindow for theDP800Qthatis connectedia FixtureNet
to the Catalystmediaseners

2. SelecttheFixtureNettabof the nodesettingswindow

3. EnsurehatthelP addresandsubnetettingsareappropriatdor the network
ernvironmentin whichtheCatalysimediasenersareconnectedThisis similar
to configuringthe FixtureNetnetwork adapterffor Art-Net andsACN output.
To betterensureconnectvity it is recommendethatthe IP addressssigned
to the FixtureNetadapteibewithin in the samesub-network asthe Catalyst
it is receving preview thumnailsfrom.

Patching Catalyst fixtures to Catalyst Media Servers

Oncea Catalysffixtureis scheduledh thepatchwindow andpatchto aDMX output,theCatalyst
fixture canthenbepatchedo aCatalysimediasenerthatis connectedo theFixtureNetetwork
of ary active DP8000connectedo the console Follow thesestepgto patcha Catalysffixture to
a Catalystmediasener:

1. Openthepatchwindow

2. Selectthe Catalysffixture(s)you wish to associatevith a Catalystmedia
senerin therig

3. Presghe"patchmedia"buttonatthetop of the patchwindow
4. SelecttheCatalysttabin the mediapatchwindow
5. EnterthelP Addressof the Catalystmediasener
6. Preskay Youwill now seethelP addres®f the Catalystmediasenerin
the patchwindow listedfor the Catalystfixturesyou selectedn step2. This
will now associatehe Catalysffixturesin your shaw file with the Catalyst
mediasenersin therig aslong asthe Catalystmediasener'sIP remainghe
same.
I Caution
If the IP address of a Catalyst Media server in the rig changes you will
] need to perform the "patch media" task again.

High End Systems 175



Section10: MediaPicker

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

Catalystmediasener contentmay changeduringthe programmingpf your show. For example,
thevideoclip file usedin theopenningscenamight have beenchangedn the Catalystmedia
sener. Theconsolds notautomaticallynadeawareof thesecontenichangesindsoit is necessary
to requeshew preview thumbnailsdfrom the Catalystmediasener. Follow thesestepgto update
thepreviews ontheconsole:.

1. Openthepatchwindow
2. Selectthefixture(s)you wishto refreshthe media

3. Presghe'refreshmedia"buttonatthetop of the patchwindow. A greenand
white animatedrefreshicon will appeamatthetop right of the mediapicker
window to theright of the searcHield. The mediarefreshis finishedwhen
theicon disappears.

10.3.4 Disabling Catalyst Thumbnail Preview Fetching on DP8000

By default Cataylystthumbnailpreview fetchingis enabledon all DP8000sn new shavs. To
disableCataylystthumbnailpreview fetchingon a DP8000:

1. Openthenodesettingswindow for the DP8000
2. Selectthe Catalysttab of the nodesettingwindow

3. Deselectheenablebuttonandhit apply

10.4 Adding Preview Thumbnails to Pre-v2.0.0 Show Files

Hog4 OSandHog 3 OSshaw filesbuilt with fixture library v4.7andolderwill notdisplaylibrary
basedpreview thumbnaildn themediapickeruntil thefixturesin theshaow file areupdatedising
thefollow steps:

1. Openthepatchwindow
2. Selecthefixture(s)youwishto updatewith library basegreview thumbnails

3. Presghe'refreshmedia”buttonatthetop of the patchwindow
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Section 11l: Cues and Cuelists

11.1

11.1.1

11.1.2

Recording a Cue

Torecordalook createdn theProgrammeor editorasacuewithin acuelist,youneedo specify
acuelistandcuenumberto recordto. If the cuelistdoesnotyet exist, Hog 40Swill createit
automatically

For example,to recordCue4 into Cuelist2:

. Record List 2 Cue 4 Enter

Recording to a Cuelist on a Master

You canchoosea masterratherthana cuelistwhenrecordinga cue.Thiswill recordthe cueto
thecuelistcurrentlyattachedo thechosemmasteyor createa cuelistif it doesn'exist. For ex-
ample:

1. PresgheChoose key abore Masternumberl0. The Choose key will light
upto showv thatMaster10is the chosermaster

2. Record 1 Enter : recordsCuel in the cuelistattachedo Master10, creating
it if necessary

To recordmorecues:

¢ Record 1.5 Enter:insertsanewv cuenumberedl.5into thecuelistonthe
currentlychosemmaster

« Record Enter : appendshecueto theendof thecuelistattachedo thecurrently
chosermaster

* Record Choose : appendshe cueto theendof the cuelistof the selected
master This allows the currentmasterto remainchoserwhile recordingcues
ontoothermasters.

Programmer contents after Recording a Cue

Whenyourecordacue thevaluesremainin theProgrammerut thebackgroundolourchanges
from blueto grey. Thisindicatesthatthe parametewaluesin the Programmeareno longer
touched andsoareavailablefor recordingto anothercuelist,but notto the samecuelist.You
cankeepthevaluesin the Programmeto actasthe basisfor the next cueon the samelist, but
becausef tracking,only the changed parametewalueswill berecordedFor anoverview of
tracking,seeTracking (p.31).
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11.1.3 Insert, Merge and Replace

Whenrecordingcopying or moving acue,if thedestinatioriocationalreadyhasacuerecorded
in it, youwill be promptedwith recordoptionsof Insert,Merge or Replace:

* Insert: createsnew destinatiorcue. Thenew cuewill beassignea freeloc-
ationlower thantheonechosenpsinga pointnumberif necessary

* Merge: Incorporateshe new informationinto the destinatiorcue.If thesame
fixturesandparameterarein bothcuesthenew valuesbeingmemgedwill take
priority.

¢ Replace:Overwritesthe cueinformationin thatdestination.

If youarecopying acue,all threeoptionsareavailable.If youaremoving acue,only thelnsert
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 leave outthe cuenumbemwhenrecordingcuesHog40OSwill give thecuethenext whole
numberin thelist. If you specifyacuenumberyoucanusenumberswith upto five digits before
thedecimalandfour digits after; for example:11111.1111 . This canbeusefulto insertcues
betweerpreviously recordecnes.

You canlaterrenumbeia completecuelist;seeRenumberin@ueswithin a Cuelist(p.181).

11.1.5 Naming Cues

You cangive acueanamethatwill bedisplayedn the Cuelist window andon the Playback
Bar:

1. Open + Choose : opensthe Cuelistwindow of the selectednaster
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, recordinga cuerecordsthetotal contentsof the Programmeor editor, but you can
chooseo recordonly the currentlyselectedixtures.For example:

1. Selectthefixturesthatyouwantto record.

2. Record

3. PressSelected ontheRecordOptionsToolbar
4.

Choose : recordgheselectedixturesasanew cuein thecuelistontheselected
master

11.2.2 Record, Remove Values from Cues

You canremove the contentsof the Programmenr editorfrom a previously recordeccue.For
example,you might have madechangego a cue,andyou wantthe changeso trackthrough
subsequentues(seeTracking (p.31) for anexplanationof tracking).To remove parameter
values:

1. Ensurethatthe parametershatyouwantto remove arein the Programmer
Theparametewvaluesdo not matter only thatthe parameterfiave values.

2. Record, Remove : theRemae buttonis ontheRecord Options Toolbar at
thebottomof theright-handscreen.

3. Cue 5, Enter : removesthe selectecharametewvaluesfrom Cueb.

To remove awholefixture ensurethatall parametersreselectedYou cando this by selecting
thefixture andpressinghe Touch buttonon the Main Toolbar

11.3 Deleting Cues
To deleteacue:

1. Cue 1l Delete : deletesCuel in thecurrentlychosercuelist.

2. Click OK to confirmthedelete.
Or:

1. List1 Cue 1 Delete : deletessuel in cuelistl.

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.

You candeletearangeof cues:

1. List1 Cue 1l Thru4 Delete : deletesCuesl to 4 in Cuelistl.
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

11.4.1

180

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).

Copying Cues
To make acopy of acuein thesamecuelist:

1. Make surethatthe cuelistyouwantto work with is on the currentlychosen
master

2. Cue 1 Copy Cue 2 Enter : copiesthe contentof Cuel to Cue2.

To copy in acuelistotherthanthe choserone,or to copy betweercuelists,specifythe cuelist
with the List key. For example:

e List 1 Cue 1 Copy List 2 Cue 2 Enter : copiesthe contentsof Cuel of
Cuelistl to Cue?2 of Cuelist2.

To copy arangeof cues:

e List1 Cue 1 Thru 4 Copy List 2 Cue 2 Enter : copiesthecontentsof cues
1to 4 of Cuelistl to Cuelist2, startingat Cue2.
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11.4.2

If thedestinatiorcue(s)alreadyexist, youwill beaskedto chooseanoption:Insert,Merge and
Replacgp.178).

Moving Cues

To move acueto anew location:

¢ Cuel Move Cue 2 Enter : movesthecuefrom 1to Cue2, effectively remov-
ing Cuel.

If thedestinatiorcue(s)alreadyexist, youwill beaskedto chooseanoption:Insert,Merge and
Replacgp.1798).

11.5

Renumbering Cues within a Cuelist

If your cuelisthasmary pointcues(1.2,1.5,2.5,etc.)or if cueshave beendeletedyou may
wishto renumbethe cuessothatthey areall whole numbersYou canrenumbercuelistsusing
theRenumber button; pressMore onthe Main Toolbar:

¢ Renumber, Choose : renumbercuesin thecuelistonthe selectednaster
startingat 1 andincreasingy 1.

. List 1 Cue 3 Thru Renumber, Enter : renumbeall cuesfrom Cue3 upwards
in Cuelistl, startingat Cue3 andincreasingoy 1.

¢ List 1 Cue 3 Thru 10 Renumber, Enter : renumberCues3 through10in
Cuelistl, startingat Cue3, finishingat Cue10, with othercuenumbersequally
spacedetween.

Alternatively, you canspecifytherangeof nev numbergo begiven:
e List1 Cue 3 Renumber 5, Enter : renumbercue3 ascueb, in cuelistl.

e  List 1 Cue 3 Thru 10 Renumber 20, Enter : renumbercues3 through10,
in cuelistl, with new numbersstartingat 20. Therestof the new numbers
will have thesameorderandspacingasbefore.

. List 1 Cue 3 Thru 10 Renumber 20 Thru 30, Enter : renumbercues3
through10in cuelistl, startingat 20, finishingat 30, with othercuenumbers
equallyspacedetween.

Notethatrenumberingloesnot movescueswithin the cuelist;if youtry to renumberCue5 as
Cue3, youwill getanerrormessageYou shoulduseMove for this purposeseeCopyingand
Moving Cues(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

You caneditthe contentf a cuein aneditorwindow: seeFigure 11.1,“The CueEditor win-
dow”. To openthe currentcueof the chosermaster:

. Cue, Open
Or:
¢ Cue, Cue
To openaspecificcuein a specificcuelist,for exampleCue?2 of Cuelist1:

1. Open + List : opensthe CuelistDirectorywindow.
2. Open +[Cuelist 1] : openghe Cuelistwindow for Cuelist1.

3. Open +[Cue 2]: opensthe CueEditor for Cue2.
Alternatively, usingthecommandine:
e List1 Cue 2 Open

You canalsopreview a cueusingView Cue in the Cuelistwindow; however, youwill needto
pressthe Edit buttonin the CueEditor window to selectthis asyour currenteditorin orderto
make ary changes.

If thecueto beeditedis onstageselectingedit will enableblind modeuntil changesireupdated,
or Edit is deselectedseeBlind (p.247). You canleave themodeotherwiseby pressingheBlind
key.
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Figure 11.1. The Cue Editor window
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11.6.1

Within the editor, you canassigrfixture parameterandtiming in the sameway asin the Pro-
grammerSeeSelecting-ixturesandModifyingParametes (p.125. Onceyouhave madechanges
be sureto pressthe Update key to sare them,the CueEditor will thenautomaticallyclose.

Viewing Different Cues in the Editor

In additionto the usualfunctionsavailablein all editors,describedn Editors (p.45), theCue
Editor window hascontrolsthatallow youto selectwhich cueis displayed:

« NextandBack: TheNext andBack buttonsto allow youto easilystepthrough
the cuesin thecuelistto view or editthem.

« View Cue: You canjumpto anothercueby typing its numberin to the View
Cue boxandpressinghe Enter key.

« Follow Curr ent: If youselecttheFollow Current button,the CueEditor
window will alwaysshaw thecurrentcueasthe cuelistis playedback.If you
useNext, Backor View Cueto view anothercue,or if youeditthecurrentcue,
thenFollow Currentis disabled.

« Follow Next: Thisis similarto Follow Current,exceptthatthenext cueis dis-
playedratherthanthe currentone.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

11.7.1

Working with Tracking

Hog40Susedracking,which givesit somevery powverful abilities. Trackingcanalsoaddextra
compleity, but Hog4OShasseveralfunctionsthatmake workingwith trackingstraightforvard.
For a detaileddiscussiorabouttracking,seeTrading (p.31).

Tracking Values Backwards When Recording

You canusethe Track Backwardsfeaturewhenyou recorda cueto assigrnthe parametewalues
to thelastcuethey appearedn, ratherthanthe cuebeingrecordedFor example,supposehat
you have a seriesof cueswith intensityvaluesfor threefixtures:

Fixture: 1 2 3
Cuel 50 50 50
Cue 2 60 60

Cue 3 70
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If you assignall threefixturesto 100%andrecordwith meigeinto Cue3 (seelnsert,Merge and
Replacgp.178) for recordingwith memging), youwould getthesevalues:

Fixture: 1 2 3
Cuel 50 50 50
Cue 2 60 60

Cue 3 100 100 100

However, if you did the samething with Track Backwards,youwould get:

Fixture: 1 2 3
Cuel 50 50 100
Cue 2 60 100

Cue 3 100

Thevalueof 100%hasbeenappliedto thelastcuethattheintensityparametehadavaluein.

If you Track Backwardsa parametethathasn'tbeengivenavaluesincethe startof the cuelist,
thevalueis addedo thefirst cuein thecuelist.

To recorda cuewith TrackBackwards,selectthe Backwards buttononthe Record Options
Toolbar thatappearsfteryou pressheRecord key:

1. Fixture1l Thru3 @ 100 Enter.

2. Record Cue 3

3. Selecftlrack Backwards onthe RecordOptionsToolbar
4

Enter

Tip
You can also Track Backwards when you update cues using Auto Update;
see Auto Update (p.245).

Stopping Values from Tracking Forward

Whenyouinsertanew cueinto a cuelist,or mege changesnto anexisting cue,thenew values
trackforwardsinto latercuesin the cuelist.For example,your cuelisthasCuesl to 4, andCue
1 hasFixture 1 programmednto it at30%, sothatit tracksthroughthe subsequentues:

Fixture: 1 2 3
Cuel 30 50 100
Cue 2 100 60
Cue 3 50
Cue 4 40
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Younow insertaCue2.5with Fixture1 at100%.Becauseues3 and4 donotchangeheintensity
of Fixturel, it will remainat 100%for therestof the cuelist:

Fixture: 1 2 3
Cuel 30 50 100
Cue 2 100 60
Cue 2.5 100

Cue 3 50
Cue 4 40

You maywantto recordthe new cuesothatparameteraluesin the new cuereturnto their ori-
ginal valuein the next cue(sothattheinsertedcuedoesnot changethe original looks dueto

tracking):
Fixture: 1 2 3
Cuel 30 50 100
Cue 2 100 60
Cue 2.5 100
Cue 3 30 50
Cue 4 40

Hog 40Sallows youto recorda cuebetweernthercueswithout destrging existing tracking
values.To dothis,recordtheinsertedcuewithouttrackingforwardsby deselectinghe Forward
buttonontheRecord Options Toolbar thatappearsfterpressingheRecord key. For example:

1. PresgheRecord key.
2. DeselecForward ontheRecord Options Toolbar.

3. Cue2.5 Enter:insertCue2.5intothecuelistonthecurrentlychosermaster

Thisis sometimeseferedto asrecording'cue only’ asthechange®only affecttherecordeccue
anddo nottrackinto subsequentues.Notethatyou canonly turn trackingforwardsoff when
youinsertanew cueinto a cuelistor whenyou mege valuesinto a cue,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

Whenyou deletea cue,this canhave unexpectedconsequencemn latercuesin the cuelistif the
deletedcuecontainecharametevaluesthattrackedthroughto contrituteto the stateof thelater
cues.For example,you have thefollowing cues:
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Fixture: 1 2 3
Cuel 30 50 100
Cue 2 100 80 60
Cue 3 50
Cue 4 40

If younow deleteCue?2, Fixture 1 will trackfrom Cuel throughCues3 and4 at 30%, rather
thangoingto the expectedl00%in Cues3 and4:

Fixture: 1 2 3
Cuel 30 50 100
Cue 3 50
Cue 4 40

You canpreventthis happeningdy deletingthecue‘cue only’ which addsary valuesthatprevi-
ouslytrackedthroughfrom the deletedcueinto the next cue:

Fixture: 1 2 3
Cuel 30 50 100
Cue 3 100 80 50
Cue 4 40

To deletea cuewithouttrackingthe changedorwards:

1. List1 Cue 3: selectthecueto bedeleted.

2. PresszandholdtheDelete key. The RecordOptionsToolbarwill appear
3. DeselecForward from the RecordOptionsToolbar
4

ReleaseheDelete key.

11.7.4 Blocking Cues

Blocking cuespreventchangesnadeearlierin the cuelistfrom trackingthroughto subsequent
cuesin thecuelist.

Using State

186

You cancreateblocking cuesusingthe State buttonontheRecord Options Toolbar. For ex-
ample,supposehatyou have thefollowing cues:

Fixture: 1 2 3
Cuel 30 50 100
Cue 2 100 60
Cue 3 50
Cue 4 40
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to turn Cue4 into a blockingcue,you copy it to itself ‘with state’:

1. Cue 4 Copy State Cue 4 Enter : the Statebuttonis on the RecordOptions
Toolbarthatappearsvhenyou pressCoyy.

2. SelectReplace.

Thevaluesarenow:

Fixture: 1 2 3
Cuel 30 50 100
Cue 2 100 60
Cue 3 50
Cue 4 30 40 50

Becausef tracking,whenyou copy a cueto anothedocationyou only copy thehard values
soyou do not createa new cuethatactuallyrepresentshe on-stagdook thatyou would getby
runningtheoriginal cue.

To copy bothhardandtrackedvalues,you canuseCopy andState:

e List 1 Cue 5 Copy State List 2 Cue 1 Enter : createsanew cuein Cuelist
2 thatis the stateof Cue5 in Cuelist1.

11.7.5 Unblocking

Unblockingremovesredundanhardparameteralues A parametewalueis redundantn acue
if it isthesameasthevaluefor thatparametein thepreviouscuein thesamecuelist.For example:

Channel: 1 2 3 4
Cuel 100 0 50 50
Cue 2 50 100

Cue 3 50 100 100 50

In this cuelist,thevaluesfor channelsl, 3 and4 areredundantn cue3. After unblocking,the
valuesin the cuelistwould be:

Channel: 1 2 3 4
Cuel 100 0 50 50
Cue 2 50 100

Cue 3 100

To unblockcues,usethe Unblock buttonin the Main Toolbar:
. Cue3Unblock, Enter : unblockcue3 onthecurrentlychosemmaster

e  ListlCue3Unblock, Enter : unblockcue3 of cuelistl.
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e Cue 1l Thru 10 Colour Unblock, Enter : unblockonly colourparameterin
cuesl through10 of thecueliston the currentlychosemmaster

. List 1 Cue 3 Group 10 Colour Unblock, Enter : unblockonly the colour
parametersf fixturesin Group3, in cue3 of cuelistl.

To unblockcompletecuelists:
. List 1 Unblock, Enter
Oronamaster:

. 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

11.8.1

188

Mark Cues (Move in Black)

A Mark cueis a specialdesignatofor a cuethatlooksatthe previouscueandary fixtureswith
anintensityof zeroaftercompletionof the cue.If afixture meetsheserequirementsthe mark
cueallowsthefixture(s)to ‘preset’for thenext cueby executingthecrossadefor all parameters
exceptintensity This allows thefixture(s)to ‘movein black’ asthey changeto their new para-
metervalues Whenthe next cueis laterexecuted pnly theintensityparametechangessall
otherparametersvill alreadybeattheirnew valuesdueto the mark. Thetiming usedto marka
cueis determinedy themarkmethodyou choose SeeFadeMark versesTime Marks (p.189)
for detailson thedifferenttiming methods/ou canusewhenmarkingcues.

How to Mark to a Cue

Thereareseveralmethodgo assigna cueto mark:

o Selectthe Mark cell of acue,pressSet, andthenEnter. If youwishto "time
mark"the cue,thenfirstinputatime usingthekeypadandthenEnter. To re-
move themarkfrom a cueselectthe Mark 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 be createdwith themarktype.
NotethatwhenMark Time New Cuesis selectedall newly recordectueswill
geta2smarktime by default.
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¢ ToggletheMark Fade or Mark Time buttonin a CueEditor window of the
cueyouwishto mark.
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11.8.2 Fade Mark verses Time Marks

Cuescanbemarkedwith eitherafademarkor atimemark While thebasicprinciplesof marking
arethestill thesamethetiming in whichthemarkis executedvariesbetweerthetwo methods.
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A Fademarkuseshefadeanddelaytimesassignedn the marked cueto markfixtures.Fade
markingoccurson afixture by fixture basis,so severalfixturescould be markingat different
timesandratesdependingipontheirindividual cuedatain themarkedcue.

In thefademarkexamplebelov, whencue2 completests 2 secondadeto 0% intensity cue3
will automaticallyplay all of its dataexceptintensityin a5 secondade.Thenwhencue3 is
playedonly theintensitywill crosshdeat5 secondsThefixtureswill have movedfrom centre
to left andchangedrom redto greenautomaticallywhile in ‘black’.

Mark Fade Intensity Position Colour
Cuel 2s 100% Centre Red
Cue 2 2s 0% Centre Red
Cue 3 Fade 5s 100% Left Green

A Timemarkuseshetime you enterinto themarkcolumnto markfixtures.Time markingoccurs
atasingleuniformratesoall fixture parametersvill markatthesamerateregardlesof thedata
in thenext cue.

In thetime markexamplebelow, whencue2 completests 2 secondadeto 0% intensity cue3
will automaticallyplay all of its dataexceptintensityin aOssecondade.Thenwhencue3 is
playedonly theintensitywill crosshdeat5 secondsThefixtureswill hase movedfrom centre
to left andchangedrom redto greenautomaticallywhile in ‘black’.

Mark Fade Intensity Position Colour
Cuel 2s 100% Centre Red
Cue 2 2s 0% Centre Red
Cue 3 0Os 5s 100% Left Green

Tip
Marking occurs with the intensity parameter for standard fixtures as well
as | Red, | Green, and | Blue parameters for RGB fixtures such as LEDs.

Marking the First Cue in a Cue List

If thefirst cuein alist is assignedo mark,it will only markafterthelastcuein thelist is played.
By recordinga blank cueprior to thefirst cuein thelist, you cancreatea mark cuefor thefirst
look of ashaw. For example:

Mark Fade Intensity Position Colour
Cue 0.5 - - - -
Cue l Fade 0,2s 100% Right Blue
Cue 2 2s 50% Left -

Whencue0.5 playsit will markcuel sothatcuel will fadeup intensitieson stageafterthe
fixturesarealreadyin positionandcolor. Furthermoresincetheintensitytime of cuel is assigned
to 2 secondaindtheotherparametersreassignedo zero,themarkcuewill occurasquickly
aspossible.
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11.8.4 Cuelist Feedback for Mark Cues

Thefollowing figuresshav the differentstatesof a markingcue.
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Figure 11.2. Cue 3 with a Fade Mark
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Figure 11.4. Cue 3 Fully Marked

11.9 Understanding Cuelists

Cuelistsarelists of cues,usuallyusedto play backthe cuesin a definedorder A cuenumberis
specificto eachcuelist,not the entireconsole sotherecanbea cuel for cuelistsl, 2 and3.
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Cuelistsareheldin the Cuelist Directory (Figure 11.5,“The CuelistDirectorywindow”), and
it is possibleto copy or move cuesbetweercuelists;seeCopyingand Moving Cues(p.180).

To openthe CuelistDirectory:
e Open + List
Alternatively:

. List, List

Cuelist Directory
Guan E

Figure 11.5. The Cuelist Directory window

To openacuelist(Figure 11.6,“The Cuelistwindow”):

¢ Open + [Cuelist1] : selecta cuelistfrom the CuelistDirectory.
Or with thecommandine:

e List1 Open
Or:

¢ Open + Choose : selectthe mastemwith the cuelist.

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
You cannamecuelists:

1. Open + List : openthe CuelistDirectory.
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Figure 11.6. The Cuelist window

2. CheckthattheGuard buttonis selectedsothatyoudon'taccidentallyactivate
acuelistwhenpressingts buttonin thedirectory

Selectthecuelist.

4. Set[name] Enter:typeinthename.

Tip
You can rename a cuelist when it is attached to a master by pressing Set
+ Choose.

11.11 Deleting Cuelists

To deletea cuelist:

1. List 1 Delete : deletesuelistl.
2. Click OK to confirmthedelete.

Or from the cuelistdirectory:

1. Open + List : opencuelistdirectory

2. CheckthattheGuard buttonis selectedsothatyoudon'taccidentallyactivate
acuelistwhenpressingts buttonin thedirectory

3. Delete, [Cuelist 1]: deletethecuelist.Youwill beaslkedto confirmtheaction.

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
Cuelistscanbe copiedandmovedwithin the Cuelist Directory. To openthe CuelistDirectory:

. Open + List

11.12.1 Copying Cuelists
To make a copy of acuelist:
e List 1 Copy List 2 Enter : copiesCuelist1 to Cuelist2.

If thedestinatiorcuelistalreadyexists,youwill beaslkedto chooseanoption:Insert,Merge and
Replacgp.194).

11.12.2 Moving Cuelists

To move a cuelistto a new locationwithin the CuelistDirectory:
e List 1 Move List 2 Enter : movesCuelist1 to Cuelist2.

If thedestinatiorcuelistalreadyexists,youwill beaskedto chooseanoption:Insert,Merge and
Replacgp.194).

11.12.3 Insert, Merge and Replace

Whencopying or moving acuelist,if thedestinatiorlocationalreadyhasa cuelistin it, you will
be promptedwith recordoptionsof Insert,Merge or Replace:

* Insert: createsanew destinatiorcuelist. Thenew cuelistwill beassigned
freelocationjust beforethe onechosenusinga point numberif necessary

¢ Merge: Incorporateshe sourceinformationinto the destinatiorcuelist.If the
cuenumbersarein bothcuelists the new parametevaluesof the cueswill re-
placetheold.

* Replace:Overwritesthe cuelistinformationin thatdestination.

If youarecopying a cuelist,all threeoptionsareavailable.If youaremaving a cuelist,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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12.1 Recording Scenes

You canrecordscene®itherdirectly to a physicalmasterfor immediateplayback,or to the
SceneDirectory.

12.1.1 Recording to the Scene Directory
To recordascene:
1. Createthelook for thescenan the Programmenor editor.
2. Record, Scene : theScene Directory window opens.
3. Selectthedestinatiorocationin the Scene Directory window.
4

Alternatively, enteranumberon thekeypadandpressEnter.

12.1.2 Recording to a Physical Master

You canrecorda scendlirectly to a physicalmasterHog 40Swill automaticallyputit in the
next availablelocationin the SceneDirectory:

1. Createthelook for thescenan the Programmeor editor.
2. Record, Scene

3. PresgheChoose key abore thedesiredphysicalmaster

12.1.3 Naming a Scene

You cangive a scenea namethatwill bedisplayedn theScene Directory window:

1. Open + Scene : opentheScene Directory.

2. CheckthattheGuard buttonis selectedsothatyoudon'taccidentallyactivate
ascenewhenpressingts buttonin thedirectory

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 1l 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.

You candeletearangeof scenes:

1. Scene 1l Thru 4 Delete : deletesscened 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 make acopy of ascene:

e Scene 1 Copy Scene 2 Enter : copiesthecontentsof Scenel to Scene2.

Similarly, to move a sceneto a new location:

e Scenel Move Scene 2 Enter : mavesScenel to Scene?, effectively deleting
1.

If thedestinatiorscenealreadyexists,youwill beasledto chooseanoption:Insert,Merge and
Replacgp.199.
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12.4 Editing Scene Contents

You caneditthe contentsf ascendn aneditorwindow. For example,to openScenel for
editing:

1. Open + Scene : openshe SceneDirectory,

2. Open +[Scene 1] : openghesceneeditorfor Scenel.

3. Alternatively usingthecommandine : Scene 1 Open

4. PresgheEdit buttonin theeditorwindow to selecthisasyour currenteditor.
Within the editor, you canassigrfixture parameterandtiming in the sameway asin the Pro-

grammerseeSelecting-ixturesand ModifyingParametes (p.125). For generainformationon
working with editors,seeEditors (p.45).

12.5 Scene Timing
Scendiming controlsthefade-inanddelayof ascenewvhenit is runonamaster

Youassigrandeditscendimingsin thesamewvay asfor cuesseeFade Delay, andPath (p.202).
You canassignscendiming in the Programmebeforerecordingthe scenepr laterin thescene
editor. You canalsoassignthefadetime of a scengfrom thecommandine. For example to
give Scenel afadetime of 6 seconds:

e Scenel Time 6 Enter
You canalsorecordfadetimeswith a mask.For example:

e Scenel Fixture 1 + 2 Colour Time 4 Enter : setsthefadetime for the
colourparametewraluesof fixtures1 and2 in Scenel.

12.6 Insert, Merge and Replace

Whenrecording,copying or maving ascenejf thedestinationocationalreadyhasa scenere-
cordedin it, youwill be promptedwith recordoptionsof Insert,Merge or Replace:

« Insert: createsanew destinatiorsceneThenew scenewill beassignedifree
locationjust beforethe onechosenusinga pointnumberif necessary

* Merge:Incorporateshenew informationinto thedestinatiorscenelf thesame
fixture parameterarein bothscenesthe new valueswill replacetheold.

* Replace:Overwritesthe scendnformationin thatdestination.
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If youarecopying asceneall threeoptionsareavailable.lf youaremoving ascenepnly the
Insertoptionis available.

v

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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13.1 Timing Basics

With Hog 40Syou canassignindividual crossadetimingsfor eachparameteof eachfixture,
giving you completecontrolof how eachparametechangesiuringa cue.Becausef this, there
arenocuepartsasfoundonsomeotherconsolesHog40Sgivesyou easywaysto assigrtimings
for thewholecue for individualfixturesandby parametetype(intensity position,colour, beam,
andsoon) aswell asfor eachparameter

You cancontrolthreeaspect®f timing in theHog 40S:

The speecandmanneiin which thetransitionof parametewalueshappens
whena cue/scenés playedback.SeeFade Delay, andPath (p.202).

Thetime acue/scenavaitsbeforeit is triggered SeeCueWait Timing (p.212).

Theorderin which cuesin a cuelistareplayedback.SeeLoopsandLinks
(p.217).

Thedifferenttypesof timing valuesare:

Fadetime: Thetimethatit takesfixture parameter changdrom theirinitial

valueto theirvaluein thecuethatis beingplayedback.You canassigrasingle
fadetime for the cue,or have separatéade-inandfade-outimes.Thefade-in
timeis thefadetime for parameterbelongingto fixturesthatareincreasingn
intensity while thefade-outime is thefadetime for parameterbelongingto

fixturesthataredecreasingn intensity

Delaytime: Thetime betweerthe cuebeingtriggeredandparametervalues
startingto changeAs with fadetimes,you canassigna singledelaytime, or
have separatén delayandoutdelaytimes.Thein delaytimeis thedelay
betweerthe cuebeingtriggeredandparameterdelongingto fixturesthatare
increasingn intensitystartingto changewhile theoutdelaytime is the delay
betweerthe cuebeingtriggeredandparameterdelongingto fixturesthatare
decreasingn intensitystartingto change.

Path: How parametewalueschangeduringthefade.The simplestpathis a
straightline, sothatparametewralueschangesmoothlyandevenly throughout
thefade,but you canusepathsthatmale all of the changehapperat the start
of thefade for example.

Thedifferenttypesof triggervaluesare:

High End Systems

Wait time: Thetime from the previouscuebeingtriggeredto the currentcue
beingtriggered.

Follow-on time: Thetime from the endof the previouscueto the currentcue
beingtriggered.
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« Timecode:A specifictimecodevaluewhenacueis triggered;seeTriggering
CuesfromMIDI Timecodgp.313).

e Clock: A real-world time anddatevaluewhenacueis triggered;seeClodk
Triggers (p.214).

Figure 13.1,“Cue timings” shavs how the mainkinds of timing andtriggeringvaluescontrol
theplaybackof cues.
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Figure 13.1. Cue timings

Hog40Sallowsyouto assigrtimingsto eachparameteof eacHfixturein acue,sceneor palette.
Often,youwill wantto assignthe samevalueto every fixture parameterthisis describedn
Fade Delay, andPath (p.202). Assigningtimingsfor individual parameterss describedn Indi-
vidual ParameterTimings(p.206).

13.2 Fade, Delay, and Path

You canassigrfade time anddelay times,aswell aspaths, to cuesandscenesCuesrecorded
without assigningary time informationwill begiventhedefaulttime; this canbeadjustedn
the Default Timing paneof theUser Preferences window.

13.2.1 Fade Time
To recorda cuewith afadetime otherthanthedefault:
1. Createthedesiredook for thecuein the Programmer
2. Fixture Enter : selectall thefixturescurrentlyin the Programmer
3. Time 7 Enter : assignafadetime of 7 seconds.
4,

Record Cue 1 Enter : recordthe cueon the currentlychosermaster

To assigrntimesgreaterthan1 minute,enterthe numberof minutesfollowed by the numberof
seconds:
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e Time 140 Enter : selectafadetime of 1 minute40 seconds.
To changethetime of analreadyrecordeccue:

1. Cuelist 1: selecthecuelistunlesshedesiredcuelistor masteiis alreadythe
chosermaster

2. Cue 2 Time 7 Enter : assignsafadetime of 7 seconds.

Different Fade-in and Fade-out Times

You canassigndifferentfade-inandfade-outimes(known asa ‘split time’) usingthe/ key. For
example:

1. Createthedesiredook for the cuein the Programmer
2. Fixture Enter : selectall thefixturescurrentlyin the Programmer

3. Time 7 /10 Enter : selectafade-intime of 7 secondsanda fade-outiime
of 10seconds.

4. Record : recordthe cueonthecurrentlyselectednaster

)) Important

Hog 40S'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 40S 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 40S) cue 1 to cue 2.

Fade Time with Masks

You canrecordfadetimeswith a mask.For example:

e CuelFixturel + 2 ColourTime 4 Enter : setshefadetimefor thecolour
parameteraluesof Fixturesl and2 in Cuel.

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

You cancreatea delaybetweerthe cuebeingtriggeredandthefadetimesbeginningto execute
by assigninghe Delaytime:

1. List1 Open : openthecuelist.
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2. Selectthecue'sDelay cell andpressSet.

3. 5, Enter: enterthedelaytime. As with fadetimesyou canassignseparate
delaytimesfor theincomingandoutgoingpartsof thecue,for example3/5 .

Alternatively, you canusethe commandine, pressingheTime key twice to assignthe delay
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).

Paths

Pathsdetermingheway parametewalueschangeduringa cue.For example,with the simplest
(linear) path,anintensityparametetravelsfrom its startvalueto its endvalueat a steadyrate
for thedurationof the cue.The pathsavailableareshavn in Figure 13.2,“Path Types”.

To selecta pathfor a cue:

1. List 1 Open : opentheCuelistwindow.

2. Selectthecue'sPath cell andpressSet. TheCrossfade Paths window will
open.

Selectthe pathtyperequiredfor theincomingandoutgoingpartsof thecue.

4. Pres0K

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).

Assigning Cue Timings in the Cuelist Window

You caneditfadeor delaytimesin the Cuelistwindow. Assigningfadeor delaytimesherewill
assigrthe new valueto all the parametersf all thefixturesin thecue.

1. Open + Choose : openthe cuelistof thedesiredmaster
2. Click in thecell for thefadeor delaytime of the desiredcue,andpressSet.
3. Typein atimevalue,andpressEnter.

Whenenteringatime value,it shouldbein theform:

[hours] h [minutes] m [seconds] s / [hours] h [minutes] m
[seconds] s
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Path Description
Default Uses the default path from the fixture's library definition. This
is generally Linear for continuous parameters and Start for
slotted parameters.
Linear / Fades at a steady rate for the duration of the cue.
Start |__ Snap change at the beginning of the cue.
End | Snap change at the end of the cue.
Over The parameters overshoot their destination and then return
/\ to it.
Under The parameters move first in the opposite direction before
\/ going to their destination.
Damped ~ The parameters change more slowly at the start and end of
__-" the cue than in the middle.
Brake /‘. The parameters change more slowly at the end of the cue.
Speed Up / The parameters change more slowly at the start of the cue.
Shake The parameters follow a chaotic, sawtooth fade over the course
If."‘lJ.l* of the cue.
Figure 13.2. Path Types
For example:

High End Systems

2s : 2 secondsn andouttimes.

2s/5s :2secondsn, 5second®ut.

1m: 1 minutein andouttimes.

1m10s : 1 minuteand10secondsn andouttimes.

1h10m30s/1h : 1 hour, 10 minutesand30 secondsn time, and1 hourout
time.
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UsetheH, M andS buttonsthatappeamwheneditinga fadeor delaytime cell to entertheH, M
andS text into thecell. Alternatively, you canusean externalkeyboard.

Notethatif youenterl40 thetimewill be1l minute40 secondsnot 140secondg2 minutes20
seconds).

To assignpathsdirectly in the Cuelistwindow:

1. Click in thePath cell for thedesiredcue,andpressSet.

2. Chooseapathfrom thedisplayedist; seeFigure 13.3,“Selectinga Pathin
a CuelistWindow”.

Theln pathis appliedwhenafixture is increasingn intensityduringthe
crosshde,andthe Out pathwhenafixture is decreasingn intensity

3. PressOK.

Under

Tammped

Brate

Looeierais

Shake

Figure 13.3. Selecting a Path in a Cuelist Window

Thedifferenttypesof pathareexplainedin Paths(p.204).

13.3

206

Individual Parameter Timings

Whenyourecorda cue,all of thefixture parameterin the cueareassignedhedefaultfade,
delayandpathvalues.Similarly, whenyou assigrtimingsto a cueafterrecording thetiming
valueis appliedto all fixture parameteri the cue.However, you canassigrfade delayor path
valuesto individual parametern the Programmerandthesesettingsarethenincludedwhen
yourecordcuesandscenesand(optionally) palettesYou canalsoassigrtimingsto parameters
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in the cue,sceneandpaletteeditors.Notethatyou canonly assigrtimingsfor a parametethat
hasavaluein theeditor

To displayparametefadetimes,delaytimesor pathsin aneditor, selectthe Fade, Delay or
Path buttonsfrom thetop left of the editorwindow.

You canassigntheindividual timings of parametersisingthe parametewheels thecommand
line or directlyin editorwindows. You canalsoassigrtimingsto all parametersf afixtureusing
the parametewheelsor thecommandine.

»

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 the parametersf afixture:

1.

Selectthefixturesthatyou wantto assigntimingsto, makingsurethatthey
have beengivenparametevalues.

PresgheTime key.

TheWheelsToolbarwill shav theavailabletiming types(Fadeln, FadeOut,
DelayIn andDelayOut) togethemith their currentsettings seeFigure 13.4,
“The WheelsToolbar showingTiming”.

Usethe parametewheelsto assignthe desiredradeln, FadeOut, DelayIn
andDelayOut.

Notethatif youwantto seethetimingsthatyou have assignedn the editor, you canselectthe
Fadeor Delayviews usingthe buttonsin thetop left of the editorwindow. You don'thave to be
in theseviews to assigntimings, however.

Figure 13.4. The Wheels Toolbar showing Timing

To assignfadeanddelaytimingsto specificparametetypes:

1.

High End Systems

Selectthefixturesthatyou wantto assigrntimingsto, makingsurethatthey
have beengivenparametevalues.

PresgheTime key.
TheWheelsToolbarwill shav the availabletiming types.

Click on Fade In, Fade Out, Delay In or Delay Out andselecta parameter
type;seeFigure 13.5,“SelectingParameterTypesfromthe Wheelsloolbar”.

Usethe parametewheelsto assignthe desirediming.
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Figure 13.5. Selecting Parameter Types from the Wheels Toolbar

To assigna pathto all the parametersf afixture:

1.

Selectthefixturesthatyou wantto assigna pathto, makingsurethatthey
have beengivenparametevalues.

PresgheTime key.

TheSlot Toolbarwill shav buttonsfor All, In andOut; seeFigure 13.6,“The
SlotToolbar showingPaths”.

Choosédn to assigna pathto be appliedto the parametersvhenthefixture
they belongto is increasingn intensityduringthe crosside.ChooseOut to
assigna pathto be appliedto parametersvhenthefixture they belongto is
decreasingn intensityduringthecrosstde.ChooseAll to assigna pathto be
appliedto parametersf fixturesirrespectve of whethertheir intensityis in-
creasingor decreasing.

ThePathsToolbarwill open;seeFigure 13.7,“The PathsToolbar”.

Selectthedesiredpathfrom the PathsToolbar Thedifferenttypesof pathare
explainedin Paths(p.204).

Figure 13.

7. The Paths Toolbar

13.3.2 Assign Parameter Timings with the Command Line

To assigrnthefadetime for all parametersf afixture:

208
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13.3.3

1. Fixture 1 : selectthefixturesyouwantto assignatime to, makingsurethat
they have beengivenparametevalues.

2. Time 4, Enter : assignghefade time to 4 seconds.
To assignseparatéadein andfadeouttimes:

1. Fixture 1 : selectthefixturesyouwantto assignatime to, makingsurethat
they have beengivenparametewalues.

2. Time4 /7, Enter : assigngheFadeln time to 4 secondgndthe FadeOut
timeto 7 seconds.

To assigna fadetime for a particularparametetype:

1. Fixture 1 : selectthedesiredfixtures.

2. Colour Time 4, Enter : assignghefadetime of the colourparameterso 4
seconds.

To assignadelaytime, presshe Time key twice:

1. Fixture 1 : selectthedesiredfixtures.

2. Time Time 2, Enter : pressinglime twice assignghedelay time.
To assigna path,pressthe Time key threetimes:

1. Fixture 1 : selectthedesiredfixtures.

2. Time Time Time 2, Enter : enteranumberto representhe path.

Selectthe pathby enteringa number;the mappingis the sameasthe orderthey appearnonthe
pathtoolbar startingat zerofor the default path.

Assign Parameter Timings in an Editor

To assignfadeor delaytimesdirectly in the spreadsheetf aneditor:

1. View therequiredtiming typeby pressingeitherthe Fade or Delay buttonin
thetop left of theeditorwindow.

2. Click in thecell for the desiredparameteror click anddragto selectarange
of cells.

Pressset.

4. Typein atimevalue,andpressEnter.
Whenenteringatime value,it shouldbein theform:

e [hours] h [minutes] m [seconds] s / [hours] h
[minutes] m [seconds] s

For example:

High End Systems 209



210

Lise 3 Cuw 1

Sectionl3: Timing

IF

Tha

Figure 13.8. The Cue Editor window with Fade selected

2s : 2 secondsn andouttimes.

2s/5s :2secondsn, 5second®ut.

1m: 1 minutein andouttimes.

1m10s : 1 minuteand10 secondsn andouttimes.

1h10m30s/1h : 1 hour, 10 minutesand30 secondsn time, and1 hourout
time.

UsetheH, M andS buttonsthatappeamwheneditingafadeor delaytime cell to entertheH, M
andS text into thecell. Alternatively, you canusean externalkeyboard.

v

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 the spreadsheetdf aneditor:

1.
2.

PresghePath buttonin thetop left of the editorwindow.

Click in thecell for the desiredparameteror click anddragto selectarange
of cells.

PressSet.

Choosea pathfrom the displayedist; seeFigure 13.9,“Selectinga Pathin
an Editor”.

Theln pathis appliedwhenthefixture is increasingn intensityduringthe
crosshde,andthe Out pathwhenthefixture is decreasingn intensity

PressOK.
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In:

Linear Linear

Start

End End
Over Over
Under Under
Damped Damped
Brake Brake

Accelerate | Accelerate

Shake Shake

Figure 13.9. Selecting a Path in an Editor

Thedifferenttypesof pathareexplainedin Paths(p.204).

13.3.4 Fanned Timings

You canfantimingsacrossnultiple fixturesjustasyou canfancolouror position.For example,
to fantimesacrosslOfixtures:

e Fixture 1 Thru 10 Time 5 Thru 14 Enter : fansthefadetimesof Fixtures
1 through10 betweerb and14 seconds:

Gl

- W A R Ca

- il o

Similarly, you canfandelaytimes:

e Fixture 1 Thru 5 Time Time 5 Thru 10 Enter : fansthedelaytimesof Fix-
turesl through5 betweerb and10 seconds.

For moreon fanning,includingfanningusingthe parametewheelsandin spreadsheatiews,
seeFanning(p.142).

High End Systems 211



Sectionl3: Timing

13.4 Cue Wait Timing

In additionto manuallypressin@o to executeyou canalsoautomatehetriggeringof a cueby
assigningawati valuefor thecue.Thewait valuefor acueis assignedn thewait columnof the
cuelistwindow. To assignhow long a cuetiming:

1. List1 Open : openthecuelist.

2. Selectthe Wait cell for thedesiredcue,andpressSet.

3. TheTrigger Toolbar will appeaibelor theWait cell; seeFigure 13.10,The
Trigger Toolbar”. Selectanoptionfrom this.

Hal ¥¥al Folow' Tmacsds Mamel Chck H ; WP 23 FRE M FRE

Figure 13.10. The Trigger Toolbar

A cue'swait columnoptionsare:

« Halt: Doesnotallow thecueto betriggeredautomaticallyunlessatimecode
valuelaterin thelist causeshe cueto bejumped.In all othercaseghe Go key
mustbe manuallypressedo executethis cue.Halt is shavn by anemptyWait
cell andit is thedefaultwait columnvaluefor newly createccues.

« Wait: Triggersthe cueafterthe specifiedime haspassedrom thetriggering
of the previous cue(eitherautomaticallyor by pressingGo). It shouldnotbe
confusedwith the Delay, whichis thetime betweerthe cuebeingtriggered
(afteraWait if thereis one)andthefadestarting.TheWait time schedulesues
within thecuelist whereasheDelaytime scheduleshefadesof eachparameter
within the cue.A cuecancontainmultiple Delaytimes,but it canonly have
oneWait time. SeeFigure 13.1,“Cue timings”.

A waitis displayedasthetime valuein the Wait cell.

« Follow: Triggersthe cueoncethe previous cuehascompletedall its fadeand
delaytimes.You canenteratime afterpressinghe Follow button,which de-
termineghetime betweenhepreviouscuecompletingandthefollow cuebeing
triggered.SeeFigure 13.1,“Cue timings”.

Thefollow is displayedn the Cuelistwindow as‘Follow + [time]'.

Thefollow time shouldnot be confusedwith thewait time. Thefollow time
controlsthetime betweerthe endof onecueandthetriggeringof the next,
while thewait time controlsthetime betweerthetriggeringof onecueandthe
triggeringof the next.

« Timecode:Triggersthecuewhenthespecifiedimecodevalueis received.See
MIDI timecodgp.312). Thetimecodevaluewill bedisplayedn thewait cell.
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¢ Manual: A manualcuecanonly betriggeredby pressinghe Go key. This
meanghecuelistwill stopuntil theGo key is pressedirrespectve of ary wait,
follow or timecodetriggersthatlatercuesin thelist mayhave.

Manualcuesareusefulbecaus¢heword ‘Manual’ appearsn the Cuelistwin-
dow to remindthe operatoithatthey needto presshe Gokey. They arealso
usefulto preventtimesbeingrecordednto the Wait columnwhenusingLearn
Timing (p.213).

« Clock: Triggersthecuewhenthespecifiedeal-world time anddateis reached
ontheHog 40Shuilt in clock; seeClodk Triggers (p.214).

13.4.1 Learn Timing

LearnTiming allows youto assigna cue'swait time valueby manualexecutingthe cueswith
the Go key whenthelearntiming optionis selectedor the cuelist.If atimecodeclock assigned
to thatlist is runningwhenlearntiming is enabled¢henthewait valuerecordednto thewait cell
will beatimecodevalue.

To useLearnTiming with timecode:

1. Open, Choose : openthe Cuelistwindow of therequiredcuelist.

2. Options - Cuelist Options : openthe Cuelistpaneof the cuelist'sOptions
window.

3. SelectEnable Timecode, andchooseatimecodesource Closethe Options
window.

4. IntheCuelistwindow, click View Timecode. The TimecodeToolbarwill
open.

5. If yourtimecodesources not currentlyrunning,click Simulate onthe
TimecodeToolbarto have the consolecreatea timecodesource Controlsfor
thetimecodewill appear

6. IntheCuelistwindow, selectLearn Timing.

7. Startthetimecodeandpresshe Go key whenthetimecodereacheghetime
thatyouwanteachcueto go. A timecodeframevaluewill appeain the Wait
cell for eachcue.

8. Whenyouhave finished,deselectearn Timing.

Now whenyou runthetimecode the cueswill betriggeredwhenthetimecodereachegach
cue'sassignedrame.For moreinformationontimecode seeMIDI timecodgp.312).

To useLearnTiming withouttimecode:

1. Open, Choose : openthe Cuelistwindow of therequiredcuelist.
2. EnsurethatEnable Timecode is notselected.

3. SelectLearn Timing.
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4. PresgheGo key to runthefirst cue,andagain to run subsequentuesafter
therequiredtime interval. A time valueequialentto the durationbetween
Go pressesvill appeaiin the Wait cell for eachcue.

5.  Whenyou have finished,deselectearn Timing.

Now whenyou run thefirst cue,the subsequentueswill betriggeredatthe sameintervalsas
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 assigna cueto betriggeredat a particulartime anddateusingHog 40S'sinternalclock:

1. List1 Open : openthecuelist.
2. Selectthe Wait cell for thedesiredcue,andpressSet.

3. TheTrigger Toolbar will appeabelor theWait cell; seeFigure 13.10,“The
Trigger Toolbar”.

4. SelectClock; theClock Trigger window will open:
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Clock Trigger

— -@- -E-  o- C
Siar Oals - - FO s mer w v

D Recemerce Pall=m

E Cance|

Hhal dataitme for M rigger 27 3 E00 Fu

5. AdjusttheStart Time andStart Date to assigra singleshottrigger.

6. If youwantthetriggerto recuratregularintervals,checkthe Recurrence
Pattern checkbox. Thenclick thefrequeng (Time, Daily, Weekly, Monthly,
Yearly)with which you wantthetriggerto recutr andselectoptionsfor the
specifiedfrequeng.

Tip
The next valid trigger date and time is shown at the

bottom of the Clock Trigger window.

7. Click OK.

Onceyou have setaclocktrigger, thecuelistwindow will now indicatethetriggertime andtype
in thecues Wait column:
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To enableor disablethe clock functionson a cuelist,togglethe Enable Clock buttonin the
cuelistwindow:

Chosen Master - List 2

Learn Wi Enabi nabie  Foliow ' Fobew

Lighans = - 2
Timing Cun= codsl  Clock Cum L

humzer L lan _amment
- 4 00 P | G T

£8, 10, Tk

423 Pl H |Cope aiGus 1 25, 108,158,

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

The Clock Toolbarshawvs thetime anddateaccordingto the Hog 40Sclock, andinformation
aboutthe next cuedueto betriggered.To openthe Clock Toolbar:

e Open + Clock : theClock Toolbarwill openontheleft touchscreen:

The Clock Toolbarwill automaticallyupdateits fieldsaccordingto the next 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

13.5.1

13.5.2

Loops and Links

Normally cuesin acuelistwill bereplayedn numericalorder but you canuselinks to change
this. Links canbeusedto jump to otherpointsin the cuelist,or to creatdoops.

Unlike someconsolesHog 40Screates link asa specialtype of cue,ratherthananattribute
of anordinarycue.Becausét is aseparatéemin thecuelist,you canmove cueswithin thelist
without disturbingthelink.

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.

Creating a Link
To createalink:

1. Open +[Cuelist 1]: openthecuelistwindow.

2. Playthecuesin thelist until thecurrentcue(shavn by -> in thewait column)
is the cuebeforewhereyou wantthelink.

3. Click onthelnsert Link buttonin thewindow. Thelink cuewill beinserted
afterthecurrentcue.

4. SelecttheFade cell of thelink.

5. Set[cue number] Enter: assignthecuenumberto belinkedto.
You candeletelink cuesin thesameway asary othertype of cue.For example:

o Cue 3.5 Delete

Creating a Loop

To createaloop, you needto have two things:

¢ Alink thatpointsto a cueearlierin the cuelist.

« All thecuesin theloop (betweerthelinked-tocueandthelink cue)mustbe
assignedvith wait or follow triggers;seeCueWait Timing (p.212).

Hog 40Swill recognisehis asaloop; seeFigure 13.11,“A Cuelistwith a Loop”.
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Figure 13.11. A Cuelist with a Loop

Exiting Loops

You candeterminevhenthe cueliststopsloopingandcontinueswith cuesaftertheloop. The
optionsare:

¢ Forever: theloopwill runindefinitelyuntil you pressthe Go key.

¢ Count: thecuelistwill loop theassignechumberof times.Assigninga count
of zerowill make the cuelistignorethelink.

¢ Timed: thecuelistwill loop until theassignedime periodhaselapsed.

To assigntheloopingbehaiour:

1. Open +[Cuelist 1]: openthecuelistwindow.
2. Selectthelink cue'sDelay cell, andpressSet.

3. Selectanoptionfrom the LoopsToolbar:

4. If youhave selectedCountor Timed, entera countor timedvalue.

You canalsoconfigurewhathappensvhenyou pressthe Go key duringaloop; seeAction of
gowhenLooping(p.261).
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13.5.3 Tracking Through Loops

By default, Hog 40S'sfeatureensureshat,whenyou uselinks to changehe orderof cueplay-
back,the cuesappearon stageasif they hadbeenplayedbackin the orderthey appeain the
cuelist.

Sometimeshowever, you mightwantto trackthroughlinks ratherthanmaintainstate.For ex-
ample,you arecreatinga loop wherethefirst time throughyou wantthe four fixturesto come
ononeatatime, andthroughoutheloop you wantthemto alternatecolourbetweerredand
blue.To dothis, you mightplot:

Cue Fixture 1 Fixture 2 Fixture 3 Fixture 4
Int. Colour Int. Colour Int. Colour Int. Colour
1 50% Red Blue Red Blue
2 ! Blue 50% Red Blue Red
3 ! Red ! Blue 50% Red Blue
4 ! Blue ! Red ! Blue 50% Red
5 Link to Cue 1

Theideais thattheintensityof the next fixture is broughtto 50%in eachcue,andthatthese
valuesthentrackthroughfor thedurationof theloop (shovn by thearrows). However, because
of the Maintain Statefunction,whenthe cuelistioopsbackto cue1l Hog 40Swill make cuel
look asit would have if you hadrunthe cuelistin order Theresultis thatfixtures2 to 4 will go
out, justasthey werethefirst time roundtheloop.

To stopthis happeningyou needto enableTrack Through Loops, in the Cuelist Options
window:

1. Open List 1 : openthecuelistwindow.

2. Pres9ptions andselecttheTrack Through Loops tickbox.

NotethatTrack ThroughLoopsalsoapplieswhenthe cuelistautomaticallyloopsbackto the
startof thelist afteryou play backthelastcuein 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

Effectscanbeusedo createarepeatingchangeor ‘movement’in thevalueof fixture parameters.
Effectsarerecordedaspartof cues,scenesandpalettes.

14.1

14.1.1

Table Effects

Tableeffectsareeffectsappliedto fixture functionsusingwave tablesthatapply mathematical
functions(suchassineor tangent}o valuesagainsttime. Tableeffectshave serenmainattributes:
table,size,rate,offset,andlength,bounce anddirection.Eacheffect tablealsohasits own
timing parametersor fade,delay andpath.

Therearethreewaysto applytableeffectsto afixture selection:

PredefinedEffect Palettes: A rangeof pre-programmeeffectscanbefoundin the effectsdir-
ectorywindow thatcanbe quickly appliedandthentwealedif desired

The Effects Engine: A specialeditorwindow whereuserscanassigrandedittheeffectsvalues
for the currentfixture selection.

Usingthe Programmer/ Cue Editors: Youcanassigrandediteffectsvaluesfor specificfixture
in editorssuchasthe programmejust asyou do with othervalues.

Effect Tables

Oneof themaincomponentsf atableeffectis the effect tableiteself,which appliesamathem-
aticalfunction (suchassineor tangent}o the parameteralues.The availabletables,andhow
theparametewaluevariesover time,areshavn in Figure 14.1,“Effect Tables”.

Notethattheeffectstablevariesthevalueof theparameteeithersideof its basdevel, represented
by the dottedline in thediagramsThethreetypesof randomtableareweighteddifferently, bi-
asingtherandomparametewaluestowardsthe low, high or middle partof the possiblerange.

Using Effect Tables

Listedbelon areexamplesof combinationf effectstablesin use:

¢ Circular Motion: A Sinetableis appliedto panandtilt, with tilt givenan
Offsetof 90 degrees.

e Square Motion: A Sawtoothtableis appliedto panandtilt, with tilt givenan
Offsetof 90 degrees.

« Can-CanMotion: A Steptableis appliedto pan,a Sinetableis appliedto tilt.
* Fly In Motion: A Steptableis appliedto pan,a Ramptableis appliedto tilt.
« Blue StepColour Effect: A Mark Ontableis appliedto cyanandmagenta.
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Sine % Tangent /H,' Step l_l_f
Sawtooth r""-.\-' Ramp / Inverse Ramp \
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Low-weighted ""I""'f High-weighted Centre-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
Theappearancef the effect tablethrougha combinationof adjustmentso its attributes:rate,
size,offset,bagin, end,start,length,direction,bounce andN-shot.

Effect Rate
Theeffectratecontrolsthe speedf theeffectin cyclesperminute.

Adjustinganeffect'srateglobally will increaseor decreas¢he numberof cyclesit completes

perminute.Whencombiningeffects,you canusetherateattribute to build a specificlook. For

example,if you createaneffectwhereafixture performsacircularmotionfadingin onthefirst
circuit, outonthesecondthentheeffectontheintensityparametewould neecto be half of the
rateonthepositionparameters.

Thefollowing diagramshavs how thevalueof aparameteassignedo thesantoothtablechanges
overtime, with differentratevalues:

\

&0 cpm A0 zpm 120 eprm

222 High End Systems



Sectionl4: Effects

Effect Size

Therangeover which the parametewvaluevaries.This is describedn termsappropriateor the
parameterfor exampledegreesfor positionparametersyr slotsfor slottedcolourparameters.

For example,applyinga Sinewave with the default sizeof 5Hz to a basevaluestroberateof
5Hz will varyit from OHz throughto 10Hz. You candecreas¢his rangeby adjustingthe size:
2Hz will give arangebetweerBHz and7Hz.

Whencombiningeffects,adjustingspecificparametergffect sizeswill changehelook of the
effect. For example,acircle effect comprisingof asinetableon thepanandtilt canbemodified
to look like anelipseby alteringthe sizeof eitherpanor tilt.

Thefollowing diagramshavshow thevalueof aparameteassignedo thesawtoothtablechanges
over time, with differentsizevalues:

AV

d
!
50%

Effect Offset

The offsetsetsthe effect startandfinish point for eacheffect, sothey canbe staggeredlt is as-
signedin degrees.

For example to createanintensityripple acrossa rangeof fixtures,divide 360 degreeshby the
numberof fixturesandoffseteachfixture by multiplesof this amount.For example,with six
fixturesoffsetat0, 60,120,180,240,300degrees The easiestvay to do thisis to usefanning;
seeFanning(p.142).

Thefollowing diagramshavs how thevalueof aparameteassignedo thesantoothtablechanges
overtime, with differentoffsetvalues:

o= ao” i

Effect Begin , End, Start

Thebegin andendvaluesof aneffectrepresenthelimits thatthefunctionvaluewill hit asit
passeshroughthe effecttable. The begin andendvaluescanbeediteddiretly in the effectsed-
itor window or in theprogrammer cueeditor Be awarethateditingthebegin andendvalues
aneffectresultin anadjustmento the basevaluefor thatfixture functionaswell.

Thestartvalueof aneffectis therealworld valueatwhich thefunctionwill starttheeffect. The
startvalueof aneffectis directly tied to the offsetvalueof aneffect.
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Thefollowing diagramshovs the begin, end,andstartpointsof a simpleefffect:

Start

End

Effect Length
Thelengthis theproportionof theeffect'speriodthatit is activefor. It is assigne@sapercentage.

Thefollowing diagramshavs how thevalueof aparameteassignedo thesawtoothtablechanges
overtime, with differentlengthvalues:

o {\f =

100%

N Shot
Thisis the numberof timesthatthe effect repeatdeforefinishing. A dash(—) in theN Shot
cell denoteghatthe effectwill runindefinitely

Bounce
Whenbouncss enabledor aneffectthefixture functionwill runonedirectionthroughtheeffect
cycleandthenreversedirectionto runthroughthecycle in the oppositiedirectionandwill con-
tinueto alternatethedirectionin whichit runsthroughthecycle.

Direction

Thedirectionof aneffect determinesvhetherthe selectedvave tablewill beappliedto the
functionin aforwardor reversedirection.

14.1.3 Building Table Effects in the Effects Engine

To applyaneffect:

1. IntheProgrammeor editor, selectherequiredfixturesandassigrntheirbase
parametewalues.Thesesettingswill bethe‘underlying’ statefor the effect:
for example thecentempositionof afixture doingacircularmovementeffect.
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Equally, anintensityripple betweerD-100%will needa basevalueof 50%
in orderto usethefull lengthof theeffect.

2. Open + Effect : the Effects Engine andEffect Directory will open.

3. IntheEffectsEngine,selecttheTable cellsfor thefixture parametershat
youwantto applytheeffectto.

4. PressSet, choosaheeffecttablefrom the menuandpressEnter.

&R Colour

Al Hanm

ni=nsity

b

Fan

EL |

Figure 14.2. The Effects Engine

Oncetheeffecttableis assignedyou canmodify theeffect attributeseitherby editingthevalues
in the spreadsheadr usingthe parametewheelswhenthe Effect 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 editthevaluesin the spreadsheet:

1. Selectthecellsfor the parameterghatyou wantto edit,andpressSet.

2. Typeanew value,andpressEnter.
Or, usingthe parametewheels:

1. PresgheEffect key.

2. Selectheindividual parameterthatyouwantto editin theleft handFunction
columnof the EffectsEnginewindow.

3. AdjusttheSize, Rate, Offset andLength parametewheelsasrequired.
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Notethatthe parametewheelsonly controlthe currenteffectsrow, selectedisingthe buttons
in the Function column.Therearebuttonsfor all parametetypes,for all intensity all colour,
all position,all beam andfor eachindividual parametetype.

v

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

Effectscanbe assignedlirectly to specificfixturesandtheir attributesin ary editorincluding
theProgrammeiThisis helpfulwhenyouwishto make smallchangesvithoutopeningheEffects
Engine.Effecttypesareassignedndeditedin the Table view, whilst effect attributescanbe
adjustedn the Size, Rate, Offset, Length, Table andN Shot views. Theviews areselectedy
buttonsat thetop of the Programmeor editorwindow.

For example to createanoffsetcircle effect usingfixturesin positionsfrom the currentonstage

look:

7.
8.

Main Toolbar — Programmer : openthe Programmer

1 Thru 5 Position Suck : suckspositioninformationfrom fixtures1 through
5 thatarecurrentlylive on stage.

Table : selectthe Tableview in the Programmerthe panandtilt columnwiill
read[Off].

Selectall panandtilt cellsof the selectedixturesby clicking anddragging.

Set — Sine, Enter : choosehe Sinetablefrom thedrop-davn menuand
confirmby pressingenter

SelectOffset : selectthe Offsetview in the Programmerthe panandtilt
columnwill read[0-Deg].

Selectall panandtilt cellsof the selectedixturesby clicking anddragging.

Set 1 Thru 288 Enter : offsetpanandtilt equallyacrosghefixtures.

Onceyouhave appliedaneffectto aparameteiit will appeain theValueview of theProgrammer
or editorwith the effectssymbolnext to thevalue:

226
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Programmer
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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 subsequentuesuntil anew valuefor the particular
parameteis reachedYou canturn effectson andoff, setthemto trackthroughin the Table
columnof the Effects Engine, Programmer or editor.

In the Programmefor example:

1. SelectTable view.

2. Selectthecell of the parametefor which youwantto turnthe effect off or
allow to trackthrough,andpressSet.

3. SelectOff or Track from the dropdown menu.

14.1.6 Cue Timing and Table Effects

Whenyourecorda cue,sceneor palettethatincludeseffectsvalues eachfixture parametehas
its fade delayandpathvaluein theusualway; seelndividual ParameterTimings(p.206). These
timingscontrolhow thefixture parametechangedrom its startingvalueto its underlyingvalue
in thecueor sceneasthecueor scends playedback.

Youcanassigrseparateffectstimings(fade delayandpath)to controlhow theeffectsmovement
changessthecueor scends playedback.Figure 14.3,“Controlling Effect Transitionswith
Timing” shows how differenttiming valuescontrolhow a parametewith a stepeffectchanges
duringplaybackof acue.
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Figure 14.3. Controlling Effect Transitions with Timing

You canassigreffect fadetimesusingthe commandine:

1. Fixture 1 : selectthefixturesyouwantto assigraneffecttime to, making
surethatthey have beengivenparameteralues.

2. Effect Time 4, Enter : assigngheeffectfadetime to 4 seconds.

To assigra effect delaytime:

1. Fixture 1 : selectthedesiredfixture(s).

2. Effect Time Time 2, Enter : pressinglime twice assignghe delaytime.

You canalsoview andassigneffecttiming valuesin the EffectsEnginewindow:

228
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14.2 Effect Palettes
14.2.1 Predefined Effect Palettes
You canquickly apply effectsto the currentselectionusingpredefinedeffectspalettesn the
EffectDirectory;seeFigure 14.4,“The EffectDirectory”. Effectspalettegor parametefunctions
notavailablein thecurrentselectiorwill be greyedout; for examplethelris Step paletteis not
availablefor StudioColor575sasthey do nothave aniris parameter
To openthe Effect Directory:
e Open + Effect
Or:
. Effect, Effect
Effect Directory
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Figure 14.4. The Effect Directory
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To applyaneffectspalette:

1. 1Thru5 @ 50 Enter : selecttherequiredfixturesandassignanintensity
value

2. Effect 13 Enter : assignEffect Palette13. StudioColors1 to 5 fadetheir
intensitybetweer0 and100%.

You canalsoselectthe effect paletteby pressingor clicking onits buttonin the Effect Directory
window.

14.2.2 Adjusting Predefined Effects

Onceyou have applieda predefineceffectspaletteto the selectedixtures,you canalterthe at-
tributes(Rate Size,OffsetandLength)of theeffectusingtheparametewheels;for explanations
of thedifferentattributes,seeTable Effect Attributes(p.222). The WheelsToolbarshavs the
currentparametewraluebeingassignedy eachwheelwheneer the Effect key is selectedsee
Figure 14.5,“The WheelsToolbar showingEffect Attributes”. For moreon thedifferenteffect
attributesseeTable Effect Attributes(p.222).

E¥erin Sha D Dk

] 53 ('

Figure 14.5. The Wheels Toolbar showing Effect Attributes

14.2.3 Recording an Effect Palette

You canrecordary combinationof effect parameteraluesinto a palette:

1. IntheProgrammeor editor, selecthefixtures,andassigrtherequiredeffects.
You cando this directly in aneditoror usingthe EffectsEngine.

2. Record, Effect : the Effect Directory window opens.

3. Selectalocationby pressinga buttonin thedirectorywindow.

Thiswill only recordparametershathave beentouchedin the Effectwindow, anddoesnotin-
cludetheparametersinderlyingvalues.To includeunderlyingintensity position,colour, beam
andtime informationusethe mask function:

1. Selectthefixtures,andassignthedesiredeffecttable.
2. Record, Effect

3. SelectMask from theRecord Options Toolbar, andselectthe parameter
typesthatyou wishto record:Use | for intensity Use P for position,Use C
for colour, Use B for beam,andUse T for time values.

For moreon maskingwhenrecordingpalettesseeRecoding Paletteswith
Kind Masking(p.159.

4. Selectalocationfrom the Effect Directory window.
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Naming an Effect Palette

14.2.4

14.2.5

You cangive aneffect palettea namethatwill bedisplayedn the Effect Directory:

1. Open + Effect : opengthe Effect Directory.

2. CheckthattheGuard buttonis selectedsothatyoudon'taccidentallyactivate
apalettewhenpressingts buttonin the directory

Selectthe paletteto 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.

Using Effect Palettes in Programming

In the Programmeor editor, you canapply aneffect by selectingt from the Effect Directory.
Theeffectwill beappliedto the currentfixture selection providing thatit containgparameter
informationfor the selectedixtures.An iris stepeffect cannotthereforebe appliedto afixture
thathasnoiris function.By default, predefineceffect palettesaredirect; seeDirect Palettes

(p-162).

For example:

1. Open + Effect : openthe Effect Directory window.
2. 1 Thrub5 : selectthefixtures.
3. [Effect 1] : selectthe effect from the Effect Directory window.

Or, usingthecommandine:

. 1 Thru 5 Effect 1 Enter

Editing Effect Palettes

You caneditaneffect paletteby openingit in aneditorwindow; you cantheneditits contents
in the sameway asyou editvaluesin ary editor SeeBuilding Table Effectsin Editors (p.226).

To openaneffectin aneditor:
1. Open + Effect : openthe Effect Directory.

2. Open + [Effect 1] : openthe editorfor [Effect 1].

You canselecttheeditorview (Table, Size, Rate, Offset, Length, N Shot) youwishto edit
in. Also ensurehatthe editoris active with its Edit buttonselected.

You canalsoopenan effectspalettewith the commandine. For example:
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. Effect 1 Open

14.2.6 Deleting Effect Palettes

To deleteaneffect paletteusingthe commandline:

1. Effect 1 Delete : deletesEffect Palettel.
2. Click OK to confirmthedelete.

Or, from the Effect Directory:

1. PresandholdDelete whilst selectinghepaletteto bedeletedrom directory
2. ReleaseheDeletekey. A dialogwill appeaaskingyouto 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 malke a copy of aneffect palettein anew location:

e Effect 1 Copy; Effect; 2 Enter : copiesthe contentof Effect Palettel to
Effect Palette2.

e Effect; 1 Position; 2 Copy Effect 2 Enter : copiesfixturesthatarein Effect
Palettel andin Position2 into Effect Palette2.

Similarly, to move aneffect paletteto a new location:

e Effect; 1 Move Effect; 2 Enter : movesthe contentof Effect Palettel to
Effect Palette2, leaving 1 empty

If thedestinatioreffect palettealreadyexists,you will beasledto chooseanoption:Insert,
Merge and Replacg(p.163).
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Section 15: Kinds and Wheelsets

15.1

15.1.1

15.1.2

Kinds

Kinds arecollectionsof fixture functionsorganizedinto wheelsetsThewheelsetsletermine
how thefixture functionsassignedo thekind will cordinatewith theconsole'snainencoder
wheelswhenthekind is selectecanda fixture selections made Kinds arestoredin thekinds
directoryandexist in two differentforms:fixedkindsanduserkinds.

Fixed Kinds

Fixedkindsareautomaticallygeneratedby the consoleandcollectivity containall of thefixture
functionsusedin your show. Every functionof every fixture scheduledn your shov will exists
in oneof the sevenfixedkinds: Intensity Position,Colour, Beam,Effects, Time, or Control.
Thefixedkindscanbeselectedisingdedicatedront panelkeysor by clicking ontheirrespectie
buttonsin thekindsdirectory Thekindsdirectorycanbe opennedy holdingOpen andthen
selectingkinds from the maintoolbarat the bottomof theright handscreen.

Whenanew fixture typeis addedo ashav throughthefixture scheduleits functionsareauto-
matically populatedn thefixedkindsandorganizedontowheelsetdasedn a default master
wheelsetemplateestablishedy theHog 40S.Fixedkindscannotbe deletedor moved. Thisis
why they areknown as"fixed"kinds.

Functionghataremarkedwith alockicononthewheelsetsvithin afixedkind cannotedeleted.
Thisis becausehosefunctionsareconsideredo be permanentesident®of thatfixedkind and
arefundamentato the maskingschemeof thatfixedkind. However, you canaddadditional
functionsto afixedkind if youwish. For example,you canadda colourmixing functionsuch
asCyanto thefixedpositionkind if you desire.Be awarethatary additionalfunctionsyou add
to awheelsetn afixedkind will notfunctionaspartof thatfixedkind'smasking Thearrangement
of thefunctionson thewheelsetsithin afixedkind arecompletelycustomizableegardlessof
whetheror notthey aremarledwith alock icon.

User Kinds

Userkinds,unlikefixedkinds,arenotautomaticallygeneratedvhenaddingfixturesto theshaw.
Userkindsarecustombuilt by theuser allowing you to createsmallercollectionsof fixture
functionsonfewerwheelsets.

Userkindsarestoredin the kindsdirectoryandarealsoaccessablasingthe 12 functionkeys
onthefront panelof the console(whenthefunctionkeys aresetto kind mode).To togglethe
functionkeysbetweer'Kind" modeand"Command'modehold down Pig andpressEnter. The
modeof thefunctionkeysis displayedonthemaintoolbar To openthekindsdirectoryhold the
open key andpressthe"kinds" buttonon the maintoolbar Note: Theuserkind keys onthe
RoadHog 4 consoledo nothave LCD displays.Oncecreateduserkinds canbe selectecy
pressinghe cordinatingfunctionkey on thefront panelor by selectingthekind from the kinds
directorywhenguardis turnedoff. If you createmorethan12 userkindsthe consolewill auto-
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Figure 15.1. Fixed Kinds in the Kinds Directory

maticallychangehelastfunctionkey onthefront panelto anext button.You cancreateasmary
userkindsasyou want.

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 manuallycreatea new userkind:

1. Open + Kinds openstheKinds Directory Window.

2. PressRecord andthenpressary emptycell in the Kinds Directorywindow.

Auto-generating User Kinds

You canauto-generataserkindsfor your shaw by pressinghe auto-kindbuttonathetop of
thekindsdirectoryor fixture schedulevindow. Auto-generatediserkindsarebasedon pre-
definedfamiliesof functionsestablishedby theHog40S.For example,Cyan,Magenta,yellow,
Hue,andSaturatiorareall partof the colourmixing family asdefinedin the Hog 40Slibrary
model,thereforeafixture thatfeatureghey functionswould automaticallygeneratea userkind
containingCMY andHS functions.

Deleting Users Kinds
To deletea userkind:

1. Open +Kinds opengheKinds Directory Window.

2. Pressandhold Delete andthenpressthecell of thekind youwishto delete
in theKinds Directorywindow.
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Figure 15.2. User Kinds as displayed in the the Kinds Directory and on the Front
Panel
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Figure 15.3. Auto Kinds Button in the Kinds Directory

Copying and Moving Users Kinds

To copy auserkind:

1. Open + Kinds openstheKinds Directory Window.

2. Click onanexistinguserkind in theKinds Directory, presshe Copy key, and
thenclick onary emptycellin theKinds Directorywindow.

To move auserkind:

1. Open +Kinds opengtheKinds Directory Window.
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2. Click onanexisting UserKind in the Kinds Directory, pressMove andthen
click onary emptycell in the Kinds Directorywindow.

15.2

236

Wheelsets

Wheelsetsarethebuilding blocksof bothfixedkindsanduserkinds. They specifyhow fixture
funtionsassignedavithin akind aredisplayedntheconsole'snainencoderwheelsvhenafixture
selectionis made.

Note: Thecenterwheellocatedbelowthe centertouchscieenontheHog 4 console'sront panel
is configuedsepaatelyfromthewheelsetgstablishedn thefixedor userkinds.For more in-
formationon the centerwheel'sfunctionassignmentsCenterWheelPrefelenceqp.94)

Every effort hasbeenmadeby the developersof the Hog 40Sto provide you with alogical
wheelsetarrangemeny default but sometimes re-arrangemenrdf the functionswithin a
wheelsebr are-arrangemertdf thewheelsetshemselesis neccessaryrhis sectionis intended
to increaseyour understandin@f how to managehewheelsetsn your show.

To accesshewheelsefor ary particularfixed or userkind:
1. Open +Kinds opengtheKinds Directory Window.

2. Hold Open andclick onary existing kind in the Kinds Directory

Within eachkind editoraretwo mainsectionsOntheleft is alist of functions.Ontheright is
agraphicalinterfaceshaving setsof encodemwheelsarrangedn groupsof five. Eachoneof
thesegroupsof encodemwheelsis calledawheelset.
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Figure 15.4. Wheeslets displayed in a kind editor

Wheelsareholding placesfor fixture functionsandcordinatewith theencoder®n thefront
panel.Youwill noticethatseveralwheelsetganexist within asinglekind editor.

To assigna function to a wheelset:Click anddraga functionfrom thelist of functionson the
left handsideof thewindow to any wheelon oneof thewheelsets.

To deletea function from a wheelset:Click on thefunction.It will highlightin blue.Press
delete.Thefunctionwill bedeletedfrom thewheelset.

To add a wheelset:Click anddraga functionfrom thelist of functionson theleft handsideof
thewindow to wheelon the greyed out wheelsetat the bottomof theright handsidesideof
window.

Todeletean entirewheelsetClick arnywhereonthewheelset'$rame. Thewheelsetvill highlight
in blue.Presgdelete.The entirewheelsetaindits containedunctionswill bedeleted.

To move a function on a wheelset:Click anddragthe functionyou wish 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

You canselecffixturesfrom whatis on stageusingthe Live key. Fixturesareconsideredo be
onstagef theirintensitiesarenon-zerolf youwishto selecffixturesthatareonstagebut have
intensityvaluesat zerothenyou canusePig + Live.

Below aresomeexamplesof how live canbeused:
* Live Enter : selectsall fixturesthatareon stagewith intensitiesabove 0.
«  Pig + Live Enter : selectsall fixturesthatareon stageregardlesof intensity

You canapplyamaskto theselectionThis allows youto selectall fixturesthatareonstagehat
areassignedo particularvaluesor palettesFor example:

¢ Live @ 50 : selectdixturesthatareon stageat 50%.
e Live @ 50 Thru 80 : selectdixturesthatareon stageat 50%to 80%.
¢ Live @ O : selectdixturesthatareat 0%.

Usinga paletteasa mask:

e Live [Blue]: selectdixturesthatareon stagethatareattheir ‘Blue’ palette
settings.

You canusetheLive and/ keystogetherto selecffixturesthatarebothlive on stageandin a
specifiedfixture selection:

e Live 1l Thru5 selectdixturesthatarein therangel to 5 thatarelive onstage.
e Live/Group 1 selectdfixturesthatarein Groupl thatarelive on stage.

Notethatin all theabove examplesusingthe Live key only selectdixtures;it doesnotalter
valuesin the Programmeor 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

Sometimeyouwill endupwith alook onstagerin acue,sceneor palettethatyouwanttoreuse
in furtherprogrammingTherearevariouswaysin which you canbring thosefixturesand
parameteraluesinto the Programmenpr editor.

16.2.1 Suck

You canuseSuck to assigrfixture parameterso the valuesthatthey currentlyhave ‘on stage’.
It doesn'assignparametershatareattheir default value, or thatbelongto fixtureswith anin-
tensityvalueof zero.This helpsto ensurghatyou don'thave redundant/aluesin the cuesthat
you create which cancauseproblemdaterby blockingvaluesthatshouldtrackthrough.The
Suck buttonis locatedon the Main Toolbar

You needto have fixturesselectedeforeusingthe Suck commandFor example,if Group3
containsStudioColor575s1 to 3:

e Group 3 Suck : assignsghefixturesin Group3 to theircurrentonstagevalues:
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Similarly, you canapplythisto palettesscene@ndcuesusingtheLive key to bring in fixtures
andtheir parametevaluesthatareon stage:

240 High End Systems



Sectionl6: AdvancedProgramming

¢ Live [Red Palette], Suck : fixtureson stageassignedo RedPaletteare
broughtinto the Programmer:
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Or, you canusea maskto bring particularparametetype valuesfrom specificpaletteshatare
on stage For example,to bring theintensityvaluesof [Red Palette] into the editor:

. Live [Red Palette], Intensity Suck : theintensityvaluesof fixtureson stage
assignedo RedPalettearebroughtinto the Programmer:
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16.2.2 Using Live and Touch

UsingLive andTouch togethertouchesall parametershatbelongto fixturesthatareat non-
zerointensityonstagejncludingparameterattheirdefaultvalues Thisis similarto suck,except
thatit will bringall valuesinto the Programmeor editor, includingthosethatareattheir default
values.TheTouch buttonis locatedon the Main Toolbar

For example,if StudioColor575s1 to 3 arein the outputwith anintensityof 100%:

e Live Touch : bringsall theparametersf StudioColor 575s1 to 3 into the
Programmemot just theintensityvalues(assuckwould):
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You canselectthe parametetypesto touch:

e Live Colour Touch : only thecolourparameteraretouched:
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16.2.3
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Using Copy to Bring Values into an Editor

Youcanbring parametevaluesfrom apalette sceneor cueinto aneditorsuchastheProgrammer
usingCopy:

e Cue 1l Copy, Enter : copiesthe contentsof Cuel of the currentlychosen
cuelistinto the currenteditor.

You canchosewhich fixturesor parametetypesarecopiedinto the Programmeror example:

e Cuel Position Copy, Enter : copiesonly thepositionvaluesfrom Cuel into
thecurrenteditor.

16.3

Highlight and Lowlight

PressindheHighlight key temporarilyadjustsheselectedixturesto ‘openwhite’, with intensity
atfull andall otherparameterattheir default settings This functioncanbe usefulwhenyou
wantto seethe beamof afixture onalit stage whenassigningocuspositionsfor example.
Highlight only changeshe parametewaluesin the output,notin the currentcueor in the Pro-
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grammeior editor, andhighlighthasthehighesipriority whentheconsoledeterminesiparameter's
outputvalue.

Highlight will remainactive until you pressthe Highlight key again, andyou canusethe Next
andBack keysto highlightin turn eachfixture in the currentselection.

Youcanreleaseachparametefrom highlightby adjustingts valuein theProgrammeor editor,
lettingyoumodify parametersvhilst keepinghefixture beamasvisible aspossible For example,
supposéhatyou have a StudioSpot575subtlylighting a partof the stagesettingwith adark
bluebreakupobo,softenedisingthefrostparameteandwith theiris controllingthebeansize.
Thepieceof setthatthe StudioSpotis lighting hasbeenmoved,andyou needto refocusit while
keepingtherestof thelighting stateon stagesothatrehearsalsancontinue.To do this using
Highlight:

1. Selectthe StudioSpotin the Programmer

2. PresgheHighlight key. The StudioSpotwill retainits positionon stage put
theintensitywill goto full, the colourto white, the goboandfrostto open,
andtheiris to 100%,sothatyou canseethebeamclearlyonthelit stage.

Adjustthe panandtilt parameterso positionthe StudioSpotasrequired.
4. Adjusttheiris parameteto give the correctbeamsize.

PressheHighlight key againto releasehecolour, goboandfrostparameters
from Highlight, sothatthey returnto their original programmedralues.The
valuesfor pan,tilt andiris retaintheir new valuesin the Programmer

6. PresdJpdate andOK to recordthe changesn theappropriatecue;seeAuto
Update(p.245).

Customising Highlight

By default, highlight bringsintensityto full, with all colourandbeamparameterattheirdefault
values However, you canusea paletteto assigrnthe highlight valuesfor eachparameteof each
fixture. This canbe usefulasthe default highlight valuesfor someparametersnay not bewhat
youwant; for example,you may preferto leave zoom,focusandiris settingsunalterecoy
Highlight sothatyou canseethe programmedeamsizeandedgequality.

To assigna pre-&isting paletteto bethe highlight palette right-click it in the palettedirectory

andselectit asthehighlight palette Thehighlight paletteis shavn bythem 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,theparametersf fixturesthatarenotselectedvhenyou usehighlightremainattheir
currentoutputvalues.You cancustomiseheoutputvaluesof theseparametersluring highlight
by creatinga lowlight palette For example,you couldcreatea lowlight palettethatsetsthein-
tensityof all fixturesto 30%,to give the highlightedfixture greatercontrast.

Notethatlowlight only affectsparametevaluesof thenon-selectedixturesin thecurrenteditor.
Parametewaluesbeingoutputby playbackswill notbeaffected.

To assigna pre-&isting paletteto bethelowlight palette right-click it in the palettedirectory

andselectt asthelowlight palette.Thelowlight paletteis shavn bytheu iconin 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

Whenyou areprogramminga comples shaw, thelook on stagemay be built up from cuelists
andscene®n severalmastersYou canchangethelook by assignindixture parametevalues
in theProgrammerbut it is difficult to know which cueor scends contrituting which values
tothetotalonstageHog 40S'sAuto Updatefeatureautomaticallysuggestsheappropriateues,
palettesandsceneto memgethechangesnto, allowing you to choosehow the updatesareper
formed.

Auto Update =
The kst below shows cess, scenss med palslizg thal hevs been overaddsn by the programms:

Type

Cusist

-. 1:Cue 1 CuE

= D Track Blnchwanda

Tt D Ceiour 3 Prisite

Figure 16.1. The Auto Update window
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Whenyou have finishededitingin the Programmeyou canmeigethe parameteraluesinto the
currentlyplaying cues palettesandscenedy pressinghe Update key. The Auto Update
window will open,shaving which cuelistscues palettesaandscenesrecontritutingto thelook
on stagesothatyou canchoosewhichto update

For cuelists,you have severalchoices:

« Eitherupdatehecurrentcuein thecuelist,or tracktheprogrammingackwards
sothatthenew valuesaremermgedinto thelastcuewith a hardvaluefor that
parameterseeTracking ValuesBadkwards WhenRecoding (p.183.

« If youhave existing programminghatrefersto a palette you canchooseo
updatethepaletteinsteadof addingnew parametevaluesto acue.In thiscase,
thesaupdatewill beperformedirst, andanythingleft in theProgrammeafter
thiswill beusedto updatethe selecteccueor TrackBackwards.

For scenesyou have the optionto mergethe programmingnto the scenepr into the palettes
thatarereferredto in thatscene.

Onceyou have choseryour options,pressOK to performthe update Notethatthe parameter
valuesremainin the Programmer

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.

Whenyou pressthe Update key, the UpdateToolbarwill alsoappearseeFigure 16.2,“The
UpdateToolbar”. Thisallowsyouto selecwhich parametetypesareupdatedwhetherchanges
shouldtrackforwards,andwhethemreferenceshouldbe allowedwhenupdatingpalettesSee
Recoding Paletteswith Kind Masking(p.159), Stoppingvaluesfrom Tracking Forward (p.184)
andRefeencePalettes(p.162).

Anckeenn dfiaw Rels

Figure 16.2. The Update Toolbar

16.5 Editing Discreetly

It is oftenusefulto make changedo parametewaluesdiscreetly or without themappearingn
stageatall; duringarehearsabr performancdor example.To dothis, useHog 40S'sFade
Changes andBlind functions.

16.5.1 Fade Changes

If youselecttheFade Changes buttonin aneditorwindow, any changesyou make will appear
on stageover the currenttime settingsfor the changedgarameterd-or example,if you have in-
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16.5.2

tensityvaluesn theProgrammewith afadetime of tensecondsandyou seleciall of thefixtures
andpress@ 0 Enter, all of thelightswouldfadeto 0 over 10 secondsThis is usefulfor making
change®nthefly duringa performance.

Parametershatdon'thave timing valuesin the Programmeuwill fadein thedefaulttime, which
you canassignin the Default Timing paneof the User Preferences window:

e  Setup - Preferences — Default Timing

PresgheFade Changes buttonagainto revertto having parametevaluesappeain theoutput
instantly

To view andassigntime valuesfor parametersseelndividual ParameterTimings(p.206).

Tip
You can set a trackball key turn Fade Changes on and off; see Trackball
Keys (p.92).

Blind

Blind modeallows you to continueprogrammingandediting cues groups palettesandscenes
without changingthe onstaggarameteraluesof fixtures.TheBlind key is locatedabove the
Trackball;whenin blind mode,the Blind key will illuminate.

Notethatwhenyouturn off blind modeall parametewaluesthatyou have changedn the Pro-
grammeror editorwill instantlyappeaion stage.

To exit blind modegracefully hold down thePig key while pressinglind; parametersvill fade
to their new valuesin theassignedr defaultfadetime. Alternatively, selectFade Changes in
theeditoryou areusingprior to turningblind on or off.

Tip
Using Pig + Blind on Hog 40S is equivalent to using the Try Cue key on
the Wholehog II.

16.6

Parking

Sometimest is usefulto lock certainparametevaluesof fixturesindependentlyrom program-
ming, playbackandthe GrandMaster For example ,you mightwantto lock aparticulardimmer
ata certainlevel asaworking light, or pointafixture to provide light for maintenancevhilst a
rehearsabr programmings in progressParkis alsohelpfulfor dealingwith afixture malfunction,
locking its panandtilt sothatit doesn'imake a noiseasit triesto move duringthe shaow.

Parkingholdsafixture'sparametersn stageput still allowsyouto editthedatain theProgram-
meror othereditors.
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To parkfixture parametewalues:

1. Fixture 1 @ 50 : Selecffixture(s)andassignthe parameter(syou wish to
park.

2. More - Park : SelectPark from the More optionsof the Main Toolbar

To unparkfixtures,selectthefixtures,setary valuefor the parked parametersandhold the Pig
key while pressingPark.

Both the parkandunparkcommandwill accepta parametemaskon thecommandine, for
example:

«  Position Park : parksonly positionparametersf the selectedixtures.

16.6.1 Viewing and Editing What is Parked

You canview which fixtureshave parked parameterin the Fixture window andthe Output
window, andyou canview andedit parked parameteri the Parked Output window. Parked
parameterarealsoindicatedin the WheelsToolbar

The Fixture Window

To view which fixtureshave parked parameterin the Fixture window:

. Open + Fixture : theFixturewindow opensseeFigure 16.3,“The Parked
columnof the Fixture window”.

Firiure WWirckoas

=TT TS o e Lk e Fres
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Figure 16.3. The Parked column of the Fixture window

The Output Window

Parked parameterareshavn in the Output window with blacktext on anorangebackground.
Whenthe Outputwindow Sourceview is selectedheword ‘Parked’ is displayed.
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The Parked Output Window

You canview andmodify the parked settingsof fixturesin the Parked Output window; see
Figure 16.4,“The Parked Outputwindow”. To openthe Parked Output window:

«  Open + Parked : the Parked buttonis onthetoolbarthatappearsvhenyou
pressthe Openkey.

Within thiswindow you canedit parameteraluesin the sameway asin ary editor. You can
knocloutfixturesor parameteraluesto stopthembeingparked, or addor modify parameter
valuesto parkthem.
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Figure 16.4. The Parked Output window

The Wheels Toolbar

Parkedparameterareshovn in theWheelsToolbarwith anorangebackgroundar hatchpattern.

« Solid orangeoutline: all selectedixtureshave the parameteon this wheel
parked.

« Diagonalline orangebackground: someof the selectedixtureshave the
parameteon this wheelparked.
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Section 17: Playback

17.1 Physical Master Playback

Hog consoledhavetenphysicalplaybackmasterghatcuelists scenesandinhibitive submasters
(groups)canbeattachedo for playback. Eachmaster('masters’)hasafader aGo, key, a
Halt/Backkey, a Backkey anda Flashkey. Additional physical playbackmastercanbe added
to your consoleby addinga playbackwing or executorwing.

17.1.1 Attaching Cuelists and Scenes to Masters

CuelistsandScenesireautomaticallyattachedo amastemwhenyou createhemwith theRecord,
Choose syntax;seeRecodingto a Cuelistona Master(p.177). Otherwiseto attacha cuelistto
amaster:

. List or Scene 1 Move Choose : attacheCuelistl ontothechosermaster

Tip
You can reference several cuelists and scenes to different masters using
pages, see Pages (p.289).

Moving and Copying Cuelists between Masters

Moving a cuelistbetweermasterswill detachit from its original masterCopying a cuelist
betweermmasterswill leave thecuelistin its original location,andattacha copy of thecuelistto
thenew location.

To move acuelist:

1. PresgheChoose key of themasterthatyou wantto move the cuelistfrom.

2. Move
3. PresgheChoose key of the masterthatyou wantto move the cuelistto.

To copy (andsoduplicate)a cuelist:

1. PresgheChoose key of themasterthatyou wantto copy the cuelistfrom.

2. Copy
3. PresgheChoose key of themasterthatyou wantto copy thecuelistto.

Detaching a Cuelist from a Master

To detacha cuelistfrom amaster:
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¢ Delete + Choose : detacheshe cuelistfrom thechosermaster

Notethatthiswill notdeletethecuelistitself or removeit from thecuelistdirectory only detach
it from themaster

17.1.2 Controlling Playback

Onceassignedo masterscuelistscanbe playedbackusingthe master'sontols,or usingthe
maincontrols.

Master Controls

Eachof thetenmasterdiasa Choose, Go, Halt/Back, Back, andFlash key, aswell asafader;
seeFigure 17.1,“The MasterControls”.

Choose kKey

GEo
HaltiBack
Back

Fader

Flash

Figure 17.1. The Master Controls

By default, the controlswork asfollows:

* Choose:allowsthemastetto bechoseror selectedlIf theblueLED isillumin-
atedsolidthenit is thechosemmastelandyou canusethemainplaybackcontrols
to controlthis masterlf theblueLED is flashingthenit is a selectednaster
andyou canusetheratewheelto controlthe playbackandeffect ratesfor the
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master The consoleallows for multiple selectednastersut only onemaster
canbechosertary time.

* Go: if thecuelistis inactive pressingGo will activateit onstagelf thecuelist
is alreadyactive thenpressingGo will runthenext cue,or restartpausedades
(seeHalt/Backbelow).

e Halt: pausesry runningfadeslf therearenorunningfadeghenpressingialt
will startafadebackto thepreviouscue.

« Back: immediaetlybeginsafadeinto the previouscue.

« Fader: controlstheintensityof fixturesunderthe control of this playback.
Whenthefaderis atfull, fixturesappeaonstageattheirprogrammedntensity
Asthefaderlevel is reducedtheintensityof fixturesis reducedproportionally

* Flash: momentarilyputstheintensityof fixturesunderthe control of this
playbackto theirfull programmedalue,asif thefaderhadbeenputto maxim-
um.

You cancustomisehe function of mastercontrolsto suittherequirement®f theuseror a par
ticular shav; seeConfiguringPlaybad Contols (p.283).

Tip
Pressing or clicking on the Playback Bar is equivalent to pressing that
master's Choose key.

The Main Controls

Themainplaybackcontrols,positionedo theright of the mastergseeFigure 17.2,“The Main
Playbad Contmls”) work with thecurrentlychosemmasterYou canalsousethemwith another
mastetby holdingdown therequiredChoose key while pressinga key from themaincontrols.
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Choose Key

Azzert Key

Release Key

Fig Key

Skip Forward

Skip Backward

Back Key
Halt Key

Go Key

Figure 17.2. The Main Playback Controls

Themainplaybackcontrolkeys are:

« Assert: reassertsontrol of fixture parameterdy thechosermasterif other
masterdiave takencontrolundertheLatestTakesPrecedencrile; seeAsserting
OneCuelistOverthe Others (p.266).

* Releasereleaseshechosermaster'sontrolof fixture parametersnakingthe
cuelistinactive; seeReleasingMastess (p.255).

e Skip Forward/Skip Back: stepsforwardor backwardthroughthechosen
cuelistby onecue.Cuetiming informationwill notbeused- thecueappears
on stagemmediately

¢ Back: immediaetlybeginsafadeinto the previouscue.

¢ Halt: pausesry runningcrossadesonthe chosermasterlf therearenorun-
ning crossadesthenpressingHalt will startafadebackto the previouscue.

* Go: if thechosercuelistis inactive pressingGo will activateit onstagelf the
cuelistis alreadyactive thenpressingzo will runthenext cue,or restartpaused
crosshdes.
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17.1.3

Releasing Masters

You canremove a cuelist'slook from the stage sothatit relinquishescontrol of all fixture
parametersindeffectively turnsthe cuelist'soutputoff; thisis known asreleasinghe cuelist.

To releasea cuelistonamaster:
¢ Release : releaseshecurrentlychosermaster
Or:

¢ Release + Choose : usethe Choosekey of the mastemwith the cuelistyou
wishto release.

Pressingso aftera cuelistis releasedvill resumeplaybackirom the currentcue.To have the
cuelistgo backto thebeginningwhenit is releasedseeResettingCuelistson Releasdp.257).

Tip
You can release all playbacks at once by pressing Pig + Release.

If youhave noothercuelists scenesor groupsactive whenyoureleasahecuelist,thenreleasing
returnsall fixture parameterso their default values A fixture'sdefault parametevalueswill be
determinedy theFixtureLibrary; youcanchangehedefaultvaluesin theEdit Fixtureswindow,
seeAssigninga CustomDefault(p.123).

If you have othercuelists,scene®r groupsactive, thencontrol of fixture parametersnaybe
transferredo oneof themon releasinghe cuelist;seeRunningMultiple Cuelists& Scenes

(p-264).

Release Time

Whenyou releasea cuelistandfixture parametergoto their default values they do sooverthe
releasdime, andthis changemaybevisible if you have fixturesthatarevisibly live on stage
(i.e. with intensitiesabove zero).To assigrthe cuelist'sreleasdime:

1. Open + Choose : openthe Cuelistwindow for the cueliston theselected
master

2. Options - Cuelist : openthe Optionswindow andselectthe Cuelistpane.

Alternatively, pressPig + Choose to opentheOptionswindow for theselected
master

3. Selectthe Releasdlime cell:
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lark Timg

Releass Tims

[t Edigci Hale

4. Set5, Enter: assignthedesiredreleasdime.

You canalsosetadefaultreleasdaime for all newly createctuelistsin the Cuelist 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

256

You canuseautoreleaseoptionsto sendfixture parameterso their default valuesat the endof
ashaw, ortorelinquishcontrolof parameterfor useby othercuelistsvhenacuelistis no-longer
needed.

Therearetwo Auto Releas@ptionsfor cuelists:

¢ Auto-releaseat End: Usethisto automaticallyreleasehe Cuelistatthe com-
pletionof thefadeanddelaytimesof thelastcue.

¢ Add ReleaseEnd Cue: After thelastcuehasrun anothempressof the Go key
will releasahe cuelistratherthanrunningthefirst cueagain.

You canassignautoreleaseoptionsin the Playback Options window of eachcuelist:

1. Open + Choose - Options — Cuelist

2. Selectthedesiredreleaseptionfrom the Action at End of List menu:
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You canalsoassigrnthe default Auto Releaseptionsfor new cuelistsin the Action at End of
List menuin the Cuelist paneof the User Preferences window:

e  Setup - Preferences - Cuelist

Resetting Cuelists on Release

You canassigna cuelistto resetwhenreleasedoit will proceedrom thefirst cuewhenGo is
pressedgaain. You canassignResein Releasén the Playback Options window of each
cuelist:

1. Open + Choose — Options - Cuelist

2. SelectReset on Release:

:I Pule_addd FHercix
D k2 Chaos S Hezst (n Pelease

D Track Through Loops :l Cus Craly
D Umrk Fads New Cus=a r:l Mark Tme New Cuss

Alternatively, you canturn on Reseton Releasdor all new cuelistsin the Cuelist paneof the
User Preferences window:

o Setup - Preferences — Cuelist

Releasing on Another Go

Whenrunningsereralcuelistsin ashav, seeRunningMultiple Cuelists& Scenegp.264), you
maywanta cuelistto releasavhenanothercuelistis triggered.This effectively givesthe cuelist
thelowestpossibleplaybackpriority; for moreon playbackpriority, seeChanginga Cuelist's
Priority (p.267). You cansetReleasen OtherGoin the Playback Options window of each
cuelist:

1. Open + Choose - Options — Cuelist

2. SelectRelease on Other Go:
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Alternatively, you canturn on Releasen OtherGo for all new cuelistsin the Cuelist paneof
theUser Preferences window:

e  Setup — Preferences - Cuelist

Choosing and Selecting Masters

At all timesoneof the physicalmasterf the consoleis chosenWhena mastetis choserits
chooseLED will beilluminated,thetitle of the mastemwill beshovn onthe playbackbarwith
abluebackgroundandthe master'sisamewill beannounceanthe maintoolbar Thechosen
mastercanbecontrolledusingthe play, halt, back,andpausekeysin the mainplaybacksection
of theconsoleThechosemasteralsodirectly recevescommand$rom thecommandine such
asrecord,goto,anddeletewhenadestinatioris not otherwisespecified Therecanonly beone
chosermasteratatime. To choosea mastersimply presshe choosebuttonassociatedvith that
master

Masterscanalsobe selectedSelectednasteronly respondo ratewheelchangesSelected
masterglo notrespondo the main playbackcontrolsanddo not directly receve commands
from thecommandine. To selecta masterhold down the choosekey of onemastemwhile
pressinghe choosekeys of othermastersWhenselectingmultiple masterghe lastchoosekey
to bereleasedvill becomeahe choosemrmasterWhena masteris selectedt's choose ED will
flashandthetitle of themastemill beshavn ontheplaybackbarwith astripedbluebackground.

fiLisid r 3 oLiEtd CList &

Girand i.-,._l 1 .'_.-_' | T ¥ i 1 8 e 1

Master

Figure 17.3. Example: Master 1 is chosen / Masters 2 thru 4 are selected

Cuelist and Scene Options

Youcanconfigurevariousoptionsthatdeterminehecuelist'priority, timing, andotherproperties
thataffecthow it is playedbackin the PlaybackOptionswindow of eachcuelist:

1. Open + Choose : openthe Cuelistwindow of thechosemmaster

2. Options - Cuelist : openthe Cuelistpaneof the CuelistOptionswindow.

Alternatively, you canquickly accessnary cuelistoptionsfrom the CuelistOptionsToolbarby
holdingdown the Choose key of the masterthe cuelistis 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.
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Figure 17.4. The Cuelist Pane of the Playback Options Window

You canconfigurethedefaultsettingsfor new cuelistsin the PlaybackDefaultspaneof theUser
Preferencewindow:

¢ Setup - Preferences — Playback Defaults

You canalsocustomisghefunctionof eachof the mastercontrolsandmaincontrols;seeCon-
figuring Playbad 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

You canassignseveral settingsthatcontrol cuelisttiming:
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Timing Function De- Notes
fault
Release Time 2s The time over which parameter values go to their

default values when the cuelist is released; see
Releasing Masters (p.255).

Assert Time 2s 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).

Back Time 2s 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).

Cuelist Rate 100% Default proportion rate of the cuelist. A rate of 50%
will double all cue timings, a rate of 200% will halve
all cue timings.

Cue Only Off 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.

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

Wrappingdecidesvhathappenso acuelistwhenit reacheshefinal cue.Configurethewrapping
in the Action at End of List menu:

« Wrap to beginningof list: Pressingso afterthefinal cueis reachedendshe
cuelistto its first cue.

¢ Add releaseend cue: Pressingso afterthefinal cueis reachedeleaseshe
list andsendst to its first cue.

* Auto-releaseat end: Thecuelistis releasedssoonasthelastcuein the
cuelisthascompletedall its fadeanddelaytimes.

« Don't allow wrapping: Thecueliststaysonthefinal cueuntil releasedr sent
backwards.

Cue Only

CueOnly enablesa cuelistto playbackcuedataonecueatatime (otherwiseknown asanon-
trackingcuelist).For example:ary cuedatain cuel is releasedsyou play cue2 sothatonly
datafrom cue?2 is onstageThereleasdime of the previouscueis determinedy thelongest
fadetimein the cuebeingplayed.
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Action of go when Looping

Whenthe cuelistis performinga continuoudoop with the useof alink cue,you canconfigure
theeffectof pressinghe Go key usingthe Action of Go When Looping menu:

Action Notes

Exit loop immediately 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 at end 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.

Restart Jumps immediately to the first cue in the loop.
Stop at next Stops at the next cue in the loop.
Ignore Ignores any press of the Go key whilst in a loop and the press

is during an actively running wait time.

For moreinformationonloops,seeLoopsandLinks(p.217).

Action of Halt when Halted

By default, pressingheHalt key whenacueis haltedstepgshecuelistbackacuein theassigned

backtime, seeCuelistTiming and RateSettingqp.259. You canchangehis actionusingthe
Action of Halt When Halted menu:

Action Notes

None The current cue remains halted.

Resume The current cue continues to fade.

Release The cuelist is released, see Releasing Masters (p.255).

Toggle FX Toggles effects between running at 0 BPM and the pro-
grammed rate

Configuring Fader Actions

You canconfigurea master'saderto triggeractions A fader'sactionscanbe configuredn the
Master paneof the cuelist'sPlayback Options window:

« Go Off Zero: Thecuelistis triggeredwhenthefaderis movedfrom zero,as
if you hadpressedhe Go key.

*« ReleaseAt Zero: Thecuelistis releasedvhenthefaderreturnsto zero;see
ReleasingViastes (p.255).

Configuring Flash Button Actions

You canconfigurethelevel andactionsof the Flashkey:

High End Systems 261



Sectionl7: Playbak

Setting Default Notes

Flash on/Flash off On 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.

Level 100% 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%.

Solo Off 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.

Latch Off If set to on, the Flash key stays on as if it were
being held down, until you press it again.

Go on flash Off The cuelist is triggered when you press the Flash
key, as if you had pressed the Go key.

Release on flash Off The cuelist is released when you press the Flash
key.

17.2

17.2.1

262

Virtual Master Playback

You canrun cuelistswithout assigninghemto a physicalmasterby usingvirtual mastersVir-
tual mastersaarealwaysatfull intensity sotheintensityof fixturesis thatprogrammedn the
cues An almostunlimitednumberof virtual mastersunningdifferentcuelistscanbein operation
atary onetime.

You canoperatevirtual masterdrom the CuelistDirectorywindow, from the Cuelistwindow,
or from thecommandine.

Tip
You can press List + Release to release all running cuelists playing back
as virtual masters.

Running Virtual Masters from the Cuelist Directory

You canrun cuelistvirtual mastergrom the Cuelist Directory window:
. Open + List
Or:

. List, List
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Torunacuelist,make surethattheGuard buttonin theCuelist Directory window is deselected.
Thenpressa cuelistbuttonin thedirectory andit will playbackonstageasif Gohadbeen
pressean a physicalmasterHolding your fingerdown on the cuelist'sbuttonis theequivalent
of holdingthe master'€Choose key, andyou canthenusethe centralplaybackcontrols.

The cuelistbuttonsin the directoryarecolouredto shav the cueliststatus:

* Green:cuelistis crossadinginto acue.

¢ Red: cuelistis pausedn themiddleof acrossade.
e Purple: cuelistis releasing.

¢ Grey: cuelistis overridden.

« Blue: cuelistis active on stageandhalted

* Teal: cuelistis active on stage halted,andrunningeffects.

17.2.2 Using Cuelist Play Controls to Play a Master

To run a cuelistvirtual masterfrom the cuelistwindow:

1. Open + List : openthe CuelistDirectorywindow.
2. Checkthatthe Guard buttonis depressed.

3. Open +[List 1] : opentherequiredcuelist.
4

PresghePlay Controls buttonin the Cuelistwindow. Theon-screemlayback
controlswill appear:
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Thecontrolsare,from left to right, the Go, Halt/Back, Skip Back, Skip Forward, andRelease
buttons.Thesefunctionin the sameway astheir front panelequivalents;seeTheMain Controls

(p-253).

17.2.3 Running Virtual Masters from the Command Line

To run acueliston avirtual masterfrom the commandine:

e List1, Enter : sendsa Gocommando cuelistl.

17.3 Running Multiple Cuelists & Scenes

Becausélogconsolexansimultaneouslyuntencuelistson mastergandmoreif virtual masters
andplaybackwingsareused)the questionarisesasto which masteractuallyhascontrolover a
particularfixture parameterTo decidewhich mastertakesprecedencélog 40Sappliesthe
following rules:

« For intensity parameters: by default, intensityparameterarecontrolledon
alLatestTakesPrecedenc@.TP) basis thereforethe valueof anintensity
parametethatappearsn severalcuelistswill be outputfrom the cuelistwith
thehighestplaybackpriority; seeChanginga Cuelist'sPriority (p.267). In addi-
tion, you canassigncuelistoptionssothata mastemworkson a HighestTakes
PrecedencéHTP) basis;this meanghatif severalmastersave programming
for the sameintensityparameterthe highestprogrammedevel will be output
to stage For afull discussiorof HTP andLTP, seeHTP andLTP (p.31).

* For position, colour and beamparameters: Hog 40Sdealswith position,
colourandbeamparametersn a LatestTakesPrecedenc@ TP) basisIf sev-
eralmasterdiave programmindor thesameparametethenthevaluefrom the
mostrecentlyactivatedmastemwill overridethevaluefrom previouslyactivated
mastersParametershatareonly programmednto asinglemastewill remain
atthatvalue.Whenyou releasehemostrecentlyactivatedmasteycontrolwill
bereturnedo the previously activatedmasterAlternatively you canassera
previously activatedmaster'parametersothatthey overridethemostrecently
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activatedmasterseeAssertingOneCuelistOverthe Others (p.266). You can
preventan (LTP) parametefrom beingoverriddenby masteractionsor asser
tionsby giving its cuelista high playbackpriority; 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

You canswitchacuelist'sprecedencéom LTPto HTR, allowing intensityparameterthathave
programmingo beoutputattheir highestevel ratherthanthe mostrecentlyactivatedlevel. For
example you mayhave a seriesof intensitychaseshatyouwishto fadein andout over a stage
look without overridingtheintensityinformationof the original look, or whentouringwith
smole machinesyou maywishto manuallyboostthelevel of smolke programmednto themain
cuelistto combatchangesn air conditioningor venuesizeat specificpointsin the shaw.

For afull explanationof LTP, seeHTP andLTP (p.31).
To assigna cuelist'sprecedencéo HTP:

1. Open + Choose - Options - Cuelist

2. SelectUse HTP:

Froperi=a

D Ugm HTE E | s g | Hertx
D =4 Cheos ! | Ae=st (n Release

|:E Track Through Loops D Cus Oaly
‘|:| Merk Tme Mew Cuss

Alternatively, you canturn on UseHTP for all new cuelistsin the Cuelist paneof the User
Preferences window:

e  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).
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17.3.2 Asserting One Cuelist Over the Others

Whenyouhave severalcuelistsactive atthesameime, controlof fixture parameterprogrammed
into onecuelistmaybetakenby anothercuelistthatalsohasprogrammindor thatfixture para-
meter For example,if Cuelistl hasprogrammingor deskchannelsl-3,andCuelist2 haspro-
grammingfor deskchannels3-6, thenrunninga cuein Cuelist2 will overridetheintensity
parametepf deskchanneB3.

You maywantto returncontrolof deskchannelB to Cuelist1 without having to runacuein
Cuelistl; thisis known asassertingCuelist1. Assertinga cuelistforcesall fixture parameters
to their programmed/aluein the cuelist.

To asserparametersnthecuelistattachedo Master3, for example pressandholdtheChoose
key for Master3, andpressthe Assert key.

The Assert Time

Whenyou assert cuelist,the parameter¢hathave beenassertedhangeto their new values
overtheassertime. Thedefaultis 2 secondsbut you canassignyour preferredassertime for
eachcuelist:

1. Open + Choose - Options — Cuelist

2. SelecttheAssert Time cell:

Wtk Trme _ D[‘-Ia_:l
Reense Time _ D Detaul
o

3. Setb5, Enter : changeheassertimeto 5 seconds.

Alternatively, you canassigrthe AssertTimefor all new cuelistsin theCuelist paneof theUser
Preferences window:

o 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, the mostrecentactiondetermineghevalueof afixture parametersee
RunningMultiple Cuelists& Scenegp.264). However, you canoverridethis precedencbéy as-
signingcuelistsdifferentpriorities, sothatcuelistswith a higherpriority take precedencever
thosewith alower one.If their priority is equal,thenthe LTP rule is usedto determinewhich
cuelistwill take precedencanddeterminghe parameter'salue.

A cuelist'sdefault priority is 0, andyou canassignthe priority valuein incrementf 10. For
example,if thepriority of thecuelistattachedo Master5 is atdefault (0) andthepriority of that
onMaster4 is 50,thenaGotriggeredon Master5 will notoverridecommonparametersurrently
active on Master4. Corversely you canapplyaminuspriority soif the cueliston Master3 has
apriority of -50, commonparameteren Master5 will overridethoseon Master3.

To changea cuelist'spriority:

1. Open + Choose - Options — Cuelist
2. SelectthePlayback Priority cell:

3. Set 50, Enter : changehepriority to 50.

Alternatively, you canassignthe PlaybackPriority for all new cuelistsin the Cuelist paneof
theUser Preferences window:

e  Setup - Preferences - Cuelist

In theeventthattwo or morecuelistssharethesamepriority level, normalLTP rulesareapplied.

Persist on Override

Hog40Sautomaticallyreleasesuelistsvhenall of their parametecontenthave beenoverridden
by othercuelists.However, sometimest is usefulto returnto a cuelists'dook whenoverriding
cuelistshave beenreleasedin this caseyou canusePersiston Override.Whenthis optionis
activated the overriddencuelistwill notautomaticallyreleaseandwill remainactive whenthe
overridingcuelistis laterreleased.

To turn Persiston Overrideon for a cuelist:

1. Open + Choose - Options — Cuelist

2. SelectPersist on Override:
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Alternatively, you canassignPersiston Overridefor all new cuelistsin the Cuelist paneof the
User Preferences window:

o Setup - Preferences — Cuelist

17.3.4 Multiple Cuelists with Effects

If acuelistcontaingparameterthatarerunninganeffect,whenanothercuelistor scenechanges
theunderlyingvaluesof thoseparametergheeffect continuego run. UsePile-Add FX to allow
thesecondcuelistor sceneo overridethe effect aswell asthe underlyingvalues.

For example to allow the cueliston Master10 overrideeffectsrunningon othermasters:

1. Open + Choose : openthe Cuelistwindow for Master10.
2. Options : openthe cuelist'sPlaybackOptionswindow.

3. SelecttheCuelist paneandselectPile-Add FX:

operlag
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m Wark Tade Hew Cuss !_l Ve Tim= New Cues

17.4 Understanding Feedback

Thereareseveralwaysin which you cantell the statusof the console'utput:

« Thestatusof masterss shovn by the playbackcontrolkey LEDs andthe on-
screerPlayback Bar.

¢ Youcanusea cuelistwindow to follow the progresof runningcuelists.
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« Thetotaloutputof all fixtures'parametevaluesis shovn in the Outputwindow,
andthetotal outputof all fixture'sintensitiess shovn in the Levels View
window.

17.4.1 Control and Playback Toolbar Feedback

Playback Control LEDs

TheLEDs of the playbackcontrolsgive informationaboutthe cuelist'sstatus:
¢ Gokey(Green):Whensolidly lit, thisindicateghatafadeisin progresswWhen
flashingit indicatesthata fadehasbeenpaused.

« Halt/Back key (Red): Whensolidly lit, thisindicatesthatthis playbackis
controlling parameterstherthanintensity Whenflashingit indicatesthatits
control of thoseparametertiasbeenoverriddenby otherplaybacks.

* Flashkey(Red): Whensolidly lit, thisindicateghatthis playbackis controlling
intensity Whenflashingit indicatesthatits control of intensityhasbeenover-
riddenby otherplaybacks.

The Playback Bar

Figure 17.5. The Playback Bar

ThePlaybackBar is locatedat the bottomof theleft touchscreengiving feedbackor each
master;seeFigure 17.5,“The Playbak Bar”. For eachmasteythe PlaybackBar displaysthe
following information:

« If themasteris empty its numberis shavn. ConsolemastersarenumberedL
to 10, while masteron playbackwingsarenumberedl/1to 1/10for thefirst
wing, 2/1to 2/10for thesecondwing, andsoon.

¢ Thenumberandnameof thecuelist. Thisis shovn in blueif themastethas
beenheldover aftera pagechangeseeOptionsWhenChangingPage
(p.290). Thenameandnumbemwill appeaiin lavenderif the masteris from a
templatepage;seeTheTemplatePage (p.296).

« Thecurrentcueandits overalltime. Whenthe cueis running,it is displayed
in greentext andthetime countsdown. If the cuelisthasbeenreleasedthen
.... is displayedwith the next cueshavn below.

¢ Thenext few cuesandtheirtimes.If youwantto seemorecuesclick anddrag
thetop of the PlaybackBar upwardsto male it larger.

e Themasterevel asapercentagdf themasteris belov 100%,thenaredbar
appearsndicatingthelevel. It is possiblefor the positionof the physicalfader
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to bedifferentto the masterevel of thecuelist,in which casetheverticalbar
will beblue;seeMatching LevelsWhenChangingPage (p.292).

* Whetherthecuelistis achaself it is, thenits ratein BPM is shavn; seeUsing
a Cuelistasa Chase(p.276).

* Any optionssetfor the cuelist. The symbolsusedareshovn below.

Symbol Description

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

a
X !
.

Manually Crossfading Cuelists (p.275).

Using the Playback Bar with Playback Wings

17.4.2

270

Whethermwingsareconnectear not, multiple PlaybackBarscanbedisplayedusingthe Wings
paneof the ControlPanel.You candragtheseanddockthemat the edgeof anexternaldisplay
placedadjacento thewing, to make cross-referencinthe screerdisplayandthe physicalwing
playbackcontrolseasier

If your externaldisplayis setto aresolutionhigherthan1024x768you candragtheendsof the
PlaybackBarto ‘stretch’it to betteralign with the spacingof the controlsof thewing.

For informationon addingandsettingup playbackwings,seeAddingPlaybadk Wings (p.82).
Cuelist Feedback

Youcanview in detailtherunningof thecuesof aspecificcuelistby openingthecuelistwindow
(seeFigure 17.6,“The CuelistWindowwith a CueRunning”):

. Open + Choose

* Doubleclick the PlaybackBar above therequiredcuelist.

e Open + [List 1] : selectthe cuelistfrom the cuelistdirectory
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Figure 17.6. The Cuelist Window with a Cue Running

Thecurrentcueis displayedwith anarrow in thewait columnof the cuelist,whentriggeredthe
arrav turnsgreenandtheletter R(for Running)is displayedthe cue'sprogresss indicatedby
thepercentageompletedn thesamecolumn.Pausingacuewill turnthearron redandtheletter
H(Halted)is displayed.

Customising Cuelist Feedback

17.4.3

Thereareseveralview optionsselectedy buttonsat thetop of Cuelistwindow:

« Play Controls: displaysalternatve play controlsat thetop of the Cuelistwin-
dow. Theseareusefulfor runningvirtual mastersseeUsing CuelistPlay
Contmlsto Play a Master(p.263).

« View Cue: opensthe currentcue(asdenotedby anarraw in thewait column)
in aneditor.

« Follow Cue: selectingFollow Cue from thetop of the Cuelistwindow will
malethelist of cuesscrollto keepthecurrentcuein view asthecuesareplayed
back.

« Follow Chosen:during playback,you maynotwantto have multiple Cuelist
windows open.SelectFollow Chosen from thetop of arny Cuelistwindow so
Hog 40Sautomaticallydisplaysthe cuelistof the currentlychosermasterIf
Follow Chosenis off, the samecuelistwill alwaysbeshavnin thewindow ir-
respectie of thechosermaster

* View Timecode:turnthedisplayof timecodeinformationon or off.

The Output Window

The Outputwindow displaysthe outputvalueof all parametersontrolledby Hog 40Sfrom all
cuelists,virtual cuelists scenesthe Programmeandothereditors,andparked parameterdt
providesanaccuratendicationof the statusof sharedbarametervalueswhenmultiple cuelists
arerunningsimultaneouslyseeFigure 17.7,“The OutputWindow”.

To openthe Outputwindow:
¢ Presandholdthe Open key, thenselectOutput from the Main Toolbar

Or:
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SelectOutput from the View Toolbaratthetop of theleft handtouchscreen.

figm & iy .“.n.u

Figure 17.7. The Output Window

The Outputwindow by default displaysraw parametewalues;you canconfigureit via buttons
atthetop of thewindow to displayoutputinformationin thefollowing ways:

Values:displaystheraw parametevalues.

Effects: displaysthe basevaluebeforethe effectis applied,alongwith a per
centagendicationof theeffectcycle.

Sources:displaysthe sourcethatcurrentlyhascontrol of a parameterfor ex-
ample the Programmeor a cuelistandcuenumber

Show Palettes:aswith sourcesdisplaysthe palettethatis supplyingthe para-
metervalue.

Compact: Compactghe displayof informationin thewindow; seeCompact
Mode(p41).

Crosshdingvalueswill appeaiin the Outputwindow in thefollowing colors:

272
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17.4.4 The Levels View Window

TheLevelsView window displaystheoutputvalueof all intensitiescontrolledby Hog40OSfrom
all cuelists virtual cuelists scenesthe Programmenndothereditors,andparked parameters.
It providesanaccuraténdicationof the statusof sharedntensityvalueswhenmultiple cuelists
arerunningsimultaneouslyseeFigure 17.8,“The LevelsView Window”.

To openthe LevelsView window:

« Pressandholdthe Open key, thenselectLevels from the Main Toolbar

Levels View

Velues© EHsclks Soumces

10 11 14
100% |100%

Figure 17.8. The Levels View Window
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TheLevelsView window by defaultdisplaysraw intensityvaluesyoucanconfigureit via buttons
atthetop of thewindow to displayoutputinformationin thefollowing ways:

¢ Values:displaystheraw parametevalues.

« Source: displaysthe sourcethatcurrentlyhascontrol of anintensity for ex-
ample the Programmeor a cuelistandcuenumber

* Show Palettes:aswith sourcedisplaysthepalettethatis supplyingtheintensity
value.

Crosshdingvalueswill appeain theLevelsView window in thefollowing colors:
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17.5 Advanced Playback

17.5.1 Changing Playback and FX Rates

You canalterthe playbackandeffectsratesof a master(cuelist,scenechase)n two ways:

« Holding chooseand adjusting the encoderwheels:Whenyou hold dowvn a
Choose key, you canusethe parametewheelsto controlthe playbackandef-
fectsratesfor the selectednasterAny ratesyou changearestoredandwiill
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persist.You canalsosetthisratein the CuelistOptionswindow, andyou can
setthedefault ratefor new cuelistsin Setup — Preferences - Cuelist.

Cunlisi Ratoe Cuclsi Effoct Rate

-

¢ Usingthe Rate Wheel: Thewheellocatedon theleft handsideof the console
is known astheratewheel. Theratewheelallows usersto make temporary
modificationgo thestoredplaybackandeffectsratesfor thechoserandselected
mastersTo toggletheratewheelmode(playback effect, none)presstherate
key locatedbelow theratewheel. Theratewheel'smodeis displayedon the
mainplaybackbar Moving theratewheelin theupwarddirectionwill increase
the selectedatewhile moving thewheelin the downwarddirectionwill
descreastheselectedate.To cleartheratewheel'smodificationsfor theactive
ratemodeof theratewheelpressherestorekey locatedabove theratethruster
To permantentlstoretheratewheel'smodificationshold the pig key andpress
therestorekey. Any ratethrustermodificationsthatarenot storedwill belost
whenthe masteris released.

17.5.2 Scaling the size of Effects

You canscalethe sizeof the effectscontrolledby a master(cuelist,scenechase)py holding
chooseandadjustthethird encodemwheel.Changesnadeto a master'effectssizearestored
andwill persist.You canalsosettheeffect sizescalingin the CuelistOptionswindow, andyou
cansetthedefault effect sizevaluefor new cuelistsandscenesn Setup - Preferences -
Cuelist.

Tuslist Raba Cuahst Effect Rafe Cualist EM

17.5.3 Manually Crossfading Cuelists

Youcanassigrary cuelistto beoperatednanually allowing youto performthecrossadesrom
onecueto the next manuallyusingthefader Oncea cuelist'sManualFadeoptionis selected,
theMaster'ssaderwill nolongercontrolintensitybut insteadthe crosstdeprogresf all para-
metersrom the currentcueto thenext; startingwhenmovedfrom ary endstop,finishingwhen
theoppositeendstopis reached.

If you selectManualFadermodewhenthefaderis at50%,amanuafadecannotake placeuntil
thefaderis movedto andthenfrom anendstop,furthermovesfrom endstopswill manually
work throughthe cuelistsequentially

To assigna cuelist'sManualFadefunction:

1. Open + Choose - Options — Master

2. SelectManual Crossfader from the Fadermenu:
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Manualcrossddemodewill beindicatedonthePlaybackBaraboretheselec-

tedmasterby m

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 1PCB Faders

Youcanadjusttheoutputvaluesof ary intensity position,colouror beamparametemformation
in ary cuelistby assigningts faderasa IPCB fader

To assigna cuelistto usethe IPCB faderfunction:

1. OpentheProgrammer from the Main Toolbar In the Programmeselectthe
fixturesandparametershatyou wish to adjustwith thefader thenassigna
maximumlevel.

2. Record 1 Enter : recordthe cueto thechosermaster

3. Pig+Choose - Playback Options : opentheoptionswindow for thecuelist's
master

4. IntheMaster paneselectPCB Crossfader fromtheFader dropdovn menu.

You cannow adjustthevalueof the parametersontainedn the IPCB fadercueby adjusting
themasters faderlevel.

17.5.5 Using a Cuelist as a Chase

You canusea cuelistto make a chase Any wait timesareignored,andeachcuebecomes step
in thechasewnheretherateis setin BeatsPerMinute(BMP).

To useacuelistasachase:

1. Open + Choose - Options — Cuelist

2. Selectls a Chase:
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ThePlaybackBar displaysChase andtherate(which defaultsto 120bpm):

& Disco Chase

Cue 1
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2
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Eachcuestepis by defaultequivalentto abeat,soto seta chasehatadwancesvery secondhe
rateneedgo be 60 bpm.By holdingdown themaster'sChoose key you canmodify thechase
rateandcrossadetimeson the parametewheels:

Crceakwda i T Mota

168% 158

Whenyouselectls a Chase the Cuelist paneof the Playback Options window, thefollowing
chaseoptionsappear:

* ChaseRate: the speedf thechasedefinedin BeatsPerMinute (bpm).
¢ Crossfadetheamounibof eachstepthatacrossadeis activefor, asapercentage.

« StepLength: by defaulteachcuestepis theequivalentto abeat.Thisis helpful
whenyou entera rateusingTap Sync,but thenwish the chaseo stepat half
or doublespeedFor moreon Tap Sync,seeAdjustingChaseRatewith Tap

Sync(p.279.
« Direction: four directionsareavailable:Up, steppingup throughcuenumbers;

Down, steppingdowvn throughcuenumbersRandom steppingandomly
throughcuenumbersandBounce steppingupthendown throughcuenumbers.
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You canalsoconfigurethefollowing loop typesin the Cuelist paneof the Playback Options
window:
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¢ Continuous: the chasestepsindefinitely until pausecr released.

* StopOn Last: thechasestopsatthelastcuein the cuelistuntil releaseadr
triggeredagain with a Go.

« ReleaseOn Last: thecuelistchasds releasedvhenit reacheghefinal step.

* StopOn First: thechasecompletenecycle andstopson thefirst cueuntil
triggeredagain.

If ary loop typeotherthancontinuouss choserthenyou canassignthe numberof cyclesthe
chasecompletesdeforetheloop behaiour is actioned SelectingRelease on Stop releaseshe
chasecuelisteitherwhenit stopsbecaus®f anactionedoop behaiour or becausef amanual
stopusingthe Halt key.

Tip
J 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 cuelistchasecanbe manuallysync'edo a beat,suchasa pieceof music,usingTap Sync.
Oncesync'edHog 40Smaintainsthe chaserateuntil anew oneis assigned.

To adjusttherateof achaseausingTap Sync,hold down the Choose key of the masterthechase
is attachedo, while pressinghe master'sso key repeatediyto therequiredbeat.Hog 40Swill
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learnthe speedf thechasdrom you,in aminimumof two beatsafterthis, you canreleasehe
Choose key.

Notethatyou canonly useTap Syncwith chasesoadedontophysicalmastersnotvirtual ones.

Cuelists and Tracking

You candefinehow a cuelistdealswith trackingin the Cuelist paneof the Playback Options
window (shavn in Figure 17.4,“The CuelistPaneof the Playbadk OptionsWindow”):

. Open + Choose - Options — Cuelist

Theoptionsare:

Option Default Notes

Cue Only Off 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.

Track Through Loops  Off 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.

Triggering Automatic Tasks When a Cue Runs

You canuseTrigger Macrosto performa variety of taskswhena cueruns.Macrosaresimple
text instructionsplacedin the cue'sMacro cell:

1. Open + Choose : openthe Cuelistwindow.
2. SelecttheMacro cell for thedesiredcue,andpressSet.

3. Typein theMacrocommandthenpressEnter.
For afull descriptionof the availablemacrocommandsseeMacros (p.329).
Tip

You can display a list of available commands on the console by selecting

J the Macro cell in the Cuelist window and pressing the Set key.

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

17.6.1

17.6.2

17.6.3

Grand Master

The GrandMasterinhibits the intensitiesof all fixtureson the consolejncludingthosewithin
the ProgrammerParkedintensitiesareNOT effectedby the GrandMasterlevel.

GM Key

SincetheNanoHog 4 andRoadHog 4 consolegio not have a dedicatedsrandMasterfaderit
is possiblethatyou canwrite a cuelistover the grandmasteportion of the playbackbar When
youdothisfaderl andit's correspondindlashkey will nolongeractasa controlfor theGrand
Masterbut ratherasacontrolfor theassigneduelistonthatmasterHowever, you canstill access
theGrandmastely holdingdown theGM key. Thisallowsyouto accesshe GrandMasterwhen
anormalmasteron the currentpageis obscuringt. The GM key LED shows the stateof the
GrandMaster:

« Off: GrandMasteris at 100%.
¢ On: GrandMasteris at 0%.
« Slow flashing: GrandMasteris betweerD and100%.

If youusethe GM key in conjunctionwith faderl on the consoleto changehe GrandMaster
level, it is possiblefor thepositionof the physicalfaderl to bedifferentfrom theGrandMaster's
actualstoredlevel. If this happenghenwhenthe GM key is helddown the GrandMasterlevel
will beshavn onthein blueandthelevel of the physicalfaderl will beshovn asareddot. To
rematchthelevelsandcapturethe GrandMaster'devel with the physicalfaderyou mustmove
thefaderuntil it is atthe samelevel asthebluebar;atthis pointthefaderwill take controlof
the GrandMasterlevel in thenormalway.

DBO Key

TheDBO key aborethe GrandMastertogglestheconsolebetweerdeadblackoutandthegrand
master'devel. Whenyou engagethe DBO key it will light upin redandall fixture intensities
will berestrictedto 0% with the exceptionof parkedintensities Whenyou disen@gethe DBO
key its redlight will turn off andthe Grandmastefaderwill regain control.

Flash key below the Grand Master

TheFlash key below the GrandMasterfaderis a non-latchingkey thatcanbeassignedn the
userpreferencesvindow to sendthe grandmaster'devel to zero,to full, or to whichever value
is opposinghe grandmaster'surrentfaderposition.
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17.7

282

Inhibitive Masters

Inhibitive mastersallow youto limit theintensityof agroupof fixtures.If theinhibitive master
is atfull, thenthefixturesthatit controlswill beatthelevel determinedy the playbackspPro-
grammeyandsoon. As theinhibitive masterevel is reducedthefixture intensitieswill bere-
ducedin proportion.For example,if you have four fixturesat 0%, 50%,80%and100%in acue
thatis beingoutput,andthesefixturesarealsoin aninhibitive masterthenthelevelswill change
asfollows:

Fixture: 1 2 3 4
Master at 100% O 50 80 100
Master at 50% O 25 40 50
Master at 0% 0 0 0 0

Pressinghe Flashkey of aninhibitive masteiis the sameasmomentarilychangingts fader
level to 0%, takingall fixture intensitiescontrolledby theinhibitive masterto 0%. Intensity
valuesarerestoredvhenyou releasehekey.

To createaninhibitive master:

1. Recordagroupcontainingherequiredfixtures.SeeRecoding Groups(p.149).
2.  Group, Group : openthe GroupDirectory.

3. Selectherequiredgroup.To ensureyoudon'tselecthegroupin theProgram-
meror editor, enablethe Guardbuttonin the GroupDirectory, or pressand
hold the Pig key while selectingthe group.

4. Move, Choose : move thegroupto therequiredmaster
Or, usingthecommandine:

1. Recordagroupcontainingtherequiredfixtures.

2. Group [group number] Move Choose
ThePlaybackBar will shav thegroupnameabove thechosermasterWhenthe mastedevel is
lessthan100%,the PlaybackBar will alsodisplayabarshaving thelevel. Whenthe Flashkey

is pressedthePlaybaclBarwill displayBO; seeFigure 17.9,“The displayof Inhibitive Mastes
onthePlaybadk Bar”.
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Inhibitive Inhibitive Inhibitive master with
master at full master at 50%  flash key pressed
Figure 17.9. The display of Inhibitive Masters on the Playback Bar

17.8 Configuring Playback Controls

For eachcuelistandsceneyou canconfigurehow the playbackcontrolswork. For exampleyou

can:

AssignthemasterGo key to asserthe selectectuelistover 3 seconds.

AssignthemainHalt/Back key to Halt the selectectuelistwith the optionto
‘Releasdf alreadyhalted'.

Assignthe Faderto bea manualcrossaderratherthananintensityfader

AssigntheFlash key to only flashto 50%andto Go the cuelist.

To assigrthe functionof eachcontrol,togethemwith ary associatedptions:

High End Systems

Open + Choose : openthe Cuelistwindow.
Options : openthe Optionsfor the cuelist.

UnderControls, selectheMaster or Main Controls pane;seeFigure 17.10,
“The Masterpaneof the CuelistOptionswindow” andFigure 17.11,“The
Main Controls paneof the CuelistOptionswindow”.

Selectheactionyouwantcontrolsto have from thecorrespondingirop-davn
list, togethemwith ary options.

Press0K whenyou have finished.
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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.

Chosan Master - List § - Playback Options
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Figure 17.10. The Master pane of the Cuelist Options window
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Chosen Master - List § - Playback Options
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Figure 17.11. The Main Controls pane of the Cuelist Options window

17.8.1 Configuring Master Controls

Whenyou configuremastercontrols,thesesettingsarepartof the cuelistandwill beappliedto
the masterthatthe cuelistis on. The configurationoptionsfor the mastercontrolsareshavn in
thefollowing tables:
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The Master Go and Master Halt keys

Function Options and Notes

None Disables the control

Assert Asserts the master. Deselect Use default cuelist time to enter your
own assert time for the master, overriding the cuelist's assert time.

Release Releases the master. Deselect Use default cuelist time to enter your
own release time for the master, overriding the cuelist's release
time.

Go Go's the master. Deselect Use default cuelist time to enter your own
fade time for the master, overriding the cuelist's time.

Halt 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.

Back 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.

Restart Goes to the first cue in the cuelist.

Goto cmdline

Goto

Skip forward

Enters the Goto command into the command line, so that you can
enter a cue number and press Enter to go to that cue.

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.

Go instantly to the next cue.

Skip back Go instantly to the previous cue.

The Fader

Function Options and Notes

None Disables the control

| Fader The fader controls fixture intensities being output by the master.

Manual cross-
fader

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.

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.

High End Systems



Sectionl7: Playbak

The Flash key

Function Options and Notes
None Disables the control
Flash 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.

17.8.2 Configuring the Main Controls

Whenyou configurethe main playbackcontrols,the settingsarepartof the cuelistandwill be
appliedwheneer you selectthe Choose key for themasterthatthe cuelistis on. The configur
ationoptionsfor the maincontrolkeys areshavn in thefollowing table:
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The Assert, Release, Goto, Skip Forwards, Skip Backwards, Main Halt and

Main Go keys

Function Options and Notes

None Disables the control

Assert Asserts the chosen master. Deselect Use default cuelist time to
enter your own assert time, overriding the cuelist's assert time.

Release Releases the chosen master. Deselect Use default cuelist time to
enter your own release time, overriding the cuelist's release time.

Go Go's the chosen master. Deselect Use default cuelist time to enter
your own fade time, overriding the cuelist's time.

Halt Halts the chosen master, stopping any fades that are in progress.

Back 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.

Restart Goes to the first cue in the cuelist on the chosen master.

Goto cmdline

Goto

Skip forward
Skip back

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.

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.

Go instantly to the next cue on the chosen master.

Go instantly to the previous cue on the chosen master.
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18.1

How Pages Are Used

Pagesallow youto predefindayoutsof cuelists,scene@ndinhibitive masterssothatthey can
beloadedquickly onto the availableplaybackmasters.

For aconcertfor example,cuelistscanbe organizedin onepagepersong,sothatbeforeeach
performancét is possibleto re-arrangéhe pagego reflectthecurrentrunningorderof thesongs.
Onecuelistcanbe usedseveraltimeswithin a pageor on severalpagespr it canbeuniqueto a
specificpage A templatepagecandefinecertainmasterso bethe sameon every page.

18.2

Creating a New Page

Selectinga pagethatcurrentlydoesnot exist will automaticallycreatea blankpageandloadit
ontothemastersCuelists scenesandinhibitive mastersanthenbe assignedo the masterson
thenewly createcpage.

To createanew page:

1. Open + Page : opensthePageDirectory.

2. Make surethatGuard is notselectedn the PageDirectory, otherwiseyou
will notbeableto createa new pageusingthis method.

3. Press:abuttonin the PageDirectorywhereyou wantto createthe new page.
A new, blankpageis created.

4. Set[name] Enter:namethepage.
Or, usingthe commandine:

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

Changingthe pageloadsa differentsetof cuelists,scenesand/orinhibitive mastersontothe
physicalplaybackmastersYou candothisin severalways:

¢ PresgheNext Page key to goto the next pagein the PageDirectory To go
to the previouspagehold Pig andpressNext Page.

¢ Usingthecommandine : Page [number] Enter.

* Selecthedesiredpagefrom the PageDirectorywindow. Checkthatthe Guard
buttonin thedirectorywindow is not selected.

e Useamacrowithin a cuelist;seeMacros (p.329).

« Setatrackballkey to selectthe next page;seeTrackball Keys(p.92).

Thecurrentpageis shovn in thestatusareaattheright handendof the Command.ine Toolbar:

The current page

&bcFape 2 ropamemer Masbar 10 I;EI 401 F

Fark Ferumizer Backup

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

290

Whenyou changeyage therearethreeoptionsfor whathappenso ary cuelists scenesrinhib-
itive masterghatarestill actve:

¢ ReleaseAll: releasesll cuelists scenesndinhibitive masterontheold page
andreplaceghemwith the cuelistson the new page.

« Hold Over If Active: keepsactive cuelists sceneandinhibitive masterdrom
theold pageon their masteyuntil youreleasehem.They arethenreplaced
with the contentson thatmasteron the new page.

« Leaveln Background: leavestheold cuelist,sceneand/orinhibitive master
active in thebackgroundandattacheshe nev oneto themasterTo getto the
backgroundtem, go backto the pagethatit is on. Onthe Hog 4 Consolethe
built-in motorizedfaderswill automaticallyadjustthemselesto matchthe
master'storedlevel.
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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,RemembeFaderValues allows a page'faderlevelsto berestorecackto
wherethey werethelasttime the pagewasloaded If the physicalfadershave movedthenthe
motorizedfadersontheHog 4, Full Boar4, MasterWing 4, andPlaybackwing 4 will moveto
matchthestoredvalues TheRoadHog 4, Hog4 Nano,andothernon-motorizedaderhardware
arenot capableof moving their fadersto matchthe storedvaluesoablue"unlockedfader"bar
will appeato shaw thedifferencebetweertherestoredvalueandthe actualphysical potion of
thefront panelfader;seeMatching LevelsWhenChangingPage (p.292).

By default, ReleaséAll andRemembeFaderValuesareselectedor new pageshput you can
changehisin theUser Preferences window:

e Setup - Preferences — Misc: seeFigure 18.1,“The Miscpaneof theUser
Prefelencesvindow”.
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Figure 18.1. The Misc pane of the User Preferences window

If youwantto hold overaparticularcuelist,sceneor inhibitive mastemwhenchangingpage hold
themaster'sChoose key whenchangingthe page. Theitem'snamein the PlaybackBar will
have abluebackgroundo indicateit is in holdover mode.
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To remove a heldover mastersimply releaséat andthe cuelist,sceneor inhibitive masterfor
thatmasteron the new pagewill replaceit (if thereis one).

Matching Levels When Changing Page

Whenyou changepageusingLeave In Backgroundijt is possiblefor the actualpositionof the
physicalmasterfaderso be differentto the storedmastetevel of the cuelist.For example,if
you have thephysicalfaderat 100%while on Pagel, thengo to Page2 andreducethe physical
faderto 50%,andthengo backto Pagel the consolemustresole the differencebetweerthe
storedvalueof themasteandthenew physicalpositionof thefader; seeFigure 18.2,“Matching
LevelswhenChangingPage”. If this situationhappen®naHog 4 or Full Boar4 consolethe
built-in motorizedfaderswill automaticallyadjustthemselesto matchthemaster'storedevel.
Consolesuchasthe RoadHog 4 andHog 4 Nanothatdo not featuremotorizedfadersor for
connectedving hardwarethatdoesnot featuremotorizedfadersthe mastetdevel of the cuelist
will beshovn onthePlayback Bar in blue,togethemwith areddot shaving the physicalfader
position.This stateis known ashaving thefader"unlocked". To "relock” (rematch}helevels,
movethefaderuntil it is atthe samdevel asthebluebar;atthis pointthefaderwill take control
of thecuelistmastedevel in the normalway.

1= LisE 1

Lue 1
Lus =
Lue 3

Page 1loaded Page 2 loaded, Page 1reloaded, Physical fader
fader moved to master levelis  moved to 100%
50% not matched to matched to
physical fader master level
Figure 18.2. Matching Levels when Changing Page
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18.3.3 Restoring Activity When Changing Pages

You cantriggercuesto go andassignmasterdo specificfaderlevelswhenchangingpageby
usingRestoreActivity. To do this, you capturethe desiredactivities asa macro,whichis later
executedwhenthe pageis loaded.

To capturepageactiity:
1. Page + Open : openthe PageDirectory,

2. Gotothedesiredpage andassigrthepageactiity: youcanplaybackcuelists
andscenesandsetfaderlevels.For example,Masterl Go, Master4 at 50%,
Master8 at 25%.

3. SelectCapture Activity from the PageDirectoryto storethe activity asa
macrofor thepage.

To directly editapage'snacro:
1. Page + Open : openthe PageDirectory,

Selec@ to changeto the spreadsheatiew.

3. SelecttheMacro cell andpressthe Set key. Typein themacroyou require,
andpressEnter

For detailsof the macrosyntax,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 : openthe PageDirectory.

Deselec@ to changeto the buttonview.

3. Rightclick onthe pageandselectClearActivity Macrosfrom the contextual
menu.

Similarly, you canenableor disableRestoreActivity without deletingthe macroitself by right

clicking onthepageandselectingrom thecontectualmenu A m iconwill appeaasareminder
thatRestoreActivity is on.
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18.4

18.4.1

18.4.2

18.4.3
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Modifying Pages

You cancopy or move cuelists scenesndinhibitive mastergo a page or remove them,aswell
asclearingthewholepagelf youchangewvhichcuelists scene®r inhibitive masterareassigned
to the currentpage thenthatassignmentill automaticallyberecordedaspartof thepage.
Changesnadeto cuelists,scenesndinhibitive mastergsuchaseditingtheir contentsyemain
with thatitem, andnot with the page.

Copying Lists, Scenes and Inhibitive Masters to a Page

Copying acuelistto a pagecreates new cuelistwhichis independenof theoneit is acopy of.
Any changesnadeto this new cuelistwill noteffectthe original cuelist.To copy anexisting
cuelistto apage:

e List 2 Copy Choose : copiescuelist2 to the selectednaster
You canalsocopy acuelistfrom onemasterto another:

1. Choose : presshe Choosekey of themastemwith the cuelistyouwantto
copy.

2. Copy

3. Choose : presshe Choosekey of themasteryou wantto copy the cuelistto.

You cancopy scenesandinhibitive mastersn the sameway.

Moving Lists, Scenes and Inhibitive Masters to a Page

Moving acuelistto apagedoesnotcreateanew cuelist,sochangesnadeto thecuelistwill affect
all otherusesof thatcueliston otherpagesTo move anexisting cuelistto a page:

¢  List 2 Move Choose : movescuelist2 to the selectednaster
You canalsomove a cuelistfrom onemasterto another:

1. Choose + Move : presshe Choosekey of themastemwith thecuelistyou
wantto move.

2. Choose : presghe Choosekey of themasteryouwantto move thecuelistto.

You canmove scenesandinhibitive mastersn the sameway.

Removing Lists, Scenes and Inhibitive Masters from a Page

To remove a cuelist,sceneor inhibitive masterfrom a page:

. Delete + Choose
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Notethatthiswill only removetheitemfrom themastertheitemwill notitself bedeletedrom
theshaw.

18.4.4 Clearing Lists, Scenes and Inhibitive Masters from a Page

To clearall cuelists,scenesandinhibitive masterdrom the currentpage:

1. Open + Page : openghePageDirectorywindow.
2. Pres<Llear Current Page in the PageDirectory.

Notethatclearingthe currentpagewill remove itemsfrom the masterstheitemsthemseles
will notbedeletedirom theshaw.

)) 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
You cancopy andmave pages:

1. Open + Page : openthe PageDirectory.

2. Make surethatthe Guard buttonis selectedptherwisepressinga directory
buttonwill activatethe page ratherthanjustselectingt.

3. [Page 1] Copy [Page 3] : copiesPagel to Page3.
Similarly, usingthe commandine:

e Page 2 Move Page 4,Enter : movesPage?2 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. Pagel Delete
2. Click OK to confirmthedelete.

You candeletea rangeof pages:

1. Page 1l Thru 4 Delete
2. Click OK to confirmthedelete.

Notethatyou cannotdeletethe currentpage Deletinga pagedoesnot deletecuelistsor scenes
from the show.

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

296

The Template Page

Thetemplatepagespecifiesvhich cuelistswill appeaon specificmastergor everypagewithout
physically having to loadthemontothesamemasteron all pagesFor example,you couldhave
aprimary cuelistcontainingthe commonlyusedcuesof the shav, which you wantavailableon
the samemasterregardlessof which pageyou areon. Whenyou move this cuelistto amaster
onthe Templatepage,it will thenappeaion the samemasterof all pages!f anormalpageand
atemplatepagehave a cueliston the samemasteythe normalpage'suelistwill overridethe
templatepage'suelist.

To make a pageinto thetemplatepage:

1. Open + Page : opensthe PageDirectorywindow.

2. Right-clickonthepage,andselectSet As Template Page from themenu.

To turn off thetemplatepage right-click onthetemplatepageandselectClear Template Page
from themenu.Therecanonly beonetemplatepageassigninganew templatepagewill restore

thepreviousoneto anormalpage Thetemplatepageis shovn by aﬂ symbolin thedirectory
window.

Sincethetemplatepagetypically doesnotrelateto a specificportionof your production(asong
for example) templatepagesarenever loadedfrom the Next Pagekey. Whencycling through
pageswith thiskey, thetemplatepagewill beskipped.You canalwaysdirectlyloadthetemplate
pageusingeitherthe pagedirectoryor thecommandine.

Cuelists scenesndinhibitive masterghatappeaion a masterof a pagebecausehey originate
from thetemplatepageareshavn in blue onthe PlaybackBar by default; seeFigure 18.3,
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“Playback Bar with Master10 loadedfromthe TemplatePage”. You canturnthis off in Setup
- Preferences — Misc by deselectindHighlight Template.

Figure 18.3. Playback Bar with Master 10 loaded from the Template Page

If thetemplatepageis the currentpage the entirePlaybackBar, includingemptymastersare
alsoshown in blue; seeFigure 18.4,“The Playbad Bar with the TemplatePage loaded”.

Figure 18.4. The Playback Bar with the Template Page loaded
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Section 19: Command Keys

CommandKeys areusercreatedsinglebuttonexecuterghattriggerexisting shav objectsinclud-
ing palettesgroupsyviews, lists, scenesandkeystroke macros Commandkeys arestoredin the
commandslirectoryandarealsoaccessablasingthe 12 functionkeys onthefront panelof the
consolgwhenthefunctionkeysaresetto commandnode).Totogglethefunctionkeysbetween
kind modeandcommandmodehold down Pig andpressEnter. Themodeof thefunctionkeys
is displayedonthemaintoolbar(KIND / CMD). To openthecommandiirectoryholdtheopen
key andpressthe"Commands'buttononthe maintoolbar

19.1 Creating Command Keys

Commandkeys arecreateddy usingthe "move" syntaxof the consoleto assignexisting shav
objectsto emptycellsin thecommandslirectoryor to blankfunctionkeys onthefront panel
(whentheconsole'sunctionkeysaresetto CMD mode) Pleasenotethattheoriginal shav objects
arenotactuallybeingmoved.

Hereis anexampleof how to createa commandkey for cuelist1:

1. Listl
Move

3. Pressary emptycell in thecommanddirectoryor pressary emptyfunction
key onthefront panel(if theconsole'sunctionkeysaresetto commandnode)

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 canbe copied,moved,anddeletedusingboththe commandslirectoryandthe
functionkeys onthefront panel(whenthe console'sunctionkeys aresetto commandnode).

To deletea commandkey: Pressaandhold delete;thenpressacommandkey onthefront panel
or in thecommandglirectory

To move a commandkey: Pressandhold move; thenpressacommandkey onthefront panel
or in thecommandslirectory;afteryou releasehe move key pressary emptycommandckey on
thefront panelor emptycell in thecommandslirectory
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To copy acommandkey: Pressandhold copy; thenpressacommandkey onthe front panel
or in thecommandglirectory afteryou releasethe copy key pressary emptycommanckey on
thefront panelor emptycell in the commandslirectory

19.3

300

Changing the Action of a Command Key

Theactionthatoccurswhena commandkey is presseaanbe configuredby viewing thecom-
mandddirectoryin spreadsheetiew andeditingthe"Action" cell.

. CHROS GREEN

Figure 19.1. Command directory in list view; selecting an action

Not all commandkeys have thesameactionoptions.Thelist of availableactionsfor aCommand
Key depend®nthecapitiblitiesof theshav objectthatit is linkedto:

For CommandKeyslink edto Groups,Pages.Views,K eystroke Macros& IPCBE Palettes:
Theonly availableactionis "Select"

For CommandKeyslink edto Lists and ScenesTheavailableactionsinclude"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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194

Command Key Feedback

Whena commandkey is executedthefunctionkey associatedvith thatcommandkey will
provide thefollowing feedbacko indicatethe runningstateof the shav objectlinkedto the
commandkey:

For CommandKeyslink edto Groups,Pages& IPCBE Palettes:Blue LED onindicateshe
objectis selectedBlue LED off indicatesthe objectis not selected

For CommandKeyslink edto Lists, Scenes& Keystroke Macros: Blue LED onindicates
the objectis onstageBlue LED off indicatesthe objectis not onstagereleased)fastflashing
blue LED indicatesthelinked objectis actively executing(cross-ading,running,releasing);
slow flashblue LED indicatesthelinked objectis paused

For CommandKeyslink edto Views: No LED feedbacks providedfor commandkeyslinked
to views asviews aresimply recalledwhenexecutedanddo not have a status

Thecommandslirectoryalsoprovidesfeedbackor therunningstateof theshow objectdinked
to by thecommandkeys.
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Section 20: MIDI

20.1 MIDI Show Control

MIDI Shav Control(MSC)is supportednevery consolan theHogfamily includingHog4PC.
Midi Show controlallowsyouto controlthebasicplaybackfunctionalitiesof theHog4 OSfrom
otherMSC enabledconsolesr from aMidi Shav Controloutputdevice suchasa personal
computerrunningshav controlsoftware.

20.1.1 Bringing MSC into the Console
To bring MSCinto aHog Console:

1. Connectheoutputof anMSC device to the MIDI In portonthebackof the
consolelf youareusinga USB Midi device suchasa USB keyboardor an
externalUSB Midi Widgetto sendMSC into the consolethenconnecthe
USB connectiorof your externalUSB midi device to oneof the USB ports
onyourconsole.

2. Setup - Control Panel : Navigateto the midi tab of the control panel.If
you areusingtheconsole'suilt in midi inputportthenmake sureUSBLTC
Midi Midi 1is selectedasthemidi inputdevice.If youareusingaUSB Midi
device suchasa USB keyboardor externalUSB Midi widgetto bring MSC
into the consolethenselectthatdevice from theinput drop down menu.

Setup - Network : openthe Network window.
4. Selecttheconsolen thelist.

5. Settings : openthe Settings window; seeFigure 20.1,“The MIDI paneof
the ConsoleSettingswindow”.

6. IntheMIDI panecheckMSC In.
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Console Settings
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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 aHog Console:

1. Connectheinputof anMSC device to theMidi OUT portonthebackof the
consolelf you aresendingMSC outputdirectly to a USB Midi device such
asathird partycontrolsystenthenconnecthe USB connectiorof thatexternal
USB midi device to oneof the USB portson your console.

2. Setup - Control Panel : Navigateto themidi tab of the controlpanel.If
youareusingtheconsole'suilt in midi outputportfor MSC outputthenmalke
sureUSBLTC Midi Midi 1is listedandselectedasthe midi outputdevice.
If youareoutputtingMSCdirectlyto aconnected) SB devicethenselectthat
device from the outputdropdown menu.

Setup — Network : openthe Network window.
Selecttheconsoléen thelist.

Settings : openthe Settings window.

o g & ow

In the MIDI pane checkMSC Out.
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20.1.3

Tip
You can selectively disable MSC output for individual cuelists or scenes
by enabling the "Supress MSC out" option in the options window.

Using MIDI Show Control

Hog 40Srecognisesindsendghefollowing MSC commands:

Hog 40S Com- MSC Command MSC Data
mand

Go 0x1 GO cue number, cuelist number

Halt 0x2 STOP cuelist number

Resume 0x3 RESUME cuelist number

Skip Forward 0x4 TIMED_GO time=0, cue number, cuelist number
Skip Back 0x4 TIMED_GO time=0, cue number, cuelist number
Release Oxb GO_OFF cuelist number

Change Page 0x1d OPEN_CUE_PATH page number

MIDI shaw controlis enabledby defaultfor all cuelistsandscenesYou canassigna cuelistor
scendo ignoreincomingMIDI Shov Controlcommands:

1. Open + Choose - Options — Cuelist

2. Selectignore MSC In.
Similarly you canpreventthe MIDI Shav Controlcommandsgor a cuelistbeingsentout from
theconsole:

1. Open + Choose - Options — Cuelist

2. SelectSuppress MSC Out.

Tip

MSC doesn't distinguish between cues and scenes as Hog 40S 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 40S will
treat the cue number as a scene number instead.

20.2

MIDI Notes

MIDI Notesis acommonlanguageof thewell-establishedIDI standardhatcanbeusedto
controlconsolefeaturessuchasProgramminguttons,Playbackbuttons, TouchScreerSoft
Keys,andCommeniViacros.Eachof thesefeaturecateyoriesusesa specificMIDI mapto asso-
ciatenoteswith consolefunctions.
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Bringing MIDI Notes into the Console

To bring MIDI Notesinto theconsole:

1. ConnectaMIDI devicetotheMIDI In portonthebackof theconsolelf you
areusingaUSB Midi device suchasa USB keyboardor anexternalUSB
Midi Widgetto sendMidi Notesinto the consolethenconnecthe USB con-
nectionof your externalUSB midi device to oneof the USB portson your
console.

2. Setup - Control Panel : Navigateto themidi tabof the controlpanel.If
you areusingtheconsole'silt in midi input portto bring Midi notesinto
theconsolethenmale sureUSBLTC Midi Midi 1is listedandselectedas
themidi inputdevice. If you areusinga USB Midi device suchasaUSB
keyboardor externalUSB Midi widgetto bring Midi notesinto the console
thenselectthatdevice from theinputdropdown menu.

Setup — Network : openthe Network window.
4. Selecttheconsolen thelist.

Settings : openthe Settingswindow.

Console Settings

Seoarty Ennble MIDY

M Shi Conind Mid Chanas 1
ML flodes _ _
M Chanesl = PREPET R
M Tinecode
Nidh Channsi 3
Oipen Sound Contml
Nid Chanral 4 QUEEEHTE

Dlagnostics

Wid Chaneed = JIEEES SR

Mk Choronl 5 [PREEEE

@ Aply oK

6. SelecttheMIDI Notestabandclick onthe MIDI Notes In checkboxoutton.

20.2.2 Assigning MIDI Notes to Playback Bars
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To assignMIDI Noteinformationto playbackbars:
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1. ConnectaMIDI deviceto aMIDI inputoneithertheconsoleor aUSB MIDI
inputdevice connectedo theconsole.

Setup - Network : openthe Network window.
Selecttheconsolein thelist.
Settings : openthe Settingswindow.

SelecttheMIDI Notestabin the ConsoleSettingswindow.

S e o

In thedesiredMIDI Channelssignmentield, selecta PlaybackBarto asso-
ciatewith the MIDI Channel.

Any incomingMIDI Noteinformationfor the specifiedMIDI channelwill usethefollowing
mappingdor the selectecplaybackbarandits associatedunctions:
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20.2.3 Assigning MIDI Notes to Programming Keys

To assignMIDI Noteinformationto programmingkeys:

1. ConnectaMIDI deviceto aMIDI inputoneithertheconsoleor aUSBMIDI
inputdevice connectedo the console.

Setup — Network : openthe Network window.
Selecttheconsolein thelist.
Settings : openthe Settingswindowv

SelecttheMIDI Notestabof the ConsoleSettingswvindow.

S T o

In thedesiredVIIDI Channelssignmentield, selecta Programmingeysto
associatevith theMIDI Channel.

Any incomingMIDI Noteinformationfor the specifiedMIDI channelwill usethefollowing
mappingdor theassociatedProgrammingeys:
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20.2.4 Assigning MIDI Notes to Encoders and Wheels

To assignMIDI Noteinformationto the console'sncodersindwheels(not supportecbn Hog
4PC):

1. ConnectaMIDI deviceto aMIDI inputoneithertheconsoleor aUSB MIDI
inputdevice connectedo the console.

Setup — Network : openthe Network window.

Selecttheconsolen thelist.

Settings : openthe Settingswindow

SelecttheMIDI Notestab of the ConsoleSettingswvindow.

2 T o

In thedesiredMIDI Channelassignmentield, selectEncodergo associate
encodemessagewith thatMIDI Channel.

Any incomingMIDI Noteinformationfor the specifiedMIDI channelwill usethefollowing
mappingdor theassociate@ncoderandwheels(not supportecon Hog 4PC):
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Function Note | Function Note
i-Wheel + 0 | Encoder3 + 12
i-Wheel (-) 1 Encoder 3 (-) 13
Trackball Pan+ 2 | Encoder4 + 14
Trackball Pan(-) 3 | Encoder4 (-) 15
Trackball Tilt + 4 | Encoder 5 + 16
Trackball Tit(-) 5 |Encoder5(-) 17
Trackball Ring + 6 | Rate Wheel+ 18
TrackballRing- 7 |Rate Wheel(-) 19
Encoder 1 + 8 | Center Wheel + 20
Encoder 1 (-) 9 | Center Wheel (-) 21
Encoder 2 + 10 | CenterRing + 22
Encoder 2 (-) 11 |CenterRing (-) 23

20.2.5 Assigning MIDI Notes to Monitor Soft Keys

To assignMIDI Noteinformationto monitorsoft keys:

1. ConnectaMIDI deviceto aMIDI inputoneithertheconsoleor aUSB MIDI
input device connectedo theconsole.

Setup — Network : openthe Network window.
Selecttheconsolen thelist.

Settings : openthe Settingswindow

Selectthe MIDI Notestabof the ConsoleSettingswindow.

I O

In thedesiredMIDI Channelassignmentield, selectSoft Keysto associate
with theMIDI Channel.

Any incomingMIDI Noteinformationfor the specifiedVIDI channelwill usethefollowing
mappingdor theassociate®oft Keys:
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Button Note | Button Note | Button Note
Lower Rigiht 1 Q Upper Right 1 12 Uoper Left 1 24
Lower Right 2 1 Upper Right 2 13 Upper Laft 2 29
Lonwar Right 3 2 Uppear Right 3 14 Liopear Left 3 26
Lonaer Right 4 3 Upper Right 4 15 Loosar Laft 4 27
Lower Right 5 & Uppear Right 5 14 Uopear Left & 28
Lower Right & o Upper Right & 17 Upper Left & 29
LowerRight? & Upper Right 7 18 Upper Left 7 an
Lower Fight 8 T Upper Right B 1% Uoper Left 8 31
Lower Righte 8 Upper Right? 20 Uopar Laft @ a2
LowerRBight 100 @ Upper Bight 10 21 Upper Left 10 a3
Lower Right 17 10 [Upper Right 11 22 U Laft 11 34
LowearRght 12 11 Upper Right 12 23 Uppar Laft 12 a5

20.2.6 Assigning MIDI Notes to Comment Macros
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To assignMIDI Noteinformationto commentmacros:

Selecttheconsolen thelist.
Settings : openthe Settingswindow.
Selectthe MIDI Notestah

associatevith theMIDI Channel.

Setup — Network : openthe Network window.

In thedesiredMIDI Channelassignmentield, selectCommentMacrosto
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7. Assignacommentmacroin the macrofield to a specificMIDI Notevalue.
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20.2.7 Using Midi to Control Faders
You cancontrolthefront panelfadersof your consoleincludingthe GrandMasterfaderby
sendingMidi controllereventmessage® the console (Not supportecon Hog 4PC).
SincetheHog 40Slistensfor Midi controllereventson all midi channelsamidi channehlssign-
mentfor faderss not neccesary
TheHog 4 console'sront panelfadersarehard-codedo thefollowing midi controllerevents
(eventvalues0<127= Hog 4 fadervalues0<100):
Fader Controller #
Grand Mastar ]
One ]
Two 2
Three 4
Foair 4
Five &
Six &
aeven 7
Elght a
Mina Q
Ten 10
20.3 MIDI timecode
Midi Timecodebroughtinto a consoleis automaticallydistributedover the network andcanbe
usedby ary otherconsole.
20.3.1 Connecting Midi Timecode Input
To connecta Midi timecodesourceto theconsole:

1. ConnectheMidi sourceto theconsole'MIDI In portontherearpanel.. If
youareconnectingagenericMidi ClassUSB device for Midi Timecoddnput
thenyou canignorethis step.

2. Setup - Control Panel : Navigateto themidi tabof the controlpanel.If
you areusingtheconsole'swilt in midi input portto bring Midi Timecode
into theconsolethenmale sureUSB LTC Midi Midi 1is listedandselected
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asthemidi inputdevice. If youareusinganexternalGenericMidi ClassUSB
device the malke sureyou selectthatdevice from theinput dropdown menu.

Setup - Network : openthe Network window.
Selecttheconsolen thelist.

Settings : openthe Settings window.

o g &~ w

In the Timecode pane selectMIDI astheactive port.

20.3.2 Viewing Incoming MIDI Timecode
You canview thetimecodegeneratedby ary sourcein aTimecode Toolbar:
1. Setup — Network : openthe Network window.

2. Selectanetwork node,suchasaconsoleor aMIDI/T imecodeProcessor

3. PressTimecode Toolbar. The TimecodeToolbarwill open.

If you have a cuelistwith atimecodesourceselectedyou canalsoopentheTimecode Toolbar
with theView Timecode buttonin the Cuelistwindow.

TheTimecode Toolbar displaystheincomingtimecodeype,format,value,andframeregener
ation.FrameRegeneratioroccurswhenthe consoledoesnotreceve a cleantimecodesignal
andmustmake up for themissingframesitself in orderto preventmissedcues.You cansethow
mary framesof timecodearegeneratedy the consolebeforetimecodes lostin thetimecode
settingswindow by clicking ontheword TIMECODE in thetimecodetoolbar

i awma WS T
Figure 20.2. The Timecode Toolbar

20.3.3 Triggering Cues from MIDI Timecode

Eachcuelistcanbeassignedo listento differenttimecodesourcedrom differentconsolesTo
selectMidi timecodeasthe source:

1. Open - Choose : openthe Cuelistwindow.
2. Options - Cuelist : goto the Cuelistpaneof the PlaybackOptionswindow.

3. SelectMidi timecodesourcefrom thedropdown list:
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P
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[P E000 1 tndex 1 LTCH
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4. Ensurethatthe Enable 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 triggera cuefrom timecode:

1. Open - Choose : openthe Cuelistwindow.
Selectthe Wait cell for the cue,andpressSet.

Fromthetoolbar selectTimecode.

P 0w DN

Enteratimecodevaluein hours,minutes secondsindframes,in theform
hh/mm/ss.ff | thenpressEnter.

As well asenteringtimecodevaluesmanually you canuseHog 40S'slearntiming functionto
quickly associatéimecodevalueswith cues;seeLearnTiming (p.213).

By default, cuelistswill follow theincomingtimecode gvenif thetimecodeskipsforwardsor
backwards;generallythisis ausefulbehaiour as,for example youmight‘rewind’ thetimecode
duringrehearsal$o repeat partof theshaw, andthecuelistwill automaticallygoto thecorrect
cue.Sometimeyou maywantto preventa cuelistgoingbackwardsif thetimecodegoesback-
wards.You cando this using Trigger ForwardsOnly:

1. Open + Choose - Options — Cuelist

2. SelecftTrigger Forwards Only.

Editing Timecode Values

To changeahetimecodevalueusedto triggeracue:

1. Open - Choose : openthe Cuelistwindow.

2. Selectthe Wait cell for thecue,andpressSet.
3. Fromthetoolbat selectTimecode.
4

Enteratimecodevaluein hours,minutes secondsindframes,in theform
hh/mm/ss.ff | thenpressEnter.

You mayneedto changehetimecodevaluefor onecue,andthenchangehetimecodevalues
for subsequentuesby the sameamount to keepthe samerelative timings. For example,you
mighthave aserief cueswhereeachoneis triggeredoy timecodeonesecondaftertheprevious
one.If thetimecodevaluetriggeringthefirst cueneeddo beincreasedy 12 frames,you may
wantthevaluesfor all the subsequerntuesto alsobeincreasedy 12 framesto maintainthe 1
secondseparationHog 40Sallows you to do this easily:

1. Open - Choose : openthe Cuelistwindow.

2. Click anddragto selectthe Wait cellsfor therangeof cuesyou wantto edit.
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PressSet.

4. Editthetimecodevalueof thefirst cell thenpressEnter. All the selected
timecodevalueswill beadjustedy thesameamountf timeaddedor subtrac-
tedfrom thefirst value.

20.3.5 Simulating MIDI Timecode
You cantemporarilysimulatemidi timecodeon the consoleusingthe Timecode Toolbar.

To simulateMidi timecode:

1. Presghesimulatebuttononthe TimecodeToolbar Simulateis now enabled
andall externaltimecodeinput for thatsourcewill beignored.

2. Presgheplay buttonnext to the simulatebuttonto simulatetimecodefrom
thecurrentclock valueasdisplayedfor 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)is amodermetwork baseccommunicatiorprotocolthatcanbeused
to sendavarietyof controlmessagebetweerOSCenableddevices.OSCinputis supportecbn
everyconsoldan theHog4 family includingHog 4PC.WhenconfiguredoroperlyOSCwill enable
youto useOSCenabledtontrollerssuchasasynthesizersslectronianusicinstrumentsproduc-
tion audiosoftware,andmobile phoneappssuchasTouchOSCto controlthe basicfunctions
of theHog 40S.

21.2 Configuring OSC Input
To bring OSCmessagemto theconsole:

1. Connectyour OSCcontrollerto aphysicalnetwork portthatis attachedo the
sameocal areanetwork asthe console'sHogNetport.

2. Setup - Network : openghenetwork window

3. Rightclick onthe consolenumberandselectSettings : openshe Settings
window

4. IntheOpenSoundControlpane,enableOSC In andassigrtheinput portto
matchthe outputport of your OSCoutputdevice. For your corveniencehe
console'dP addresss alsolistedto theright of the port numberto assistin
configuringthe outputof your otherOSCdevices.
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Console Settings
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Figure 21.1. The OSC pane of the Console Settings window

21.3 Configuring OSC Output
To sendOSCmessagefom theConsole:

1. Connectyour OSCcontrollerto aphysicalnetwork portthatis attachedo the
samelocal areanetwork asthe console'sHogNetport.

2. Setup - Network : opensthenetwork window

3. Rightclick ontheconsolenumberandselectSettings : opensthe Settings
window

4. IntheOpenSoundControlpane,enable0OSC Out andassigrnthe outputport
to matchtheinput port of your OSCoutputdevice. You mustspecifythe IP
addresyou wish to outputto aswell aswhich protocolyou wish to usefor
OSCoutput.
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Console Settings
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Figure 21.2. The OSC pane of the Console Settings window

21.4 OSC Mappings

Hog 40Suseshefollowing OSCpathsandcommandsgor sendingandreceving Playback

messages:

Hog 40S OSC Command Path Data

Go a Cuelist / hog / playback / go 0, cuelist #

Go a specific cue in / hog / playback / go 0, cuelist #.cue #

a list (goto)

Halt a Cuelist / hog / playback / halt 0, cuelist #

Resume a halted /hog/ playback/re- 0, cuelist #

cuelist sume

Release a Cuelist / hog / playback/re- 0, cuelist #
lease

Go a Scene / hog / playback / go 1, scene #

Halt a Scene / hog / playback / halt 1, scene #

Release a Scene / hog / playback / re- 1, scene #
lease

Go a Macro / hog / playback / go 2, macro #

Halt a Macro / hog / playback / halt 2, macro #

Release a Marco / hog / playback /re- 2, macro #

lease

High End Systems
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Hog 40Suseghefollowing OSCpathsandcommandsgor receving Midi Note input:

For example theHog 40Srecognize¢ hog/ midi / on/ 1/ 10asa"noteon" commandor note

10onchannell

Hog 40S OSC Command Path Data

Midi Note On  / hog/ midi/on / channel velocity (if velocity = 0, then mesage is
# [ note # treated as note off)

Midi Note Off  / hog / midi / off / channel velocity
# /[ note #

Hog40Suseghefollowing OSCpathsandcommandsor receving Hard ware messagefaders
andencodersot supportecdbn Hog 4PC):

For keys notlistedin thetablebelow the OSCpathis hog/hardvare/tuttonnameaslistedonthe
front panel.

For pathsthatcontain"master#" usethe mastemumberfor the front panelhardwareyou are
trying to control.

For example to pressthe go buttonon the console'sront panelfor master6 the OSCpathis
hog/ playback/go/ 6
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Hog 40S

OSC Command Path

Data

Choose Keys
Go Keys
Pause Keys
Back Keys
Flash Keys
Faders

Grand Master
Encoders

Rate Wheel

i-Wheel

i-Wheel Up But-
ton

iWheel Down
Button

Pig Key

Trackball POS
Mode

Trackball Posi-
tion Value

0 key
1 key
2 key
3 key
4 key
5 key
6 key
7 key
8 key
9 key
Arrow Up key

Arrow Down
key

Arrow Left key

High End Systems

/ hog / hardware / choose /

master #

/ hog / hardware / go /
master #

/ hog / hardware / pause /
master #

/ hog / hardware / goback /

master #

/ hog / hardware / flash /
master #

/ hog / hardware / fader /
master #

/ hog / hardware / fader / 0
/ hog / hardware / encoder-

wheel / #

/ hog / hardware / rate-
wheel

/ hog / hardware / iwheel

/ hog / hardware / iwheelup

/ hog / hardware / iwheel-
down

/ hog / hardware / pig
/ hog / hardware / pos

/ hog / hardware / trackball

/ hog / hardware / zero
/ hog / hardware / one

/ hog / hardware / two

/ hog / hardware / three
/ hog / hardware / four
/ hog / hardware / five

/ hog / hardware / six

/ hog / hardware / seven
/ hog / hardware / eight
/ hog / hardware / nine
/ hog / hardware / up

/ hog / hardware / down

/ hog / hardware / left

Arrow Right key / hog / hardware / right

0 = button up, 1 = button down
0 = button up, 1 = button down
0 = button up, 1 = button down
0 = button up, 1 = button down
0 = button up, 1 = button down
0 < 255 discreet fader value

0 < 255 discreet fader value
-20 < 20 variable value

-20 < 20 variable value

-20 < 20 variable value
0 = button up, 1 = button down

0 = button up, 1 = button down

0 = button up, 1 = button down
0= toggle off, 1 = toggle on

X,Y values

0 = button up, 1 = button down
0 = button up, 1 = button down
0 = button up, 1 = button down
0 = button up, 1 = button down
0 = button up, 1 = button down
0 = button up, 1 = button down
0 = button up, 1 = button down
0 = button up, 1 = button down
0 = button up, 1 = button down
0 = button up, 1 = button down
0 = button up, 1 = button down
0 = button up, 1 = button down

0 = button up, 1 = button down
0 = button up, 1 = button down
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Hog 40S OSC Command Path Data

@ key / hog / hardware / at 0 = button up, 1 = button down
- key / hog / hardware / minus 0 = button up, 1 = button down
+ key / hog / hardware / plus 0 = button up, 1 = button down
/ key / hog / hardware / slash 0 = button up, 1 = button down
backspace key /hog /hardware / back- 0 = button up, 1 = button down

space
H keys (func- / hog / hardware / h# 0 = button up, 1 = button down

tion keys)

Main Play key /hog / hardware / maingo 0 = button up, 1 = button down
Main Pause key / hog / hardware / mainhalt 0 = button up, 1 = button down
Main Back key /hog/hardware/mainback 0 = button up, 1 = button down
Center Choose / hog / hardware / main- 0 = button up, 1 = button down

key choose

Skip Forward / hog / hardware / skipfwd 0 = button up, 1 = button down
Skip Back / hog / hardware / skipback 0 = button up, 1 = button down

Hog 40SoutputsOSCmessagefor the LED Statusof front panelhardwarebuttonsthathave

anled.

The OSCpathfor led feedbacks: hog/ statug led/ buttonname

For example toreceve LED feedbacKor the"clear"key onyour OSCdevice you needto setup

anLED toreceve hog/ statug/ led/ clear
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Section 22: Linear Timecode (LTC)

LinearTimecodeg(LTC) is aform of SMPTEtimecodeencodednto anaudiosignal. TheHog
40Scanlistento LTC by inputtingthe LTC signaldirectly into thebackof the consoleor by
inputtingthe LTC audiosignalinto a DP8000throughanattachedJSB LTC widget.

22.1 LTC Input into Console

To bring LTC into the systenthroughthe console:

1.

High End Systems

ConnectheLTC source(timecodegenerator}o the LTC IN portonthecon-
sole'srearpanelusingabalance®-pin XLR connectoi(you canalsoplugin
upto eightexternalUSB LTC widgetsto theconsolefor additionLTC inputs)

Setup — Network : opensthe Network window.

In thenetwork window right click theDP800Qhatis associatesvith console's
built in outputs;thisis typically DP8000#1 unlessyou have configuredthe
console'snternalDP8000to run on a differentnetnumber

NQOTE: YoumustberunninganinternalDP8000on theconsoleto bring LTC
inputinto thedeskasLTC inputis handledby the DP8000process.

SelectSettings from theright click menu: opensthe Settings window.

In the TimecodeWidgetspane usethe drop down menuto mapthe built-in
LTC widget(or ary externalUSB LTC widdgets)to anindex.
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DOMX Processor 8000 Settings
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LTC Input into a DMX Processor 8000

To bring LTC into the systemusinga DMX Processo8000:

1.

ConnecianexternalUSB LTC widgetto oneof the USB portson therear
panelof the DMX Processo8000(upto 8 USB LTC widgetsaresupported
onthe DP8000;eachLTC inputis mappedo an"Index")

ConnectheLTC sourceto the LTC widgetusinga balance®-pin XLR con-

nector

Setup — Network : opensthe Network window.

In thenetwork window selecthe DP8000thatyou connectedheL TC Widget

to

Settings : opensthe Settings window.
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Section22: Linear TimecodgLTC)
6. IntheTimecodewidgetspaneusethedropdovn menuto maptheattached
LTC widgetto anindex.

DOMX Processor 8000 Settings

e

config Tl  DaE )

4

LTC Vidkpal 1040 Farl

il
Fituireflet B
LR

E1.31 {=ALCN)

OEx Wadgeds

nde Widgels

22.3 Viewing Incoming LTC

You canview theLTC beingprocessethy ary DP8000in the sytemby openningheTimecode
Toolbar associateavith thatDP8000:

1. Setup - Network : openthe Network window.

2. Selectthe DP8000Qin thelist thatyou wishto view incomingLTC (for LTC
inputsdirectly into a consolethis is goingto bethe DP8000thatis running
internallyon thatconsole)

Settings : opensthe Settings window

Click ontheview timecodetoolbarbuttonassociatesvith theLTC index you
wishto view.
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If youhave a cuelistwith atimecodesourceassignedn theoptionsfor thatcuelistthenyou can
opentheTimecode Toolbar with theView Timecode buttonin the Cuelistwindow.

Fromleft to right the Timecode Toolbar displaysthe logical nameof thetimecodesourcethe
index numberfor thatsourcethetimecodeype,thetimecodeformat,thetimecodeclock value,
andthenumberf framesgeneratethy theconsole thenumberframestheconsolds configured
to auto-generatevhentheincomingtimecodesourcestuttersor dropsout.

i awma WS T

Figure 22.1. The Timecode Toolbar

22.4
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Triggering Cues from LTC

Cuelistcanbeassignedo listento asingleLTC source.To selectanLTC timecodesourcefor
acuelist:

1. Open - Choose : opengheCuelistwindow.
2. Options - Cuelist : goto the Cuelistpaneof the PlaybackOptionswindow.

3. SelectLTC timecodesourcefrom thedropdown list. Eachsourcewill have
anodenameandanindex.

4. OnceyouhavechoserthetimecodesourceensurahattheEnable 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 triggera cuefrom timecode:

1. Open - Choose : openthe Cuelistwindow.
Selectthe Wait cell for thecue,andpressSet.

Fromthetoolbar selectTimecode.

P woDN

Enteratimecodevaluein hours,minutes secondsandframes,in theform
hh/mm/ss.ff  , thenpressEnter.

As well asenteringtimecodevaluesmanually you canuseHog 40S'slearntiming functionto
quickly associatéimecodevalueswith cues;seeLearnTiming (p.213).

By default, cuelistswill follow theincomingtimecode gvenif thetimecodeskipsforwardsor
backwards;generallythisis ausefulbehaiour as,for example youmight‘rewind’ thetimecode
duringrehearsal$o repeat partof theshaw, andthecuelistwill automaticallygoto thecorrect
cue.Sometimeyou maywantto preventa cuelistgoingbackwardsif thetimecodegoesback-
wards.You cando this using Trigger ForwardsOnly:
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1. Open + Choose - Options — Cuelist

2. SelecftTrigger Forwards Only.

22.5 Editing Timecode Values for a Cue
To changeahetimecodevalueusedto triggeracue:

1. Open - Choose : openthe Cuelistwindow.

2. Selectthe Wait cell for thecue,andpressSet.

3. Fromthetoolbat selectTimecode.

4. Enteratimecodevaluein hours,minutes,secondsindframes,in theform
hh/mm/ss.ff | thenpressEnter.

You mayneedto changethetimecodevaluefor onecue,andthenchangehetimecodevalues
for subsequentuesby the sameamountto keepthe samerelative timings. For example,you
mighthave aserief cueswhereeachoneis triggeredoy timecodeonesecondaftertheprevious
one.If thetimecodevaluetriggeringthefirst cueneeddo beincreasedy 12 frames,you may
wantthevaluesfor all the subsequentuesto alsobeincreasedy 12 framesto maintainthe 1
secondseparationHog 40Sallows you to dothis easily:

1. Open - Choose : openthe Cuelistwindow.

2. Click anddragto selectthe Wait cellsfor therangeof cuesyou wantto edit.

3. PressSet.

4. Editthetimecodevalueof thefirst cell thenpressEnter. All the selected
timecodevalueswill beadjustedy thesameamountof timeaddedor subtrac-
tedfrom thefirst value.

22.6 Simulating LTC

You cantemporarilysimulatetimecode perhapsecausehe actualLTC sources notavailable
during programming Timecodesimulationis controlledfrom the Timecode Toolbar.

To simulatetimecode:

1. Presghesimulatebuttononthe TimecodeToolbar Simulateis now enabled
andall externaltimecodenputfor thatLTC sourcewill beignored.

2. PresgheGO buttonlocatedto theright of the simulatebuttonto 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 macrosyou canuseto automatedaskson the console CommenMacros
areplacedin the macrofield of cuelistandotherobjectsto triggeractiity onthe console Key-
stroke Macrosallow asequencef screerandbuttonpresseso berecordedor laterplayback.

23.2

Comment Macros
You canusecommentmacrosto automateaskson the consolesuchas:

* Going,Halting, Asserting ReleasingandFadingMasters.
¢ Going,Halting, AssertingandReleasingCuelists.

* Going,Halting, AssertingandReleasingScenes.
Commentmacroscanbe configuredo run atthesetimes:

¢ Whenashaow is launchedseeStartupCommenMacros (p.89).

¢ Whenapageis loaded;seeRestoringActivity WhenChangingPages(p.293).

* Whenacueor sceneplays;seeTriggering AutomaticTasksWhena CueRuns
(p.280).

CommentMacrosaretext commandshatyou typeor placeinto a macrocell; the syntaxused
isthesamein eachcase:
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Controlling Masters
Comment Macro Syntax Example Notes

Go Master GM[master]/[cue] GM1/3 Use “*' for the current
chosen master. If you omit
the cue number, the next

cue will Go.

Go Master GM[range] GM2>7 Go next cue on a range of
masters.

Halt Master HM[master or range] HM1,3:HM2>7

Assert Master AM[master or range] AM1:AM2>7

Release Master RM[master or range] RM1:RM2>7

Release All RA RA Equivalent to Pig + Re-
lease.

Release Others RO RO Releases all masters except
the one with the macro.

Fade Master FM[master]/[level] FM2/50 Fades Master 2 to 50%

Fade Grand FGM[level] FGM10 Fades the Grand Master to

Master 10%

Choose Master CM[master] CM1

Controlling Cuelists

Comment Macro Syntax Example Notes

Go Cuelist GL[list)/[cue] GL1.5, GL2/5 Ifyouomitthe cue number,
the next cue will Go.

Halt Cuelist HL[list] HL1,6

Assert Cuelist  AL[list] AL10

Release Cuelist RL][list] RL4,7,9

Controlling Scenes

Comment Macro Syntax Example Notes
Go Scene GS[scene] GS12

Halt Scene HS[scene] HS4

Assert Scene  AS[scene] AS1

Release Scene RS[scene] RS6,20
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Controlling Pages and Views

Comment Macro Syntax Example Notes
Change Page CP[page] CP3
Next Page CP+ CP+ Goes to the next page in the Page

Directory, skipping the template
page and blank pages.

Previous Page CP- CP- Goes to the previous page in the
Page Directory, skipping the tem-
plate page and blank pages.

Recall View RV|[view] RV2

Controlling Timecode

CommentMacro Syntax Example Notes

Enable Time-  ET[cuelist] ET2 Enables timecode for the selec-
code ted cuelist.

Disable Time- DTJ[cuelist] DT2

code

Open Timecode Oloe ypefnoe rumbe] OThl When DP8000 is specified as the
Toolbar node type then an index number

is also required; example: OTd1/1

Sending MIDI strings
Comment Macro Syntax Example
MIDI String MS[hode type]lnode  number)/[MIDI message] MSh1/90473F

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
CommentMaao Syntax Example Notes

Reset Node [node type]net number] RNH3 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
| for MIDI/Timecode Processor.

Controlling Keystroke Macros

Macro Syntax Example Notes

GK GK [macro number] GK2 Runs Macro 2
HK HK [macro number] HK2 Pauses Macro 2
RK RK [macro number] RK2 Stops Macro 2

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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Entering Comment Macro Commands

To enteracommentimacrocommandnto amacrocell:

1. Selecthemacrocell, andpressSet.

2. Selectacommandrom thedropdown menu.

3. Enterthespecificinformationfor the macro,suchasthe mastemumber
4

Pres<Enter to finish or selectanothemmacroandrepeatlf you adda further
macrocommandthe:’” will beenterecautomatically

Alternatively:

1. Selecthemacrocell, andpressSet.

2. Enterthemacrocommandmnanuallyusingthe keyboard.

3. PressEnter to finish.
Notethatif you enteraninvalid commandthenthecell will revertto beingemptywhenyou
pressEnter.

Additional Comment Macro Syntax

For somecommentmacrocommandsuchasfadingmasters/ou canspecifythe execution
timing of themacroby addinga"t" followedby a numericalvaluein seconds:

FM10/1t10

Also within acommenimacrocommandyou canspecifymultipletamgetsseparatedith commas:
RS6,20

or arangewith aright angle-brackt:
HM2>7

You canhave multiple commentmacrosexecutedby onecueby separatinghemwith colons:
HM1,3:HM2>7

You canalsosendcommandsgo a specifiedhetwork device, usingH (Hog) to referto aconsole,
DtorefertoaDMX ProcessqrandIOP to referto anMIDI/T imecodeProcesso-or example:

GM1H2 will Gomasterl on consolenumber2.
RND3: will resetDMX Processonumber3.

High End Systems



Section23: Macros

23.3

23.3.1

Keystroke Macros

Keystroke Macrosarea seriesof keystrokes,screerevents,andencodemovementghatarere-
cordedinto anobjectsimilarto a cuelist. Whenthe Keystrolke Macrois executedtherecorded
key pressesndactionsareregeneratedKeystroke Macroscanbeexecutedmanuallyor triggered
by CommentMacros.

Recording Keystroke Macros

Key pressesscreerevents,andencodemovementsanberecordednteractively andarealways
recordednto Macrosin the Macrodirectory To begin recordingkey presses:

1. Record, Macro: theMacroDirectoryopens.

2. [Macro 2]: choosealocationin thedirectory
Or, usingthecommendine, press:
¢ Record, Macro, 2, Enter
If you leave outthe Macrolocation:
¢ Record, Macro, Enter
TheKeystrole Macrowill berecordedn thenext availablelocation.If the destinatiorMacro

alreadyexists,apopupwill offer options:Insert, Merge, Replace.

WhentheKeystroke Macrobeginsrecording the Macrokey LED will flashred andm will
displayin thefar right of the commandine to signify thatrecordinghascommenced.

All subsequertiutton pressesscreerevents,andencodemovementswill berecordednto the
specifiedKeystroke Macro. Thetime interval betweerthepreviousandcurrentbuttonpresswill
alsoberecordedOnly onemacrocanberecordedat atime; the consolewill notallow youto
recordanothemacrowhile oneis beingrecorded.

To stoptherecordingof a Keystroke Macro:
e Pig + Macro key.

TheMacro key LED will stopflashingandthem will disappeafrom thecommandine to
signify thatthe macrohasstoppedecording.

To stoptherecordingof a Keystroke Macro:

e Pig + Macro key.

TheMacro key LED wiill stopflashingandthem will disappeafrom thecommandine to
signify thatthe macrohasstoppedecording.
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Naming Keystroke Macros

You cangive a Macroanamethatwill bedisplayedn the Macro Directorywindow:

1. Open + Macro : openthe MacroDirectory

2. Checkthatthe Guard buttonis selectedsothatyou don'taccidentallyactive
aMacrowhenpressingts buttonin thedirectory

Selectthe Macro.

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.

Keystroke Macro Playback

Every time a Keystroke Macrois recordedjt will automaticallyrecallthe stateof thewindows
atthetime of therecording.This assureshatwhena macrois run thatthewindows aresetup
in thecorrectplacedor touchscreerpressesAt thetime of macroplaybackthecurrentonscreen
windows will bereplacedwith thatof themacro.

If themacrodoesnot containary specifictouchscreerpressesyou candeletethe RecallView
stepfrom the macrolist. SeeCommenMacros (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.

During macroplaybackmanualfunctionsmaybecomeunavailableor interferewith the macro
playback.For instancejf you enterinformationon thecommandine asthe macrois doingthe
sametheresultingcommandine structuremaybecomanvalid.

Macroshave nointelligence;avoid recodingsequencethataccesstemsthatarelikely to be
movedor deletedFor example considethemacrosequencahereacuelistis openecandsome
editoperationarethenperformedon this cuelist. The cuelistis thendeletedfrom the cuelist
directory andthemacroreplayedNo cuelistwindow will opensincethecuelistnolongerexists,
soall thesubsequergditoperationsvill occuronwhatezerwindow wasbelaw it, possiblealtering
the contentsf unintendedtems.

Whenopeningawindow it will appeain thepositionin whichit waslastused.This meanghat
unlesghewindow is openwhenthe macrois recordedthereis no guarante¢hatit will openin
theright placewith themacrois replayed For example considerecordingamacrowith ablank
setof screensThegroupwindow is openedanda coupleof buttonsaretouchedthenrecording
is stoppedMove thegroupwindow to the othertouchscreerandcloseit. Whenthe macrois
replayedthegroupwindow will getopenedn the othertouchscreenput all thetouchscreen
pressewvill still beontheoriginal (blank)touchscreen.
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It is alsopossibleto speedup a macrosothatit runsfasterthanthe consolecankeepup with.
This problemtendsto manifesttself askey presse®eingmissedoutwhenreplayingthemacro.
Increasingheamountof time in the Wait columnof themacrowill solvethisproblem.Thesize
of thewait requiredvariesdependingiponthe numberof thingsthedeskis trying to doatonce,
andthe compleity of thetaskinitiated by the precedingkey presses.

To stopthe playbackof arunningmacro:

1. Macro + Release

2. Alternatively, Pig + Macro.

Running a Keystroke Macro from the Macro Directory Window

You canrun Keystroke Macrosfrom the Macro Directorywindow:
Open + Macro
OR
e Macro, Macro

To runaMacro,make surethatthe Guard buttonin the MacroDirectorywindow is deselected.
Thenpressa Macro buttonin thedirectory andit will playback.During Macroplaybackthe

MacroLED will iIIuminategreenandm will appeato theright of thecommandine.

TheMacrobuttonsin the directoryarecoloredto shav the Macrostatus:

¢ Red:theMacrois recording.

Macro Directory

g mame

e GreenitheMacrois running.
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Macro Directory

Mazn 1 Nacyg 2 Msrp 3

Siap 3
5

Moo &

Running a Keystroke Macro from the Macro Window

1. Open + Macro: openthe MacroDirectory Window.
Checkthatthe Guard buttonis depressed.

Open + [Macro 4]: opentherequiredMacro.

P w0

PresghePlay Controls buttonin theMacrowindow. Theon-screerplayback
controlswill appear:

> | T

Fame

Thecontrolsare,from left to right, the Go,Pause, andStop buttons.

During Macroplayback the MacroLED wiill iIIuminategreenandm will
appeato theright of thecommandine. WhenaMacrois pausedtheMacro
key LED will flashgreen.

Running Keystroke Macros from the Command Line

To run aKeystroke Macrofrom thecommandine:

Macro 1, Enter: sendsa startcommando Macro1.

During Macroplaybackthe MacroLED will iIIuminategreenandm will appeato theright
of thecommandine.

336 High End Systems



Section23: Macros

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
You caneditthe contentof a Macroin aneditorwindow. For example,to openMacro 1 for
editing:
1. Open + Macro: opengheMacroDirectory.
2. Open +[Macro 1]: opengheMacroeditorfor Macro1.

3. Alternatively, usingthecommandine: Open Macro 1

Macis 1
Fay Felew

t—

Comimés Moo B B

fum wal Command Comewsd 0 Dwrabion C omeness]

~LEr il e |

Figure 23.1. The Macro Window

TheKeystroke Macrowindow hassix columnsthatdefineeachstepof the macro.

« Wait: TheWait time is thetime betweerthetriggeringof the previousstep
andthe next stepto betriggered.

« Name: Thenameof the step.
« Command: Typeof comandusedin this step.

« Command Data: Thedatathatis appliedto the selecteccommandThetype
of commandselectedvill determinethetype of availablecommandiata.

¢ Duration: Theamounif timefor thecommandiatato beapplied.Thisinform-
ationis usefulfor encodemovementsandflashkey presses.

« Comment: A notesfield.
Eachof theabovefieldscanbeeditedby selectingheappropriateell andpressingset. Command

andCommandDatafieldswill displayavailableselectionsSeeFigure 23.2,“CommandData
Selection”
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Command  Conmacd O Durabon COTITET
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Figure 23.2. Command Data Selection

Deleting Keystroke Macro Steps

To deletea macrostep:

1. Pressandhold Delete whilst selectingthe macrostepto be deletedfrom the
Macrowindow.

2. Releas¢heDelete key. A dialogwill appearskingyouto confirmthedelete.
3. Click OK.

23.3.5 Deleting Keystroke Macros

To deletea keystroke macro:

1. Macro 1 Delete: deletedMacrol.
2. Click OK.

Or, from themacrodirectory:

1. PresandholdDelete whilst selectinghemacroto bedeletedrom theMacro
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 make acopy of amacroin anew location:

1. Open + Macro: openthe MacroDirectory.

2. Checkthatthe Guard buttonis depressedoyou do notaccidentallyapply
macroswhentrying to selectthem.

Selectthe macrothatyou wantto copy by pressingts buttonin thedirectory
4. Pressandholdthe Copy key.

Presghebuttonof thelocationin the directoryyou wantto copy themacro
to.

Or, usingthecommandine:
¢ Macro 2 Copy Macro 3 Enter: copiesthe contentsf Macro2 to Macro3.
Similarly, to move a macroto anew location:

e Macro 2 Move Macro 3 Enter: movesthe contentsof Macro2 to Macro3
leaving 2 empty If thedestinatiommacroalreadyexists,youwill beasledto
chooseanoption:Insert,Merge or Replace.

Insert, Add Steps, and Replace

Whenrecordingor copying amacro,if thedestinatiorlocationalreadyhasa macrorecordedn
it, youwill bepromptedwith recordoptionsof Insert,Add Stepsor Replacelf youaremoving
amacro,only the Insertoptionis available.

* Insert: createsnew destinatiorfor themacro.Thenav macrowill beassigned
afreelocationjust beforethe onechosenusinga pointnumberif necessary

¢ Add Steps:addsthe macrostepsfrom the sourcemacrointo thedestination
macro.All new informationis appendedo theendof the currentmacrosteps.

* Replace:overwritesthe macroinformationin 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 defaulttheDMX channelaluesoutputby theDP8000arecontrolledby patchedixture data
asprogrammedn the Hog shaw file. However, you maywish to overridethesevalueswith
manuallyenteredMX valuesor with Art-Net valuesstreamingnto the consolefrom aremote
third party Art-Net sourcesuchasanotherconsole Both of thesetaskscanbeaccomplishedn
theDMX outputwindow by following theinstructionsoutlinedin this chapter

Dmx Qutput

Figure 24.1. DMX Output Window

24.1 Manually specifying DMX Channel Values
To setadmx channebr groupof channelgo a specificvalue:
1. OpentheDMX Outputwindow (presshe SETUPkey onthefront paneland
selectthe DMX buttononthemaintoolbar)

2. Usethetwo dropdowvn menusatthetop of theDMX Outputwindow to select
the correspondind®P8000anduniverseyou wish themanilpulate

3. Doubleclick onthedesireddmx channekell in the spreadshedbr highlight
agroupof dmx channekellsandpressset)

4. Enteravalid dmxvalue(O thru 255)

Pressenterto confirm (thevaluewill now bedisplayedn blue)

24.2 Setting DMX Channels to External Art-Net Source

To setadmx channebr groupof dmx channeldo valuesbasedn aremoteArt-Net source:
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Openthe DMX Outputwindow (pressthe SETUPkey onthefront paneland
selectthe DMX buttononthemaintoolbar)

Usethetwo dropdown menusatthetop of theDMX Outputwindow to select
the correspondind@P8000anduniverseyou wish themanilpulate

Selectthedesireddmx channekell in the spreadshedbr highlightagroup
of dmx channekells)

Presghe"Setto Art-Net Input” buttonin thetop (thevaluewill now bedis-
playedin red)

Openthenetwork settingswindow for the correspondinddP8000andensure
thecorrespondindgdog universehasits Art-Net inputenabledandsetto listen
tothecorrectuniverseandsub-ne(FixtureNetsuchaslP addressindnetmask
mustalsobe setappropriateassimilar 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 setadmx channebr groupof dmx channeldackto valuesgeneratedy Hog programming:

1.

v

342

Selectthedesireddmx channekell in theDMX outputwindow's spreadsheet
(or highlighta groupof dmx channekells)

Presghe"Setto HogNetInput" buttonat thetop of thewindow (thevalue
will now bedisplayedn 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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Thefixture builder givesusersthe ability to createtheir own basicfixture libraries. Thefixture
builder shouldonly be usedin extremecasesvhenanew library is neededandthereis notime
to contacHigh EndSystemsupportGenerallyit is bestthatyou contacthoglibraries@baco.com
to requesproperlybuilt fixture libraries.

Thefixture builder utility is only recommendefbr advancedprogrammersvith extensie
lighting fixture andHog 4 OperatingSoftwareknowledge.Knowledgeof thefixture DMX pro-
tocolis essentiaprior to creatinga customlibrary. This guideroughly explainsthe useof the
fixture builder, butin noway is intendedto be acompletemanualfor creatingcustomlibraries.
Usersareurgedto contactsupportto have librariesproperlybuilt andinstalledinto thesoftware.

25.1 Working With the Fixture Builder

Thefixture builder utility doesnotallow full accesgo all abilitiesof librariesbuilt by High End
Systemsandthereforeshouldonly be utilized in extremesituations Pleasenotethatcustom
librariesbecomepartof theshaw file they werecreatedn but individual fixturescanbemeiged
betweershaw files.

Librariescanbebuilt from a blank carvassor canbe copiedfrom existing fixtureswithin the
library (whenusingV4 libraries).Whenanexistinglibrary is copied,mary of theuniqueelements
of thefactorycreatedibrary areremovedfor compatibilitywith thefixture builder utility. The
new fixture library maynotbehae exactly like thelibrary it is a copy of.

25.1.1 Creating, Editing and Deleting Fixture Libraries

You cancreate edit anddeletefixture librariesin the Fixture Builder window:
e Setup - Patch - Fixture Builder : openthe Fixture Builder window.

Selectanoptionfrom the buttonsat the top of thewindow:
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Fixtura Builder

- Cregte Hew  Copy Froer

Paichpomis

+«  FeglWword

Theoptionsare:

« CreateNew: createsa new fixture from scratch SeeCreatinga New Fixture
Library From Scratch (p.345).

* Copy From: createsanew fixture basedn anexistingfixture within afixture
library. SeeCreatinga New Fixture Library Usingan ExistingLibrary (p.346).

« DeleteCurr ent: deletegheusercreatedibrary selectedn thedropdown list.

¢ Toeditary existing UserCreatedibraries,selectit from thedropdown list:
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Creating a New Fixture Library From Scratch

Whenyou pressthe CreateNew button,the CreateNew CustomTypewindow will open;see
Figure 25.1,“The CreateNew CustomTypewindow”.

Create Mew Custom Type
Creaby Kew Custam Tyos
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Figure 25.1. The Create New Custom Type window

Within this window you candefinethe Model Name, Author, andenterary Notes.You canalso
chooseo createblankor createfrom existing from within this window. In the Channel Count
cell, enterthetotal numberof DMX channelaisedby thefixture. In the Add Patchpoint @
Channel cell, enteraDMX channehumberto defineanew patchpointA patchpoinis usedto
creatdixtureswith dualDMX addressingapabilitiesimilarto ascrollerdimmerfixturetype).
Whenthefixture is laterpatchedn the patchwindow, youwill beableto patchthis fixture at
two discreteDMX addresseasyou have definedthe startingpointfor eachwithin this window
(the 1stchannels automaticallydefinedasthefirst patchpoint) Only 1 additionalpatchpoint
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is currentlyallowed.SelectOK to submitthelibrary informationandbegin thebuilding process;
seeBuilding the Fixture (p.347).

Creating a New Fixture Library Using an Existing Library

Whenyou pressthe Copy From button, the CreateNew CustomTypewindow will open;see
Figure 25.2,“The CreateNew CustomTypewindow”.

Create Mew Custom Type
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Figure 25.2. The Create New Custom Type window

Within thiswindow you candefinethe Model Name Author, andenterary Notes.Thecurrently
loadedfixturelibrary within theshowv will bedisplayedSelectamanufctureandfixtureto copy
theexisting library to thefixture builder. SelectOK to submitthelibrary informationandbegin
thebuilding processseeBuilding the Fixture (p.347).
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25.1.2 Building the Fixture

Onceyouhave addedafixturelibrary from blankor from acopy, youwill seetheDMX channels
in thefixture builder:

T Loiory 0 rasin ok B o m

FmrvEr |l e

B e R

Figure 25.3. The Fixture Builder window

Usethefixture’s DMX Protocolto editthe cellsasneededo build the customlibrary. The
variouscellsandtheirusesare:

Type Information

¢ Model Name: thenameassignedo thislibrary.

e Author: theauthorof thelibrary.

« Date Modified: thedateof thelastmodificationto thislibrary.

¢ Notes:ary notesenteredyy theauthor

* DMX Footprint: totalnumberof DMX channelsisedby this fixture.

« Patchpoints: total numberof uniquepatchpointsandtheir locationfor this
fixture.

e Edit: pressthis buttonto edittheinformationaboutthis library.

Channel

This cell representthe DMX Channehumberperthefixture’s protocol.Several entriesfor a
singleDMX channemayexist, eachdefinedwith differentfunctionsor featuresTypically each
DMX valueor rangedefinedby afixture’sDMX protocolwill resultin anadditionaDMX entry
for thesameDMX channelUsethe New DMX Entry buttonto addadditionalblankrows for
thecurrentlyselectedMX channelandthe Delete DMX Entry buttonto remove unwanted
rows.

High End Systems 347



Section25: TheFixture Builder

16-bitDMX functionality canbe definedby combiningtwo DMX channelawvith thesame
functionandfeature Selecta DMX channekell, pressSet andtypein thetwo DMX channels
to becombinedseparatetly / from theconsolekeypad).For exampleto combineDMX channels
3 and4 to createl6-bit DMX functionality enter3/4 in theChannel cell for channels3 and
4. Combinedchannelsio not needto be sequentia(for example,3/8 s valid).

Function

This cell representshefunctionor parameteusedto accesshis channel A functionis defined
astheparametenamedisplayedvhenprogramminghefixture. Exampleof functionsinclude:
intensity pan,tilt, gobo,cyan,etc.Functionsareselectedrom adialogboxthatis sortedby the
following Kind categyories:Unused)ntensity Position,Colour, Beam,andControl. Mostfunctions
alsohave a sub-catgory calledfeature.

Feature

A featureis definedasa sub-classificationf a function. For example,a gobofunctioncanhave
slots,spins,andrandomfeaturesAll featureswithin afunctionaremutuallyexclusive. In other
words,eachfeatureis a uniquebehaiour of thefunctionandno two featurescanoccuratthe
sametime. Eachfeaturecanhave its own DMX valueor rangeof values.Thefunctiontype
definedin thefunctioncell will determinewvhatfeaturesareavailablein thefeaturecell. For in-
stanceselectinga Strobefunctionwill resultin achoiceof 13 featuredncluding: shutterrate,
ramp,ramp/snaprandom etc.Many functionshave pre-definedeatureghatcannotechanged
(Intensity Pan,Cyan,etc).

Whenbuilding afixture library, you definea featureasa sub-sebf a particularfunctionand
associaté with a specificDMX valueor range A gobofunction might have six slotfeatures
(onefor eachgobo),onespinfeature andonerandomfeature Eachof theseentriesshouldbe
mappedo thecorrespondinddMX value(s)accordingto thefixture’'s DMX protocol.A single
DMX channetanhave mary differentfunctionsandfeatureseachwith theirown uniqueDMX
valuesor rangef values.

DMX Value

Thisfield is usedto definethe exactDMX valueor rangeof valuesusedby thefunctionand
featureof theDMX channelEntriesin thisfield canbeasingleDMX valueor arangeof values.
Rangesanbeenteredwith theThru key ontheconsolekeypad.For example,0>255would
resultin afull rangefor an8-bit DMX channel DMX rangescanbeinvertedif desiredfor ex-
ample:255>0to matchtherealworld rangethey correspondo. If afunctionis definedasa 16-
bit DMX function,thenDMX valuesandrangesnaybebetweer0 and65535.

If aDMX valueis outof theallowableDMX range theminimumor maximumvaluewill auto-
maticallybeused(anentryof 0>500will becomed>255).
Real World

Thisfield defineshelabel,value,or rangethatis displayedon the consolewhenthefunction
andfeatureis used.Theselectedunctionandfeaturewill automaticallydefinethetypeof value
availablewithin thisfield. For example,anintensityfunctionwill alwaysbedisplayedasa per
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25.1.3

centagewhile panor tilt will alwaysbedisplayedn degreesandstrobefrequeng in hertz(Hz).
You may entera singlevalueor arangeof values(0>260°)usingthe Thru key ontheconsole
keypad.The RealWorld rangewill be mappedlirectly to the correspondinddMX valuerange.
Notethatif asinglevalueis entered100%)for acorrespondinddMX valuerange(0>255),
thenyouwill notbeableto adjustthe parametethroughouthedefinedrange.

Whendefiningthe RealWorld valuesfor afunction/featureyou cansimply enterthe numeric

value(0>100)andthepredefinedinittypewill automaticallypedefinedfor intensitythiswould

appeaispercentagefor positionasdegreesfor strobeashertz);youdonothaveto enterin the
unittype.Alsoif aRealWorld valueis outof therangeof theconsoletheminimumor maximum
valuewill automaticallybe used(anentry of 0>200%will becomed>100%).

Marny featuresalsoallow negative valuesto be used Whendefiningtherealworld valuesfor a
rotatinggobo,for example,you couldenter-50>50rpmThis realworld rangewill be mapped
directlyto thecorrespondinddMX valuerange soif theDMX valuerangewas0>255,thenthe
realworld valueof Orpmwould be equalto a DMX valueof 128 (positive rpm valueswould
mapto higherDMX valuesandnegative rpm valueswould mapto lower DMX values).
Decimalsmayalsobe usedwith someRealWorld values(22.5>99.7rpm).

In the caseof featuresddefinedasslots(gobosor colours),anadditionalpopupboxwill become
availablewhenthe RealWorld cell is selectedThis dialogbox will allow youto selectaname
for thegoboor colourfrom apredefinedist of namesSlotentrieswill appeaontheslottoolbar
duringprogrammingAdditionally you candefinean offsetfor the slotname(in thefield atthe
bottomof thedialog). This offsetdefinestherangeusedby thefunctionwhendialling values
ontheencodemwheel.Leaving this field blankwill resultin thedefault (0%) beingused.

Additional function/featureselectiongnayresultin variousRealWorld valueselectionsvia a
dialogbox. For instancea strobefunctionandshutterfeaturewill allow a RealWorld value
entryof either‘open’ or ‘closed’.

Adding User Created Libraries to a Show

Oncelibrarieshave beenbuilt within thefixture builder, they arestoredwithin the shaw file.
You canthenaddthesefixturesto your shav in the samemethodasexisting fixtureswithin the
selectedibrary:

1. IntheFixturewindow, opentheFixture Schedule.

2. ScrolldowvntotheUser Created manufcturerandexpandto view all custom
madelibraries:
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3. Add, patch,andprogramcustomlibrariesin the samemannersexisting lib-
raries.

Oncealfixtureis createdjt behaesthe sameashuilt-in fixture libraries:

¢ Youcanmege customlibrariesfrom oneshaw to anothemsingthe Merge
Shaw function.

¢ Youcanusethe Edit Fixtureswindow to adjustdefault valuesandfurthercus-
tomizeusercreatedibraries.

¢ Youcanreplicateandreplaceto andfrom usercreatedixtures.

¢ Youshouldsendashaow containingyour custommadefixturesto support@fly-
ingpig.comsothey maybeaddedo future built-in libraries.
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25.2 Fixture Builder Tutorial

This tutorial takesyou throughthe procesof building a customfixture library for afictitious
fixture. Follow the stepsto createa customfixture library.

Fictitious 575 Protocol
Ch. Purpose Value Description
1 Intensity 0 to 255 0 is out 255 is full
2 Pan Coarse 0 to 255 540 degree pan
3 Pan Fine 0 to 255
4 Tilt Coarse 0 to 255 270 degree tilt
5 Tilt Fine 0 to 255
6 Cyan 0 to 255 0 is full, 255 is out
7 Magenta 0 to 255 0 is full, 255 is out
8 Yellow 0 to 255 0 is full, 255 is out
9 Gobo 0 Open
20-30 Gobo 1 (breakup)
31-40 Gobo 2 (bubbles)
41-50 Gobo 3 (cone)
51-60 Gobo 4 (radial)
100-150 Gobo wheel spin fwd slow to fast
151-200 Gobo wheel spin rev slow to fast
201-255 Random gobo slow to fast
10 Shutter 0 Closed
1-127 Linear Strobe slow to fast
128-200 Random Strobe fast to slow
201-210 Reset Fixture
221-230 Strike Lamp
231-240 Shutdown fixture
241-250 Douse Lamp
255 Open

25.2.1 Step 1: Create the New Fixture

To createthe new fixture:

Setup — Patch : opentheFixturewindow.

Presghe Fixture Builder button.

1
2
3. Click OK onthewarningdialog.
4

PresgheCreate New button. The CreateNew CustomTypewindow will

open.

High End Systems
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25.2.2 Step 2: Enter Fixture Details

Enterthe Model Name,Author, andNotesby clicking in eachcell andpressingSet:

1. Namethemodel: Tutorial

2. Enteryour namefor Author.
3. Enterary notes.
4

Adjustthe channekountto matchProtocol: 10 channels.

Create MHew Custom Type
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5. Click OK to closethis window andstartthefixture creation.

Theblanknew fixture will bedisplayed:
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25.2.3 Step 3: Configure Channel Features
Intensity

Fixture Builder

m W Creshs Mew O ey From  [elsle Curerd
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ISR,
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1. SelectheFunctioncell for channell andpressSet. A dialogwill appeawith
alist of function categories.

2. Selectintensityontheleft columnto displayalist of Intensityfunctionsub-
catgories.

3. Selectintensityasthedesiredfunction. Thewindow will closeandyou will
seeintensityassignedsthefunctionandfeaturefor channell. Notethatthe
featurecolumnwill auto-fill with ‘Intensity’.

4. SelectheDMX valuecell for channell andpressSet. EntertheDMX values
rangefor theintensitychannel0>255)andpressEnter.

5. Selectthe RealWorld valuecell for channell andpressSet. Enterthe Real
World valueto be displayedn percentag€0>100)andpressEnter.
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Pan and Tilt (16 bit)

Fixture Builder
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Define16 bit channeldor PanandTilt:

1.

3.

Selectthe channekell for Channel andpressSet. Enter2/3 to indicatethat
channel and3 combineto createa single16-bitfixture.

Selectthechannekell for ChanneB andpressSet. Enter2/3to indicatethat
channel and3 combineto createa single16-bit fixture.

Repeatheaborve for channelst and5.

ConfigurePanandTilt Functions:

1.

High End Systems

Selectthefunctioncell for thefirst 2/3 channelandpressSet. A dialogwill
appeamith alist of functioncateyories.

SelectPositionon theleft columnto displayalist of Positionfunctionsub-
categories.

SelectPanasthedesiredfunction. Thewindow will closeandyouwill see
panassignedasthefunctionandfeaturefor channeP. Notethefeaturecolumn
will auto-fill with ‘Pan’.

Selectthe DMX valuecell for channel/3 andpressSet. Enterthe DMX
valuesrangefor theintensitychannel0>65535)andpressEnter.
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5. SelectheRealWorld valuecell for channeR/3 andpressSet. EntertheReal
World valueto be displayedn degreeq(-270>270°)andpressEnter. This
realworld valuewill mapthe540degreesof movementacrosgsheDMX range
sothemiddleof therange(32768)is equalto 0°. Notethatyou couldinstead
enter0>540°if desiredput thenthis would bedifferentthanexisting fixtures
asthe0° valuewould equala DMX valueof 0.

6. Repeatheaborvefor thesecond2/3 channel.

7. Repeasll of theabove for Tilt onthetwo 4/5 channels.
Cyan, Magenta, Yellow
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1. Selecthefunctioncell for channeb andpressSet. A dialogwill appeamwith
alist of function categories.

2. SelectColourontheleft columnto displayalist of Colourfunctionsub-cat-
egories.

3. SelectCyanasthedesiredfunction. Thewindow will closeandyouwill see
Cyanassigneasthefunctionandfeaturefor channelb. Notethefeature
columnwill auto-fill with ‘variable’.
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4. SelectheDMX valuecell for channeb andpressSet. EntertheDMX values
rangefor theCyanchanne(255>0)andpressEnter. NotethattheDMX value
is invertedbecausehe protocolshavs 0 is full colourand255is no colour.

5. Selectthe RealWorld valuecell for channelb andpressSet. Enterthe Real
World valueto bedisplayedn percentag¢0>100)andpressEnter.

6. Repeatheabore stepsfor Magentaon channel7 andYellow on channeB.

Gobo Wheel

Sincethe DMX Protocollists 8 discreteDMX valuesor rangesusedby channel, the number
of DMX entriesneedgo beincreasedor this channel:

1. Selectthe Channekell for channeB.

2. PressheNew DMX Entrybuttonto addanadditionaDMX entryfor channel
9.

3. Repeatheabore until thereare8 channekentriesfor this channel:
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Fixture Buildar
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DefineeachDMX entryfor Slots:
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Fixture Builder
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1. Selectthefunctioncell for ablankDMX Entry of channebB andpressSet. A
dialogwill appeamvith alist of functioncateyories.

2. SelecBeamontheleft columnto displayalist of Beamfunctionsub-catgor

1es.

3. SelectGoboasthedesiredfunction. Thewindow will closeandyouwill see
Goboassignedsthefunctionandfeaturefor channeB. Notethefeature

columnwill auto-fill with ‘slots’.
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4. SelectheDMX valuecell for thisDMX EntryandpressSet. EntertheDMX

valuesrangefor thefirst gobovalue(0) andpressEnter.

5. Selectthe RealWorld valuecell for this DMX Entry andpressSet. A dialog
boxwill displayalist of slotnamesSelecta slotnameandpressEnter.

6. RepeatheabovestepgortheotherDMX entriesfor eachgoboin theprotocol.

DefineeachDMX entryfor Spins:
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High End Systems

Selecthefunctioncell for ablankDMX Entry of channeB andpressSet. A
dialogwill appeamith alist of functioncategories.

SelecBeamontheleft columnto displayalist of Beamfunctionsub-catgor-
ies.

SelectGoboasthedesiredfunction. Thewindow will closeandyouwill see
Goboassignedsthefunctionandfeaturefor channeB. Notethefeature
columnwill auto-fill with ‘slots’. Selectthis cell andpressSet. ChooseSpin
from thedialogbox.

SelectheDMX valuecell for thisDMX Entry andpressSet. EntertheDMX
rangevaluesfor thegobospinaccordingo theDMX protocol(100>200)and
pressEnter.

Selectthe RealWorld valuecell for this DMX Entry andpressSet. Enterthe
RealWorld valueto bedisplayedn RPM (-100>100rpmyandpressEnter.

Repeatheaborve stepsfor therandomspin portionof the protocolusingan-
otherDMX entryfor channel.
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Strobe/Control Channel
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Thenumberof DMX entriesneedgo beincreasedor this channel:

1. Selectthe Channekell for channellO.

2. PressheNew DMX Entrybuttonto addanadditionaDMX entryfor channel
10.

3. Repeatheabore until thereare8 channekentriesfor this channel.

DefineeachDMX entryfor Strobe:
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10.

11.

12.

Selectthefunctioncell for ablankDMX Entry of channell0 andpressSet.
A dialogwill appeamwith alist of functioncateyories.

Selectintensityon theleft columnto displayallist of Intensityfunctionsub-
catgories.

SelectStrobeasthedesiredunction. Thewindow will closeandyouwill see
Strobeassignedsthefunctionfor channell0. Note the featurecolumnwill
auto-fill with ‘Shutter’.

SelectheDMX valuecell for thisDMX Entry andpressSet. EntertheDMX
valuefor theOpenShutteraccordingo theDMX protocol(0) andpres<Enter.

Selectthe RealWorld valuecell for this DMX Entry andpressSet. A dialog
boxwill displayalist of shutteroptions.Selectthe ‘open’ shutteroptionand
pressEnter.

Repeatheabove stepsfor the‘closed’ shutterability of thefixture.

Selectthefunctioncell for ablankDMX Entry of channell0 andpressSet.
A dialogwill appeamwith alist of functioncateyories.

Selectintensityon theleft columnto displayallist of Intensityfunctionsub-
cateories.

SelectStrobeasthedesiredunction. Thewindow will closeandyouwill see
Strobeassignedsthefunctionfor channell0. Note the featurecolumnwill
auto-fill with ‘Shutter’. Selectthis cell andpressSet. ChooseRatefrom the
dialogbox.

SelectheDMX valuecell for thisDMX Entry andpressSet. EntertheDMX
rangefor theLinearStrobeaccordingo theDMX protocol(1>127)andpress
Enter.

Selectthe RealWorld valuecell for this DMX Entry andpressSet. Enterthe
RealWorld valueto be displayedn Hertz (0>30hz)andpressEnter.

Repeasteps8-13for therandomstrobeability of thefixture.

Fixture Controlcommandd$rom Strobechannel:

1.

5.

Selectthefunctioncell for ablankDMX Entry of channellO andpressSet.
A dialogwill appeamith alist of function cateyories.

SelectControlontheleft columnto displaya list of Controlfunctionsub-
catgories.

SelectFixtureControlasthedesiredunction. Thewindow will closeandyou
will seeFixture Controlassigneasthefunctionfor channellO. Notethe
featurecolumnwill auto-fillwith ‘Idle’. SelecthiscellandpressSet. Choose
GlobalReseffrom the dialogbox.

SelectheDMX valuecell for thisDMX Entry andpressSet. Enterthe DMX
for thefixture resetaccordingto the DMX protocol(205)andpressEnter.

Repeatheabore stepsfor the shutdavn ability of thefixture.

NotethatRealWorld valuesarenot allowedfor Controlfunctions.
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Lamp Controlcommandsrom Strobechannel:

1. Selectthefunctioncell for ablankDMX Entry of channellO andpressSet.
A dialogwill appeamwith alist of functioncateyories.

2. SelectControlontheleft columnto displayalist of Controlfunctionsub-
catgories.

3. SelectLampControlasthe desiredfunction. Thewindow will closeandyou
will seeLampControlassigneé@sthefunctionfor channell0.Notethefeature
columnwill auto-fill with ‘Strike’. Selectthis cell andpressSet. Choose
Dousefrom the dialogbox.

4. SelectheDMX valuecell for thisDMX EntryandpressSet. EntertheDMX
for thelampdouseaccordingto the DMX protocol(245)andpressEnter.

5. Repeatheabore stepsfor thelampstrike ability of thefixture.

NotethatRealWorld valuesarenotallowedfor Lamp Controlfunctions.

25.2.4 Step 4: Build the Fixture

Your fixture shouldbe similar to the examplebelow:
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To build thefixture:

1. PresgheBuild Typebuttonto build thefixture library.

2. If ary errorsarefoundadialogwill explaintheerror Make ary corrections
andbuild again.

3. A dialogboxwill confirmasuccessfubuild of alibrary:
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25.2.5 Step 5: Add the Fixture in the Fixture Schedule

1. OpentheFixtureSchedulavindow andscrollto theUserCreatednanugcturer

2. Selectyournew fixture andpressSet. Enterthenumberof fixturesto beused
in theshaw.

3. PresOK andpatchthefixtures,swapaxes,andsoon,asnormal:

B B s FalehT = Fopln sk Lnadses S wwl PR il

25.2.6 Step 6: Edit Fixture to Define Default Values

To definethe default valuesfor your new fixture, you caneditthe defaultsfor eachparameter
in the Edit Fixtureswindow:
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25.2.7 Step 7: Programming Your Custom Fixture

Whenprogrammingwith thefixture from thetutorial, bearin mind thefollowing:
¢ PanandTilt arel6-bitDMX, butappeagasasingleparameteftanduse2 DMX
channelsach).

¢ Cyan,MagentaandYellow functionproperlyin respecto theDMX values
beinginvertedfrom the RealWorld value.

« TheGoboslotsappeaionthe Slottoolbar
¢ TheGoboSpinandRandomfunctionsappeaion the Goboencodemwheel.

e Thevarioustypesof parameterthatarecontrollingchannellO: shutter strobe,
fixture control,andlampcontrol.Noticehow eachappearssuniquefunctions,
althoughthey all outputonthesameDMX channel.
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Section 26: Pig Key Commands

ThePigkey is theHog 40S'smainmodifier key; it canbeusedto modify or extendmary of
the console'sommandsThefollowing tableslists its useswith keys andbuttons,andwith
othercontrols.
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Pig with Keys and Buttons
Use

Result

Pig + @
Pig + Backspace

Pig + Blind

Pig + Choose
Pig + Copy

Pig + Flip

Pig + Main Go
Pig + Main Halt
Pig + Main Back

Pig + Go, Halt, Back, or Flash on a
master

Pig + Next (on the View Toolbar)

Pig + Next Page

Pig + Nudge Up (above the |-Wheel)

Pig + Nudge Down (below the I-
Wheel

Pig + Open + Backspace
Pig + Open + Colour

Pig + Park

Pig + Record
Pig + Release
Pig + Setup

Pig + Size (on the Window Control
Toolbar)
Pig + Touch

Pig + Undo

When patching with View by DP enabled, un-
patches the selected fixtures.

Removes values from the currently highlighted
cells in the Programmer or editor.

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.

Opens the playback options for the cuelist on
the selected master.

Copies the contents of the currently selected
cells.

When using Flip to cycle a fixture through its flip
positions, goes through the possible positions
in the reverse order to Flip without Pig.

Equivalent to pressing Go on all masters.
Equivalent to pressing Halt on all masters.
Equivalent to pressing Back on all masters.
Releases the master.

Changes the view to the previous view, rather
than the next view.

Changes the page to the previous page, rather
than the next page.

Nudges the intensity up by half the set nudge
value.

Nudges the intensity down by half the set nudge
value.

Opens the Launched Processes window.

Opens the Colour Picker rather than the Colour
Directory.

Unparks selected fixtures, rather than parking
them.

Pastes into the currently selected cells.
Releases all masters.

Toggles the worklight on and off (Road Hog 4
only).

Cycles through the possible window sizes in the
reverse order.

Un-touches specified parameters and fixtures,
rather than touching them.

Redoes the last undone action.
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Pig with Keys and Buttons
Pig with the arrow keys

Pig when pressing a button in a dir-
ectory

Pig when entering text with the on-
screen keyboard

Pig with the I-Wheel

Pig with parameter wheels

Pig when dragging files in the File

window

Browser pane of the Show Manager them.

Extends the selected cells or directory items in
spreadsheets and directories.

Overrides the effect of the Guard button.

Acts as a shift key, to type upper case charac-
ters.

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%.

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.

Copies the dragged files, rather than moving
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Section 27: Visualiser Connectivity

All Hog40OSconsolesrecapableof connectinglirectly to visualiserssia the HogNetnetwork.
CurrentlyESPVision, WYSIWYG, MSD, CaptureandLight CornversearesupportedTheHog
4 Connectvity applicationmustbeinstalledon thevisualizationcomputerfor this connectvity
to function.

Thissectiondescribeshebasicinformationneededo installtheHog 4 Connectvity application
onyourvisualisercomputeiaswell astheconfiguratiorof theapplication For in depthvisualiser
usagepleasecontactthevisualisermanufgcturer;seeVisualiser SupportContacty(p.387).

27.1

Installing the Connectivity Application

You candownloadthe currentHog 4 Connectvity installationapplicationfrom the High End
Systemsawvebsite:wwwhighend.conor or you canselectto install the connecwity driverwhen
installingHog4PC.Thefollowing instructionsassumeouarerunningtheseparateonnectvity
driverinstallation.

To installthe connectity application:

1. Doubleclick theHogConnect_x-x-x-x.mdile to launchtheinstall wizard.

2. TheHog Connectinstallerwill checkyour operatingsystemandwindows
installerversionsandthendisplaythewelcomescreenPresdNext to begin
theinstallationprocess.
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-
241 Hog Connanivity LIVAENG Setap o0 0 -

[

Waelcome to the Hog Connechivity
1.0.0.266 Setup Wizard

The Sechup Wigear o will inskall Hog Connesctivity 1000265 on
oL CERTpLer, Chot Met o continge o Carel To et the
Setap ‘Wizard,

k

Thewizarddisplaysan End UserLicenseAgreement.
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High End Systems

- &
8 oy Connectivity LVAZNE Setug [ =
| End-lser License Agresment

Fl=smes reasd the followirg cemes sgr=smerk carefllly

End User Licenze Agresment
High End Systems HogdPe™

End User License fgreemss:nt
SERVER & DESKTOP LIGE OMLY

THIS SOFTWARE EMD USER LCENSE AGREEMENT ["EULAT IS A
LEGAL AGREEMENT BETWEEMN HES AND YO AS AN INDIVIDUAL
AMDVOH, IF PURCHASED OR OTHERWISE AGLUIREDR BY OR FOR
AN ENTITY, AN ENTITY PLEASE READ IT CAREFULLY BEFORE
COMPLETING THE INSTALLATION PROCESS AND USING THE

| &

After you selectl acceptthetermsin the LicenseAgreementpressNext to
continue.

Theinstallernow shavs you which featuresof the Hog Conneciapplication
aregoingto beinstalledandinto which location.Do not make ary changes
to theinstalllocationasmost3rd partyvisualizerapplicationsarehardcoded
to pointto thedefaultinstallationdirectoryandchanginghis optioncould
leadto failure of the connectvity driverto startproperly PressNext to con-
tinue.
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rﬂl Hog Conmeotyity LOVEN0 Seqmp S s

Custom Sstup
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Deacumertation

hand drive,

Localion: C:iProgrem Fiss (BS)Fying Fig SystemsHog
Correciviyl

Click the ioors In the e beiow o changs the ey features vl be instali=d,

BB |Hog Waskees Covectndty Saftware Do and

This feature readres E on wou

Reget | Dskusags [ oek [ nem ] camd |

;-_ Eq_'__uuz... _.!

This promptsa Readyto Install screerwith instructionson beginningor can-

celingtheinstallation.Presdnstall to begin installing.
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[ 381 Hog Connectivity LODZNG Setug W 0 - [ -
Ready Lo install Hog Connectivity 1.0.0.266 e

ek Irstal o bagin te rstaleton, Chds Bedk tn review or change any of your
ins tallation sethings. Chok Caros] o st e wizard

| omek [ irmmt ] [ ocemcd |

k

6. Installation:duringtheinstallationa progresdarwill beshown:
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rﬂ'*mmmr[yw.ﬂ.gmm- - " IE___.__,;_W

Installing Hog Connectivity L0L0.266

Gkatis: Validating iratsl

- -

Please mait whie the Setup Witzard instals Hog Connectivby 10,0265,

Completingtheinstallation:whentheinstallationis complete pressFinish to

exit theinstaller
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Completed the Hog Connectiviby
1.0.0.266 Setup Wizard

Sk the Fineh bution 1o =t the S=tup Wized

Eadl L

g
4 How Conmeotivity LOOZ0G SeTmp —

27.2 Connecting the Console to the Visualizer

TheHog4 visualiserconnectity supportsnultiple DMX Processordependentiponthenumber
of universessupportedy yourvisualiserand/orlicense Contacthevisualisermanugcturerfor

upgradanformation.

27.2.1 Configuring Visualisers

Referto your visualiserdocumentatiorior informationregardingconfigurationof DMX input
viatheHogvisualiserconnectvity application Mostvisualisersequireselectingheinputsource

andit mustbe mappedo the Hog connectvity.

27.2.2 Configuring the Network Connection

As thevisualiserapplicationopensthe Wholehog DP window will be openedonthebottom

right of your visualisercomputerscreen:

High End Systems

379




27.2.3

380

Section27: VisualiserConnectivity

G Wiietreg D4

Tpda
Toier Lo Yoy Hatsod r——

|

Uy R T ] i e
Cowrgpaman Fie corwiacd
Fory (FEF
s Phrumar |

A Hoglogowill alsobeplacedin the Windows taskbarwhenthis applicationis running:

If you closethedialogbox, the WholehogDP will continueto run,anddouble-clickingonthe
taskbariconwill re-openthedialogbox.

WhenaHogseneris detecteanthenetwork theStatus field will changdo Wholehog Network
Found, thento Loading Show, andfinally to Running:

fad L

il Tl H bk, Foancd e Ll Ghies Tnem  Nurwang
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TheSession andInfo fieldswill containadditionalnetwork information.

TheWholehogDP applicationcanbe configuredsimilarly to anactualDMX ProcessorYou
canassignHog network portandthe netnumberfor this application.The Port field mustbeas-
signedto the sameportasyour Hog consoleonthe network. The Number field representshe
netnumberandis similarto the numberin theupperright handcornerona DMX Processor

Assignthenumberto a uniquedevice netnumberthatis notusedby ary otherdevicesonthe
Hog network. PressApply aftermakingchanges.

Configuring the Visualiser Universes

In the WholehogDP window onyour visualisercomputerpressthe Patch buttonto openthe
Patchwindow. Usingthis window you canconneciary of the24 DMX universeswithin your
visualiserto ary DMX Processoanduniversefrom your Hog show. For example,to assign
visualiseruniverse3to respondo theDMX from universe3 of DMX ProcessoR, simply select
DP#2, Universe3 in the#3 row. PresOK aftercompletingthe patching.
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27.2.4 Using the Visualizer

Oncetheaborve configuration's completethe connectity betweerthe Hog systemandthe
visualisershouldbegin working. You canclosethe WholehogDP window andthe connectity
will continueaslong astheHoglogoremainsn thetaskbar:

27.3 Connecting to WYSIWYG

TheHog Connecwity for WYSIWYG supportamultiple DP’s up to the numberof channels
supportedy your WYSIWYG dongle.ContactCastfor WYSIWYG upgraddanformation.

27.3.1 Configuring the Network Connection

WhenWYSIWYG is launchedthe Wholehog DP window will belaunchedandopenednthe
bottomright of your visualisercomputerscreen:
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If you closethedialogbox, the WholehogDP will continueto run,anddouble-clickingonthe
taskbariconwill re-operthedialogbox.

WhenaHogseneris detecteadbnthenetwork theStatus field will changeo Wholehog Network
Found, thento Loading Show, andfinally to Running:

i e L
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TheSession andInfo fieldswill containadditionalnetwork information.

TheWholehogDP applicationcanbe configuredsimilarly to anactualDMX ProcessorYou
canassignHog network portandthenetnumberfor this application.The Port field mustbeas-
signedto thesameportasyour Hog consoleonthenetwork. TheUser Number field represents
thenetnumberandis similarto thenumberin theupperright handcorneronaDMX Processor

Assignthe UserNumberto a uniquedevice netnumberthatis not usedby arny otherdeviceson
theHog network.

Configuring WYSIWYG
To configureWYSIWYG:

1. In WYSIWYG openthe Device Manager. Live - Device Manager
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2. Click onNew to addanadditionaldevice. SelectWholehoglll DP asthenew
device:
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3. Thedevice window will now displaytheHog DMX Processo8000.
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Doubleclick onthis device or selectit andpressProperties. The Properties
window will open:
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4. IntheAddress field enterthe DP numberusedwhenpatchingon the Hog
console Click OK to closethis window.

5. Bindtheportsto the universedn your WYSIWYG shaw; consultthe WYSI-
WYG documentatiorior detailedinstructions.
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6. Oncetheuniversesarebound,you canconnecto the WholehogDP. Repeat
theabove stepsfor eachDMX Processousedin your Hog show 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 possibleatatime. If yourversionof CEis limited
to oneuniverse youwill needto specifywhich universeis active within the WYSIWYG file:

1. With theWYSIWYG file open,goto theLive Moduleandselectedit —
Universes.
2. TheVisualisationUniverseSelectiorwindow will open.Thiswindow will

displayall the currentlyconfigureduniverseswithin your drawing. Usethis
window to selectthe universeyou wish to visualizefrom theconsole.

¥isualisation I.Iu-h,f'fﬂrge Selection E|E|

Cumenl Urivesse name | Set Cumerit |

EDM-

| 0K | Cancel |

27.3.4 Using the Connectivity with WYSIWYG

Oncetheabove configurationis completethe connectvity betweerthe Hog systemand
WYSIWYG shouldbegin working. YoucanclosetheWholehogDP window andtheconnectiity
will continueaslong asthe Hog logo remainsin thetaskbar:

Autofocus Feature

WYSIWYG cansendinformationbackto your Hog consoleto allow lights to beautomatically
positionedo aparticuladocationon stageratherthanindividually positioningthefixturesusing
theconsoles controls Referto theWYSIWYG UsersManualfor furtherdetailsonthe Autofocus

feature.

WhenWYSIWYG Autofocusis enabledselectinganddeselectindixturesin WYSIWYG will
dothesameonyourconsoleYoucanalsousethefunctionsin WYSIWYG to assigrtheintensity
iris, pan,tilt, andCMY colourmixing valuesin the actve editoror programmeion the Hog

console.
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Notethatthe AutofocusfeaturerequireshattheHog show file usesafixture library version2.5

or greater
27.4 Troubleshooting

1. Whenlaunching avisualisera messagesayingError  loading
<path>/Ixhog3dp.dll or hog4.dll  appears.
Thedriver cannot belocated Runtheinstalleragain.

2. Windows98or ME will not run the msiinstaller.

Downloadandinstall the Windows Installer2.0 updatefrom Microsoft andrun the Hog
Connectvity installeragain.

3. The WholehogDP window doesnot openwhen the visualiseris launched.
Runtheinstalleragain.

4.  The WholehogDP window alwayssaysLocating  Wholehog Network...
Checktheportmatche®nthesettingsontheconsole CheckEthernetonnectionsCheck
thatthereis only oneDHCP senerin your network. Rebootthe visualisercomputer

5.  The WholehogDP window displaysConnection  Error while trying to connect.
Checkthe network settingson boththe visualisercomputerandthe Hog console Reboot
thevisualisercomputer

6. The WholehogDP window displaysCouldn't  get file  handle while trying
to connect.

Checkthatanothewisualiseris not runningon the samecomputerRebootthe visualiser
computer

7.  TheWholehogDP window displaysLoader version is old (need Xx.y.z)
while trying to connect.

You needto updatethe Connectvity Application. Checkwwwflyingpigcomfor thelatest
version.

8.  Novisible fixtur e output in the visualiser.

Checkthatthe consoleGrandMasteris up. CycletheBlind key to asserthe contentsof
theProgrammer

9. WYSIWYG displaysCould not connect the following consoles:
Wholehog DP.

CheckthattheWholehogDPwindow indicatest is connectedo theconsoleandis running.
Checkthattheaddressn the Propertiesvindow on WY SIWYG matchestheDMX Pro-
cessolin your Hog shav, andthatanothemdevice is notalreadyconnectedo thatnumber

10. WYSIWYG Autofocusdoesnot appearto function.
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Checkthatthe Hog shaw is usingaversion2.5or greateffixture library. Checkwith Cast
regardingthe WY SIWYG fixture libraries.

27.5 \Visualiser Support Contacts
ESPVision: wwwespvision.com
WYSIWY G/Cast:wwwcastlightingcom
MSD: wwwmartin.com
Capture wwwcaptuesweden.com

Light Cornverse:wwwlightcornversenet
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Section 28: Upgrading Console Software

28.1 Software Upgrade

Hog consolesoftwarecanbe upgradedisinganfpspkginstallerpackagedownloadablerom
theFlying Pig website Hog 4PCis upgradedisinganmsiinstallerpackageFor detailsonin-
stalling/upgradingdog 4PCseelnstalling Hog 4PC (p.395).

To upgradesoftwareon your Hog 4(notHog 4PC):

1.

DownloadtheFPSPKGnstallerfrom theFlying Pigwebsite(loncedowvnloaded
thefile namewill beHog4_X-X-X-X.fpspkgwherethe Xs representethe
softwareversionnumber)

Copy thefile to aUSB Flashdrive.

Insertthe USB Flashdrive containingthe upgradefile into ary USB sloton
theconsole.

GototheStart window onyourconsoleandpressheSoftware button,located
atthebottomof the Startwindow.

Browseto the USB flashdrive andselectthefile containingthe software
versionto upgradeandpressOK.

Hog40OSwill continuewith theupgradewvithoutfurtherinteraction Upgrades
typically lessthan20 secondsinlessotherwisenotedin thereleasenotes.
Whenthe consolecompleteghe upgradeall upggradedialogueboxeswill
close.Checkthe splashscreerto ensurehe consoles indeedrunningthe
upgradedsoftwareversion.You may now usethe consoleasnormal.

28.2 Full Install (System Restore)

You mayoccasionallyneedto do a ‘cleaninstall’ of the Hog 40Son your console Performing
afull systemrestorecompletelyerase@ndreplaceghe Hog OS coreoperatingsystemaA full
systenrestoreisn'trecommendednlessyou have beenhaving problemswith theconsoleijt is

specifiedn thereleasenotes,or you have beenadvisedby supportstaf to doafull 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 doafull install systenrestore:
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1. Firstensurehatyour datastoredonthe harddrive is bacledup ontoCD or
USB flashdrive. SeeBadking Up Your Show(p.90).

2. Downloadthe properversionof your console'sull resotre.ISOfile from the
Flyinpig website.

3. Burnthe.ISOfile to aCD asanimagefile (donotburnasaregulardatadisk).
For Windows 7 usersit is recommendegou simply right click onthelSO
file andselect'Burn asimage".If you preferto useaUSBflashdriveto restore
your consolepleaseseesection24.2.1and24.2.2for instructionson how to
createa bootableUSB flashdrive on your Windows or Macintoshcomputer
for consolerestore.

4. InsertCD-ROM in theconsole'slrive andcloseit. Alternatively you caninsert
the USB flashdrive you createdn step3 into ary oneof the console'sJSB
slots.

5. Restartheconsole.

6. WhentherestoremenuappeargpressEnteron the built-in keyboardto begin
thesystenrestore(Note:If youusedUnetbootinonyourMacintoshcomputer
to createthe USB flashdrive youwill notseethis stepandtherestoreprocess
will begin automatically)

Full Boar4 andRoadHog4: If donothave anexternalkeyboardpluggedinto
theconsoleyoucanusetheenterkey onthefront panelfor this stepby putting
theconsole'dront panelinto HID mode.To putthe consolefront panelinto
HID modepressthe cursorup key while holdingdown the pig andfankeys.
Theblind key ledwill flashthreetimes.Thefront panelis now in HID mode.
Pressingenteron your console'sront panelwill now continuethefull install
procedureTo returnthefront panelto normalmodepower cycle theconsole
or pressthe cursordown key while holdingdown the pig andfankeys.

7. Theinstallationwill occurwithoutfurtheruserinteraction.Notethatit will
take afew minutesto complete.

28.2.1 Creating a Bootable USB Flash Drive on a Windows Computer

Thefollowing proceduredemonstratekow to createa bootbaleUSB flashdrive to restoreyour
Hog 40SConsoleusinga Windows Computer:

1. DownloadandinstallLinux Live's"USB Stick Maker" to your Windows PC.
( http://wwwlinuxliveusbcom/)

2. Inserta USB flashdrive into on of your Windows computer'sJSB slotsand
startLinux Live'sUSB Stick Maker (USB flashdrive mustbe atleast2GB)

3. Instepl of Linux Live USB Creatorselectthe USB flashdrive you inserted
into your computer

4. In step2 of Linux Live USB Creatorclick on ISO/IMG/ZIP andselectthe
Hog40Sfull restorelSOfile thatyoudownloadedrom theHog4OSsupport
pageonline
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Skip step3 of theLinux Live USB Creatorandlook atstep4. Select'Format
thekey in Fat32"

Click onthelightning bolt in step5 of the Linux Live USB creator

A dialogueboxwill popupwarningyou thatyour USB flashdrive contents
will beerasedClick okay.

WhenLinux Live USB Creatoiis finishedit will alertyou.RemoreyourUSB
flashdrive andproceedo restoreyour consoleasoutlinedin section24.1.

28.2.2 Creating a Bootable USB Flash Drive on a Macintosh Computer

Thefollowing procedurelemonstratekow to createa bootbaleUSB flashdrive to restoreyour
Hog 40SConsoleusinga MacintoshComputer:

1.
2.

10.

11.

12.

13.

High End Systems

Downloadandinstall Unetbootin( http://unetbootin.sowefoige.net/)

Openaterminalwindow onyour Macintoshcomputerlf youdon'tknox how
to openaterminalwindow you cansimply type"terminal”in the spotlight
searchHield andit will usuallyshowv up asthefirst applicationresultin the
searchresults.Click ontheapplicationto launcha terminalwindow.

Insertthe USB flashkey you wish to useinto oneof the USB slotson your
MacintoshComputer(Must be atleast2GB andformatedasFat32)

In theterminalwindow type:diskutil list andhit enter

You shouldnow seealist of disksin theterminalwindow. Locateyour USB
flashdrivein this list andtype sudofdisk -e /dev/rdisk# where# is the disk
numberof your USB flashdrive andhit enter Whenpromptedypein your
computempassverd andpressenter (Youmayignoreary errormessagesuch
as"fdisk: couldnotopenMBR file ...")

Typep in theterminalwindow andhit enter

Typef 1in theterminalwindow andpressenter Theterminalwindow should
now read"Partition 1 marked active".

Typewrite in theterminalwindow andpressenter Whenasledto confirm
thatarebootwill beneededype"Y" andpressenter

Typeexit andpressenter You maynow closetheterminalwindow.

StartUnetbootin WhenUnetbootinstartsyou will seeasinglewindow on
your screen.

Selecthe"Disk Image"optionandmake sure"ISO" is selectedrom thedrop
dowvn menu.

Ensureyour USB flashdrive is insertedn your Macintoshcomputerandis
selectedn drive dropdown menuin Unetbootin.

Now click onthebrowsebuttonin Unetbootin(thebrowsebuttonis thebutton
with threedotsonit) andselectthe correctFull RestorelSOfile thatyou
downloadedrom the Hog 40Ssupportwebsite.
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14. Click okayandUnetbootinwill proceedo createyour USB flashdrive.

15. WhenUnetbootinis finishedit will alertyou. Remare your USB flashdrive
andproceedo useit to restoreyour consoleasoutlinedin section24.1.

28.3

28.3.1

392

Updating the DMX Processor Software

Normally, updatingthe consolesoftwarewill alsoupdatethe softwareof connectedetwork
processordf necessaryou canupdatethe softwaremanually:

1. Setup - Network : openthe Network window.

2. Thenetwork window will displayalist of any connectedMX Processors
who'ssoftwaedoesnot matchthe consolesoftwareversionundera heading
titted "UpgradeabléNodes".

3. Rightclick onthe DP youwishto upgradeandselect'upgradenode".

If theconsoleandnetwork processoarerunningdifferentsoftwareversionsandtheabove pro-
cedureis notfully working or if theconsoles notrecognizingthe network processoonthe
network you canforcethe network processoto updateits softwareatthe DP:

1. Turnoff themainspowerto the network processarCheckthatthe DP is
connectedo the console'sietwork andthatthe console'sEnableDHCP
Sener" and"EnableBoot Sener" optionsareenabledn the network tab of
thecontrolpanel.

2. Hold down theall threebuttonson the network processor'§ront paneland
applypower. The DP'sdisplayshouldnow read"Forcingsoftwarereload".

3. Thenetwork processowill downloadits softwarefrom theconsoleandreboot.
TheDP'snetnumberandport numbersettingswill be setbackto defaults.

DMX Processor 8000 Reset Options

Thekeys onthefront panelof the DMX Processo8000areusedfor standardanenunavigation.
However asthe unit bootsyou canview specificbootinformationvia a scroll bar Oncethe
DMX ProcessoB000is fully booted,it displaysthe standardnenu.In additionthefollowing
resetoptionsareavailable:

Hard Reset:to forceahardresetof the DMX Processo8000,holdthe ® and > buttonsfor
four secondsOncetheresetbeginsyou will seel/O Board Disconnected onthedisplay

DMX Board Firmwar e Reload: to reloadthe DMX boardfirmwarefrom the Processor'front
panel,holddown ary singlekey astheunitis poveredon. Oncethe procesdeginsyouwill see
theDP8000 Bootloader messag®enthedisplay After aboutoneminutethefirmwarewill be

reloaded.

CPU Board Firmwar e Reloadand Restore to Defaults: to reloadthe CPUboardfirmware
holddownthe «, ® and > keysastheunitis powveredon. TheDMX Processo8000will
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thenreloadits firmwarefrom the network. Oncethe procesdeginsyou will seetheForcing
Software Reload messagenthedisplay
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Section 29: Installing Hog 4PC

Hog 4PCis a softwareprogramthatrunsthe Hog 40Son Windows baseccomputersYou can
downloadthe currentversionfor no chage atwwwflyingpigcom

Thesoftwarecanbeusedasanoffline editor, abackupsener, or astandalonecontrollerthrough
theuseof USB DMX Widgetsor DMX Processors.

29.1

Software Installation

Hog 4PCrequireswindows XP SP2or greateito ensureproperfunctionality. Sincethe Hog
40Smakesuseof multiple processesommunicatingria TCP/IPsoclets,someWindows com-
puterconfigurationsnay preventthe Hog 4PCprocessefrom communicatingvith eachother

Not meetingthesystenrequirementsf Windows XP SP2or greateylack of anenablechetwork
connectioror multiple active network connectionsand/orfirewall settingscanall resultin Hog
4PCcommunicatiorfailures.Thesecommunicatiorfailurestypically causethe SplashScreen
to repeatediydisplay‘Scanningport 6600’ in its statuswindow.

ToinstallHog 4PC:

1. Downloadtheinstallerfor thelatestversionof Hog 4PCfrom theFlying Pig
website (oncedownloadedhefile namewill beHog4PC_X-X-X-X.msiwhere
the Xs representethe softwareversionnumber).

2. Doubleclick ontheHog4PCinstallerfile to launchtheinstall wizard. The
Hog 4PCinstallerwill checkyour operatingsystemandwindows installer
versionsandthendisplaythewelcomescreen.

High End Systems 395



Section29: Installing Hog 4PC

Welcome to the HogdPC 1.0.0.266 Setup
Wizard

Pleams wait mhie the Sebap Wizard preparss o guid= you
hrough the instalaton.

ComDuUtrg Spa0e redunemenis

-
[
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3. Ensureary Hog4 USB devices(suchaswidgetsor wings)have beendiscon-
nectedfrom your computerandclick onthe Next buttonto continue.

4. ThewizarddisplaysanEndUserLicenseAgreementAfter youselect accept
the terms in the License Agreement, you canclick the Next buttonto
continue.
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End-lkser Liceness Agresment
Fl=smes reasd the followirg cemes sgr=smerk carefllly

End User Licenze Agresment
High End Systems HogdPe™
End User License fgreemss:nt

SERVER & DESKTOP LIGE OMLY

THIS SOFTWARE EMD USER LCENSE AGREEMENT ["EULAT IS A
LEGAL AGREEMENT BETWEEMN HES AND YO AS AN INDIVIDUAL
AMDIOH, IF PURCHASED OR OTHERWISE ACQUIRED BY OR FOR
AN ENTITY, AN ENTITY PLEASE READ IT CAREFULLY BEFORE
COMPLETING THE INSTALLATION PROCESS AND USING THE

W 11 gerept e terme i the Licenss Agresmend

|_emt. | [k [ Mem ] [ comd |

5. Youcannow choosevhichfeatureof Hog4PCyouwishtoinstall. Thelisted
optionswill vary dependingon which componentsrealreadyinstalledon
your machine Selectyour preferenceandclick on Next to continue.
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6. By defaultthesoftwarewill beinstalledinto the‘C:\ProgramFiles\FlyingPig
Systems\hog4pcUirectory You canusethe Browse buttonto navigateto

anothelocationfor theapplication.

7. After selectingadrive locationandcomponentso install, click on Next to

continueinstallation.

8. Theinstallerwill now offer alink to the Elo TouchSystemsvebsite.If you
planto useElo touchscreenwith yourHog4PCsetupthenit isrecommended
youclick ontheElos Drivers button,bookmarkthe websitein your browser
anddownloadandinstall thelatesttouchscreemriversfrom the Elo Touch-
Systemavebsiteafteryou completethe Hog 4PCinstallation.Click on Next

to continuetheinstallation.
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Bla Teuchsa e Dvers

fieed Els Tauchsresn drivers?

Chct Hoe hulion below,

9. ThispromptsaReadyto Install screerwith instructionson beginningor can-
cellingtheinstallation.Click Install to begin installing.
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Ready Lo install HogtPC 1.0.0.266

ek Irstal o bagin te rstaleton, Chds Bedk tn review or change any of your
ins tallation sethings. Chok Caros] o st e wizard

10. Whentheinstallationhasfinished,afinal screerconfirmsthattheapplication
hassuccessfullyinstalled.Click Finish. Youwill thenbe promptedto restart
your computer
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Ml Hogapr mu.zn-:-'.-gmgl_ [

Completed the HogdPC 1.0.0.266 Satup
Wizard

Sk the Fineh bution 1o =t the S=tup Wized

)) Important
It is important that you restart your computer at this point to ensure

proper device driver configuration.

A Hog 4PCgroupwill beaddedto the Programdgolder on your StartMenu,with iconsto start
theHog4PCapplicatiorandview installeddocumentationA shortcuto theHog4PCapplication
will alsoappeaion your desktop.

In additionto the Hog 4PCapplicationthe Hog 4PCgroupcontainsghe Hog 4PCWidgetUp-
graderandalink 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

You canremove theHog 4P Capplicationfrom your computerusingthe Add/Remae Programs
utility foundin the Windows ControlPanel:

1. IntheWindows Startmenu,selectControl Panel,thendoubleclick on
Add/Remae Programs.

2. SelectHog 4PC’in thelist of installedprogramsandclick Change/Remee.

3. SelectRemae, click Next andfollow the on-screennstructionsto complete
theun-installationof Hog 4PCsoftware.

29.3 Hardware Installation

Hardwareinstallationfor Hog 4PCshouldonly be performedafterthe Hog 4PCsoftwarehas
beeninstalledon your computer

29.3.1 Unpacking Hardware Components

If you ordereda USB DMX Widget, SuperWidget,or SuperDuperWidgetyou shouldhave
receved:

« USBWidget

« Pawersupply(not neededor singleuniversedmxwidget)
e USBcable

¢ Hog4PCsoftwareinstallationCD

If you ordereda USB Wing, you shouldhave receved:

* USBWing
« Protectve coverfor thewing
e USBcable

« Pawersupplyunit with IEC power cable
e LED desklightwith protectize pouch

If you orderedanLTC/Midi Combol/O Widget,you shouldhave recevved:

e USBI/O widget
¢ USBcable
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29.3.2 USB DMX Widgets

Hog4PCsupportaipto eightuniversef DMX outputvia USBDMX widgets.Youcanconnect
ary combinationof USB DMX SuperWidgetsor USB DMX Widgetsor USB DMX Super
DuperWidgetsto total 8 DMX outputs.In addition,anunlimited numberof DMX outputsis
possiblewhenusingHog DMX Processor€ConnectingandmappingDMX Widgetsto Hog
4PCalsoenableghoseHog universego beoutputthroughart-netandsACN.

AlwaysconnectDMX widgetseitherdirectly to your computeyor to a self-paveredhuh
To configureWidgets:

1. Setup - Network : openthe Network window.

2. SelectheDMX Processo8000in thelist by clicking onits Network Number
andpressthe Settings buttonto openthe DMX ProcessoBettingswindow.
SeeFigure 29.1,"Widget Outputspaneof the DMX ProcessoiSettingswin-
dow”

Selectthe Widget Outputs pane.

4. TheHog4PCapplicationprovidesoneportfor eachof the DMX outputson
theDMX Processoin the shaw file. To configureawidgetto anoutputport
of aDMX Processqrclick onthebox associateavith the portandselectthe
widgetfrom thelist of serialnumberghatappearsSupefWidgetportswill
appeawith the serialnumberfollowed by anoutputnumber

5. Click Apply or OK to confirmthe selection. Thewidgetsthathave beencon-
nectedshouldnow havetheir Active, DMX OK andTX Modeindicatorsillu-
minated.

Somewidgetserialnumberswill appeawith redtext. ThisindicateghattheUSB DMX Widget
is notcompatiblewith Hog 4PCandmustbe upgradedseeUpgradingUSBDMX Wdgets

(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

The USB ProgrammingandPlaybackWings canbe usedeitherwith or without the supplied
externalpower suppliesIf usedwithout, the desklightandinternalUSB hubwill notfunction,
andLED dimmingwill beunavailable.All otherfunctionswill remainunafected.TheUSB
Expansiorwing is self poweredandrequiresexternalpower.

Whentheinternalhubis active (with anexternalpower supplyconnected)it operatessa self
poweredhuh It is thereforepossibleto connecthigh-paver USB devicesto theinternalhub,
suchasthe USB DMX Widget,or anotheWing.

USB Wingsarehigh-paver USB deviceswhenusedwithout anexternalpower supply andso
shouldnotbeconnectedo buspoveredUSB hubsunlesgheexternalpower supplyis connected.

Usethesuppliedcablesto connectary Flying Pig SystemdJSB devicesto your computer
Windows shouldautomaticallydetectandinstallthenew hardware.This processnaytake afew
secondshut shouldnotrequireary inputfromyou.If thisisthecaseyoumayignorethefollow-
ing sectionon troubleshooting.
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29.4 Operation

29.4.1 Using the Hog 4PC Interface
Hog 4PC Windows
WhenHog 4PCopenghe Startwindow will bedisplayedalongwith thesplashscreenOncea

shaw file is loadedor openedthetwo Hog 4PCdefault screenswill bedisplayed.

The Front Panel Interface

Thefront panelof Hog 4PClooksandbehaesvery similarly to thefront panelof theHog 4
console Click on buttonsto simulatepressingkeys on the console.You canalsoclick anddrag
to alterthevariousencoder®r fadersin addition,whenyouright click on thetrackball,it will
illuminateblueallowing youto thenleft click anddragonthetrackballto adjustthe panandtilt
of the selectedixtures.

To hold down a singlekey andmake anotherselection simply pressandhold Shift on your
computerkeyboardwhenyou click thekey. As long asyou areholdingshift, this key (andsub-
sequenkeys)will remainhelddown. You canthenclick onanotherkey, button,cell, or encoder
to accesdurtherfunctions.

High End Systems 405



Section29: Installing Hog 4PC

Right Click Menu

Morspaces
3ul P
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Shpw A1

Whenright clicking in mostportionsof theHog 4PCapplication thefollowing optionsaredis-
played:

* Workspaces:opensa sub-selectiorallowing variousportionsof thefront
panelto bedisplayed.

« Default Positions: restoresll Hog4PCscreendo theirdefaultlocationonthe
Windows desktop.

* Lock Front Panel Position: togglesthe ability to move theHog 4PCFront
Panelon the Windows desktop.

« ToggleFront Panel: togglesthe FrontPanelon/of.

* Show All: restoresll Hog 4PCscreendo their previoussize.

¢ Minimize: minimizesthecurrentHog 4PCscreen.

¢ Minimize All: minimizesall Hog4PCscreens.

« Maximize: maximizeshecurrentHog 4PCscreerandhidesthetitle bar.

e Quit: displaystheexit dialogfor the Hog 4PCapplication.

Displaying Four Hog 4PC Windows

By default, only two Hog 4PCwindows areshavn. However, the Hog 4PCsoftwaresupports
thedisplayof threeor four windows if desired.To openthesewindows:

1. Setup — Control Panel - Displays : opentheDisplayspaneof theControl
Panel;seeFigure 29.2,“The Displayspaneof the Control Panel”.

2. Settheresolutiongor ExternalMonitor 1 andExternalMonitor 2 (which
correspondo thetwo externaldisplayson theHog 4 console).

3. SelectOK.

Notethatthecontrolpanelsettingsaresystenspecific,sothenumberof screensvill beretained
regardlesof the shaw file thatis launched.
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Figure 29.2. The Displays pane of the Control Panel

29.5 Upgrading USB DMX Widgets

SomeolderUSB DMX Widgets(singleuniverse)arecompatibleonly with Hog 2PC.These
USB DMX widgetswill needto be upgradedo be compatiblewith Hog 4PC.Pleasecontact
your High End Systemslealerfor pricing anddetails.Whenpurchasingyou needto provide
your WidgetserialnumberandWidgetID number Oncethe upgradds purchasedyou will re-
ceiveanUpgradeKit for eachUSBDMX Widget.Thiskit containdabeling,hardware software,
anda uniqueauthorizatiorcodecompatibleonly with the specifiedwidgetserialnumber

After receving your upgradekit, follow thesestepsto upgradeyour USB DMX Widget:

1. InstallHog4PCfrom theincludedCD-ROM.

2. Connectyour USB DMX Widget(s)thatmatchthe serialnumbersonthein-
cludedauthorizatiorsheet.

3. In Windows, launchtheHog4PCWidgetUpgradempplicationfrom theHog
4PCstartmenu.
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Swep | of 5 ingotation

Welcome to the Hog 3PC Upgrade Utility
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4. After confirmingthatthewidget(s)areproperlyconnectedndtheLink LED
is illuminated,pressNext.

5. SelectaWidgetlD numberto upgraddrom thedropdown menu.To confirm
theselectedvidget,pressheBeacon buttonto flashthe LEDs onthewidget.
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If thedropdown menudisplaysNo DMX Widgetsfound!’, checkyour USB
connectionsPressNext to continueto the next step.

6. Entertheauthorizatiorcodefor theselectedvidget,andpressNext. Theau-
thorizationcodewill be deliveredwith the Hog 3PCWidgetUpgradeKit.

- Hoy 3P Whigel Bpgrader Tim

B | T U i L0

Frar oy e e A 100 ——

If thecodeis incorrectanerrormessagevill bedisplayedClick OK to close
theerrorandre-entetheproperauthorizatiorcode Codesareuniquefor each
USB DMX Widgetandwill notfunctionunlessthey matchthe expected
serialnumberandWidgetID number

7. Theupgradeproceswill take afew secondso complete.
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8. Oncecompletethewidgetwill befully upgradedYou cannow selectStart
Over to upgradeanothemwidget,or pressrinish or Quit to exit theapplication.
In theeventof anerror, amessagevill bedisplayedPleaseontactHigh End
Systemsupportor furtherassistanceseeHowto ReportProblemgo Support

(p423).
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Section 30: Cheat Sheets

30.1 Keyboard Shortcuts

You canuseanexternalkeyboardto operatemary of theHog 40S'sfunctions.Thisis especially
usefulif youareusingHog 4PC.

You cantogglekeyboardshortcutson andoff usingthe Pauseor Breakkey onthe computer
keyboard Whenshortcutsaareenabledknowvn asmapmode) thecomputeikeyboardis mapped
to theshortcutswhendisabledtext entryvia the computerkeyboardis possible Thecurrent
statuss shavn in theCommand.ine Toolbar;seeFigure 30.1,"K eyboad Statusn theCommand
Line Toolbar”. Wheneer possible Hog 40Sintelligently disableghekeyboardshortcutsvhen
text entryis expectedafterpressingset or doubleclicking in acell). Whenthetext entrysession
is completedthe shortcutsareautomaticallyre-enabled.

By default, shortcutsaredisabledwhenyou starta shawv. Whenshortcutsaredisabled only the
shortcutmappedo the Set key remainsfunctionalto allow quick labelingfrom the external
keyboard.

abar 10 IE:I 0ol ki

WAFFage 1 Erporammer. Masisr 10 E{l O-0rb Ak

Figure 30.1. Keyboard Status in the Command Line Toolbar

Thefollowing tableshav how keys mapto Hog 40Sfunctionswhenusinga US keyboard:
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Function Keystroke Function Keystroke
Toggle Shortcuts Pause or Break Main GO } or 1 or Space
Pig CTRL Main Pause {or[

Open ESCorO Skip Fwd K

Set NumLock or Insert |Skip Back J

Intensity F11 Goto G

Position F2 Release z

Colour F3 Pig + Release ALT + Z

Beam F4 Assert A

Effects F7 Next Page 1or;

Macro F5 @ ‘or@

Group F1 Full ~ or #

Fixture F12 Thru *, >or X
Scene F9 Minus (-) -or_

Cue F10 Plus (+) =or +

List F8 slash (/) [or?

Page F6 Point (.) .or >

Record R Choose Master 1-10 ALT+1-0
Merge E GO Master 1-10 TAB+1-0
Move M Pause Master 1-10 Backspace + 1-0
Copy P Undo CTRL + Z
Delete D or Delete Redo CTRL +Y
Update U Visual Cut CTRL + X

Live \ Visual Copy CTRL + C
Time T Visual Paste CTRL + V
Setup S Visual Select Range CTRL + cursors
Control L Backspace backspace

Fan F Enter Enter
Highlight H GM \and or |

Blind B Central Choose ALT + -

Clear C Bottom Right toolbar TAB + F1 - F12
Next N Top Left toolbar Shift + F1 - F12
Back Y Top Right toolbar ALT + F1 - F12
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30.2 Pig Key Commands

ThePigkey is theHog 40S'smainmodifier key; it canbeusedto modify or extendmary of
the console'sommandsThefollowing tableslists its useswith keys andbuttons,andwith

othercontrols.
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Pig with Keys and Buttons

Use Result
Pig + Set Acts as a right mouse click.
Pig + @ When patching with View by DP enabled, unpatches

Pig + Backspace

Pig + Blind

Pig + Choose

Pig + Copy
Pig + Flip

Pig + Go
Pig + Next (on the View Toolbar)

Pig + Next Page

Pig + Nudge Up (above the I-
Wheel)

Pig + Nudge Down (below the I-
Wheel

Pig + Open + Backspace
Pig + Open + Colour

Pig + Park
Pig + Record
Pig + Release
Pig + Setup

Pig + Size (on the Window Con-
trol Toolbar)

Pig + Touch

Pig + Undo
Pig with the arrow keys

Pig when pressing a button in a
directory

Pig when entering text with the
on-screen keyboard

the selected fixtures.

Removes values from the currently highlighted cells
in the Programmer or editor.

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.

Opens the playback options for the cuelist on the
selected master.

Copies the contents of the currently selected cells.

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.

Equivalent to pressing Go on all masters.

Changes the view to the previous view, rather than
the next view.

Changes the page to the previous page, rather than
the next page.

Nudges the intensity up by half the set nudge value.

Nudges the intensity down by half the set nudge
value.

Opens the Launched Processes window.

Opens the Colour Picker rather than the Colour Dir-
ectory.

Unparks selected fixtures, rather than parking them.
Pastes into the currently selected cells.

Releases all masters.

Toggles the worklight on and off

Cycles through the possible window sizes in the re-
verse order.

Un-touches specified parameters and fixtures, rather
than touching them.

Redoes the last undone action.

Extends the selected cells or directory items in
spreadsheets and directories.

Overrides the effect of the Guard button.

Acts as a shift key, to type upper case characters.
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Pig with Keys and Buttons
Pig with the I-Wheel

Pig with parameter wheels

Pig when dragging files in the
File Browser pane of the Show
Manager window

ESC when starting up the con-
sole

Intensities are increased or decreased in proportion
to their individual level, rather than all intensities
changing by the same amount. For example, if fixture
1is 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%.

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.

Copies the dragged files, rather than moving them.

Opens the boot options menu.
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30.3 Front Panel Diagrams
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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 you arehaving problemswith theconsoletry thetroubleshootingproceduregoveredin this
chapterlf you cannotrectify the problem,or you think thatit is becaus¢he consoles not
working asit should,pleasecontactsupport@highend.com

31.1 Console won't startup
« If asoftnareupdatehasfailedthe consolecangetinto a statewhereit either
failsto startproperly or it goesimmediatelyto the shutdavn screenA full
re-installwill be necessaryseeFull Install (SystenRestoe) (p.389).

31.2 The console appears to have crashed or frozen
Hog40Srunsasaserieof separatéprocessesthatcanstartandstopindividually. Often,when
theconsoleappearso have crashedr frozen,it is only oneprocesghatis causingheproblem,
while therestof the processearestill runningnormally. In particular aneditoror the desktop
may crash while playbackcontinuesnormally Beforerestartingthe entireconsoletherefore,
you shouldseeif theproblemcanbe curedby restartingtheindividual process:

1. Pig + Open + Backspace : openthe LaunchedProcessewindow; seeFig-
ure 31.1,“The LaundhedProcessesvindow”.

2. Kill processethatarenotrespondindy right clicking onthemandselecting
Kill.

3. Restartheprocesdy right clicking andselectingRestart. An exceptionis
the Editor processvhich will disappeawhenkilled; you canrestartit by re-
openingthe Programmer or aneditorwindow.

31.3 Console isn't talking to DMX Processors

1. CheckthatthedisplayontheDMX Processoshavs ‘OutputsActive’. If it
doesnot,thensesif it is in theproces®f gettingtheshav dataor connecting,
or crashedif it hascrashedrestartit by disconnectindhe mainspower,
waiting afew momentsandreconnectingt.

2. Checkthenetwork cabling.TheLink light will belit ontheDMX Processor
if the correctconnectiorhasbeenmade.
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Launched Processes
Hama  Shaln P Command Lina
fpdrver  Running 2480
muscher Funnng J304

seryer  Running 1072 -pori=ESET -neinems1"-showpahs=

plgviicy Bunnng SETZ  Bor=053T -nodal=1 -nehiime=1

deskiop Running 5812 pori=0S87 -nodeid="1 -esinum=1

ok Runnng SEZE  -por=S5ET -ngtances1 -conse

Figure 31.1. The Launched Processes window

3. Checkthenetwork settingsTheDMX Processoandconsolebothneedto be
onthesamesubnet.

4. Checktheport number setting.The DMX Processoandconsolebothneed
to have thesamePortNumber SeeHogNetNetwork(p.64).

5. Checkthesoftware.TheDMX Processoandconsolebothneedto berunning
thesameversionof the software;seeUpdatingthe DMX ProcessoiSoftwae

(p-392.

31.4 Playback controls don't behave as expected

¢ Checkthatthe playbackcontrolshaven'tbeenmappedo differentfunctions
to their normalones.SeeConfiguringPlaybadk Contmols (p.283).

31.5 The Front Panel Reboots Unexpectedly

Careshouldbetakenwhentransmittinga personatadiowhile in closeproximity to a console
front panel Alwayskeepradiotransmittingdevicesatleasteightinchesfrom theconsolesurface.

In theeventof aradiotransmittingwithin closeproximity of theconsolethefront paneffirmware
may rebootcausingatemporarylossof control of thekeys andhardwarefor approximately20
secondsDuringthis time thedesklights maydim aswell. After 20 secondshefront panelwill
rebootandnormalfunctionalitywill berestoredlf theproblemsersistmovetheradiotransmit-
ting device furtherfrom theconsole.
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31.6 How to Report Problems to Support

Whenreportingproblemswith theconsolgknown as“bugs”)it isimportantthattheinformation
you provide is asclearanddetailedaspossibleto ensurehatthe problemcanbefixed. Please
follow theguidelinesbelow.

Pleaseaeportbugsto:

support@flyingpigcom
24/7phonesupport:+1-800-890-8989
http://forums.highend.com

31.6.1 Reporting Problems with the Console

Pleaseancludethefollowing informationin your bug report:

1.

The pieceof hardwarethatexhibitedthe problem,includingthe version
numberof the softwarebeingused.

Theactiongtakenthatinducetheproblemin thefirst place includingwhether
the problemis repeatableisingthe sameactions.

The symptomsof the problem.

Thenetwork configurationof system.

¢ Thetypeandnumberof Hog consolesystemsn use
¢ How mary DMX ProcessorandMIDI/T imecodeProcessors.
* Whatsortof routers/hubsirebeingused.

¢ OtherPC'sor applicationgsuchasArtnet, ETCNet,Web
Seners,andsoon) thataresharingthe samenetwork.

Oncea problemhasbeenreportedt will oftenbenecessarjor the supportteamat Flying Pig
Systemdo clarify someof the detailsandobtainadditionalinformation. Typically this endsup
with arequesfor acopy of the shaw, soa backupof theshowv shouldbetransferredo aPC
whereit canbe mailedto support@flyingpigcom

v
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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

31.6.3
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Section31: Troubleshooting

Reporting Problems with Hog 4PC

In theeventof afailurewith Hog4PC,it isimportantto provide asmuchinformationaspossible.
Differentcomputerconfigurationsptherapplicationsandadditionalhardwaremayall have
unexpectedresults Whenreportingerrors,pleaseprovide the following information:

Name

Date

Hog 4PCsoftwareversionandbuild number
Operatingsystem

Computerspecifications

Numberof displays

ConnectedJSB devices

Networkeddevices
Otherrunningapplications

Detaileddescriptionof the problemincludinginstructionsto reproducHif
possible)andthe exactsyntaxused

List of ary errorsreportedby the software

If Hog4PCcrashe®r fails, it will outputa.dmpfile in the applicationdirectory for example
‘C:\ProgramFiles\FlyingPig Systems\Hog4PQif you acceptedhe defaultlocationwhenyou
installedHog 4PC).Pleasesendthis .dmpfile alongwith your bug reportto support@flying-

pig.com

Reporting Problems with the User Manual

Pleaséancludethefollowing informationin your bug report:

1.

Thenatureof the problem:

¢ Missinginformation.
* Incorrectinformation.
¢ Unclearor ambiguousnformation.

¢ Unableto find informationin theindex.

Thesectionnumberwherethe problemis.

Theversionnumberof themanual.In printedandPDFeditions,you canfind
thisonthetitle pageat the startof themanual. The on-linehelpwithin the
consoleshavs theversiononthe maincontentgpage;you cangoto this page
by clicking ‘home’ atthe bottomof ary page.
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31.6.4 About Software Version Numbering

The softwareversionnumberis madeup of four parts:the majorversionnumber the minor
versionnumberthe currentreleasenumber andthe build number For example:

v1.2.3b512: 1 is themajornumber 2 is the minor versionnumber 3 is the
currentreleaseand512is the build

31.6.5 About Beta Software

As new release®f Hog 40SaredevelopedHigh End Systemgelieson input from console
userslf you areinterestedn learningmoreaboutthe High End SystemsSoftware TestingPro-
gram,pleasevisit wwwflyingpigcom
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Section 32: Service

All Hog 4 family consolesnustbe servicedby a qualifiedservicetechnician Theinformation
in this sectionis intendedto assistgualifiedpersonnebnly.

32.1 Replacing the Screens

| Caution
Always shut down and disconnect the mains power before removing the
u front panel.

Damagedscreensreeasilyreplaced:

1. With theLCD boxin the horizontal(flat) positionundothe six scravs sur
roundingthe screerusinga 3mmallenkey.

2. Carefullyremovethefront metalwork andSoftKey strips(softkey stripsare
onHog 4 ConsoleOnly).

3. With theLCD boxin thevertical (upright) positionundothe eightscevs on
thebackpanelof thescreerassemblyusinga 3mmallenkey. Remove the
backpanelmetalwork. (This entirestepfor Hog 4 ConsoleOnly)

4. With thebackpanelremored carefullyremove the eightscravs onthe back
of theLCD assemblyusinga 3mmallenkey. Make sureyou have somebody
hold the screengrom thefront of the consolewhile you do this. (This entire
stepis for Hog 4 ConsoleOnly)

5. Lift thescreendrom the consoleandunplugthe cablesfrom behind.

6. Replacewith anew screerassemblyby performingpreviousstepsn reverse.

32.2 Replacing Faders

| Caution
Always shut down and disconnect the mains power before removing the
n front panel.

Damagedr dirty fadersareeasilyreplaced:

1. Pulloff thefaderknoboff for thefaderthatyouwishto replace.
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2. Undothefour screvs front panelscrevs with a3mmallenkey (plusthetwo
thumbscravsin thearmresiontheHog 4 console), andcarefullylift off the
front panelfrom the edgeclosesto you.

Gentlyunplugthefader'scableleadfrom the mainboard

4. Unscrev thefader'swo front panelscravs from thetop sideof thefront
panelusinga2mmallenkey andremove thefader

5. Fitthenew faderin placeensuringhatit sitscompletelyflat againstthe PCB.
6. Connecthenew fader'scableled to themainboard.

7. Tore-assembléollow disasemblystepsin reverseorder

32.3 Cleaning Faders
Fadersareoftenunnecessarilgiscardedvhenall they needis aclean:

1. Remoethedirty fader SeeReplacingFaders (p.425).

2. Undothetop crossheadcrav (furthestfrom theflying lead)usinga small
Philipsscrevdriver.

3. Remoethetopendcap.

&

Very carefullyslidethewholemechanicahssemblyutfrom theother bottom
end.

5. Very carefullyslidethetrackassemblyout from the bottomend.

6. Wipetracksandwiperswith adry, cleantissue.Do notusesolvents.
7. Re-insertrackassembly

8. Verycarefullyre-insertmechanicahssembly

9. Fittopendcapandreplaceandtightenscrav.

10. Replacehecleanedader SeeReplacingraders (p.425).

32.4 Replacing the Trackball

| Caution
Always shut down and disconnect the mains power before removing the
u front panel.
To replacethe Trackball:
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Undothefour front panelscrevs with a3mmallenkey (plusthetwo thumb
scravsin thearmrestonthe Hog 4 console), andcarefullylift up thefront
panelfrom theedgeclosesto you andinsertinto serviceslot.

Look undermeatithefront panelandlocatethecableconnectiorthatconnects
Trackballto the PCB.Unplugthis connection.

Unscrev the 3 allenscravs thathold the Trackballto thefront panelusinga
3mmallenkey. You shouldnow beableto remove thetrackballfrom the
console.

Replacewith a new trackballassemblyandreassemblgour consoleby per
forming this proceduren reverse.
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Section 33: Safety Information

33.1 Safety Warnings

33.1.1 For Continued Protection Against Fire

¢ Only connecthis equipmento a branchcircuit having a maximumoverload
protectionof 20 A.

33.1.2 For Continued Protection Against Electric Shock

1. If thisequipmentvasrecevedwithoutaline cordplug,attachtheappropriate
line cordplug accordingto thefollowing code:

e brown-live
¢ blue- neutral

« green/yellav - earth

2. Asthecoloursof thecoresin themainsleadof thisequipmentmaynotcorres-
pondwith thecolouredmarkingsidentifyingtheterminalsin yourplug, proceed
asfollows:

« thecorewhichis colouredgreenandyellow mustbeconnec-
tedto theterminalin theplugwhichis markedwith theletter

E or by theearthsymbol™!, or colouredgreenor greenand
yellow.

« thecorewhichis colouredblue mustbe connectedo the
terminalwhichis markedwith theletterN or colouredblack.

* thecorewhichis colouredbrown mustbe connectedo the
terminalwhich is markedwith theletterL or colouredred.

Classl equipmentThis equipmenmustbe earthed.

4. Equipmentsuitablefor dry locationsonly. Do not exposethis equipmento
rain or moisture.

5. Disconnecpower beforeservicing.

6. Referservicingto qualifiedpersonnelno userserviceablgartsinside.
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33.2 Informations Importantes Sur La Sécurité

33.2.1 Pour Une Protection Permanente Contre Les Incendies

e  Cetappareicomporteuneprotectionde20A contrelessurchagesélectrique.

33.2.2 Pour Une Protection Permanente Contre Les Chocs Electriques

1. Sicetéquipemenestlivré sansprisesurle cabled'alimentationyeuillez
connecteta prisede courantselonle codesuivant:

¢ marron- phase
¢ bleu- neutre

e vert/jaune- terre

2. Débranchete courantavantd'effectuerdesréparations.

3. Cetéquipemendoit étreuniquementitilisé dansdesendroitssecsNe pas
I'exposerala pluie ou l'humidité.

4. Alintérieurdel'équipemenil n'y apasdepiécesemplacableparl'utilisateur
Confiezl'entretiena un personnegualifié.

5. EquipementeClassd. Cetéquipementoit étremisalaterre.

33.3 Wichtige Hinweise Fur lhre Sicherheit

33.3.1 Zum Schutz Vor Brandgefahr
«  DiesesGeratdarfnuraneineZweigleitungmit einemUberlastungsschutzmon
héchsten20 A angeschlossenerden.
33.3.2 Zum Schutz Gegen Gefahrliche Kérperstrome

1. WenndiesesGeratohneeinenNetzkabelstear erhaltenwurde,ist derents-
prechendé\etzkabelsteakr entsprechendemfolgendenCodeanzubringen:

e Braun- Unter Spannungtehend
¢ Blau- Neutral
e Grin/Gelb- Erde
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2. DadieFarbenderLeitungenim Hauptanschlusséglicherweisenicht mit
denfarbigenMarkierungerdie die Anschlussklemmeiaentifiziereniiberein-
stimmen fahrensiewie folgt fort:

¢ Die Grunund GelbgefarbteLeitungmussim Stecler mit
dermit demBuchstabett oderdemErdeSymbolmarkierten
i1, oderderGriinund GelbgefarbtenAnschlussklemme
verbundenwerden.

« DieblaugefarbteLeitungmussmit dermit demBuchstaben
N oderderSchwarzgefarbtenAnschlussklemmeerkunden
werden.

« Die BraungefarbteLeitgunmusamit dermit demBuchstaben
L markierteroderrot gefirbtenAnschlussklemmeerbunden
werden.

DiesesGeratgehdrtzur Klassel. DiesesGeratmuligeerdetverden.

4. DieseGeratesindnur zumEinbauin trockenenLagenbestimmtundmiissen
vor Reggenund Feuchtigleit geschitztverden.

5. Vor WartungsarbeitentetsdenNetzsteckr ziehen.

6. Servicearbeitesolltennur von Fachpersonausgefiihriverden DasGeréat
enthaltkeinewartungsbedirftigefieile.

33.4 Informacion Importante De Seguridad

33.4.1 Para Proteccion Continua Contra Incendios

«  Esteequipodebeconectarse un circuito quetenga unaproteccionrmaxima
contralassobrecagasde 20 A.

33.4.2 Para La Proteccion Continua Contra Electrocuciones

1. Siserecibidesteequiposinel enchufedealimentacionmonteustedel enchufe
correctosgglinel clave siguente:

e moreno- Vvivo
¢ azul- neutral

¢ verde/amarillo tierra
2. Desconectel suministrode enegiaantesde prestarserviciodereparacion.

3. Esteequiposeadecuaalugaressecossolamentenolo expongaalalluvia o
humedad.
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Derive el serviciodereparaciémeesteequipoal personatalificado.El interior
no contienerepuestogiuepuedarserreparadopor el usuario.

EquipodeClasel. Esteequipodebeconectarsala tierra.

33.5 Importanti Informazioni Di Sicurezza

33.5.1 Per Prevenire Incendi

Questaapparecchiatura’ dacollegarsiadun circuito conunaprotezzionala
sovraccaricomassimali 20 amperes.

33.5.2 Per Prevenire Le Scosse Elettriche

1.

Sequestaapparecchiatura stataconsgnatasenzainaspinadel cavo di ali-
mentazionecollegarela spinaappropriatalel cavo di alimentazionen base
ai sgguenticodici:

¢ marrone- sottotensione

¢ blu- neutro

« verde/giallo- terra

Disinnestarda correnteprimadi esguire qualsiasriparazione.

Questapparecchiatura’ dausarsin ambientisecchiNone'daesseresposta
neallapioggianeall' umidita'.

Perqualsiasriparazioneivolgersial personalespecializzatoL' utentenon
deveripararenessungartedentrol' unita'.

Aparecchiadi Classd. Questaapparecchiaturdeve esserenessaterra.

33.6 Vigtig Sikkerhedsinformation

Advarsel:Beskyttelsemodelektriskchock.

VIGTIGT! LEDERENMED GUL/GROENISOLATION MAA KUN TILSLUTTESKLEMME
MAERKET ¥ ELLER <.
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33.7 ZRZEICHY LIFEH

33.7.1

I3
of

33.7.2
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i

1.

2.

o o
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Section 34: Technical Specifications

34.1 Hog 4 Console

34.1.1 Input and Output Connections

Fromright to left whenviewing the consolefrom the back:

Mains in:

MIDI in,out,thru:

LTC In:
DVI out:
Ethernet:
USB:

DMX out:
Keyboard:

V-Lock style locking IEC 320 connector (5A/250V rated
cable supplied)

90-250V, 50/60Hz, 2A maximum
1 x 5x20mm 5A T fuse

Musical Instrument Digital Interface input, output, and thru
ports

3-pin XLR Linear Timecode Input
3 x DVI-I single link female connectors
2 x Neutrik Ethercon; Gigabit Ethernet port

Universal Serial Bus 2.0 ports (6 rear, 1 inside front utility
tray, 1 inside armrest)

8 x Neutrik 5 pin female XLR Galvanized Isolated
Built-in Miniature QWERTY keyboard

34.1.2 Power, Weight and Dimensions

Power:
Weight:

Dimensions with Screen
Down:

Dimensions with Screen
Up:

300W
75 Ibs (34 kg)

40.5" wide x 28.49” (723.7mm) deep x 6.49” (164.75mm)
high

40.5” (1028.7mm) wide x 28.49"” (723.7mm) deep x 16.43"
(417.39mm) high

34.2 Full Boar 4 Console

34.2.1 Input and Output Connections

Fromright to left whenviewing the consolefrom the back:

High End Systems
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Mains in:

DVI out:
USB:

Ethernet:
LTC In:
MIDI in,out,thru:

DMX Out:
Keyboard:

Section34: Technical Specifications

IEC 320 connector (5A/250V rated cable supplied)
100-240V, 50/60Hz, 5A maximum

2 x 24 pin DVI-D single link female connectors

Universal Serial Bus 2.0 ports (4 rear)
Universal Serial Bus 3.0 ports (1 top)

2 x Neutrik Ethercon; Gigabit Ethernet port
3-pin XLR Linear Timecode Input

Musical Instrument Digital Interface input, output, and thru
ports

4 x Neutrik 5 pin female XLR
Not included (Generic Class USB keyboards Supported)

34.2.2 Power, Weight and Dimensions

Power:
Weight:
Dimensions:

500W
45 |bs (20.41 kg)

35.49" (901.19mm) wide x 22.65" (575.36mm) deep x
9.62" (244.34mm) high

34.3 Road Hog 4 Console

34.3.1 Input and Output Connections

Fromright to left whenviewing the consolefrom the back:

Mains in:

Video out:

USB:

Ethernet:
DMX out:
Keyboard:

436

IEC 320 connector (5A/250V rated cable supplied)
100-240V, 50/60Hz, 5A maximum

1 x DVI female connector / 1 x VGA female connect (only
1 can be used at a time)

3 x Universal Serial Bus 2.0 ports (2 rear, 1 front)
2 x Universal Serial Bus 3.0 ports (2 rear)

2 x Gigabit base-TX Ethernet port
4 x Neutrik 5 pin female XLR
Not included (Generic Class USB keyboards Supported)
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34.3.2 Power, Weight and Dimensions

Power: 500W
Weight: 38.6 Ibs (17.5 kg)
Dimensions: 26.7" (678.18mm) wide by 27.61" (701.32mm) deep by

8.10” (205.8mm) high

34.4 Hedge Hog 4 Console

34.4.1 Input and Output Connections

Fromright to left whenviewing the consolefrom the back:

Mains in: IEC 320 connector (5A/250V rated cable supplied)
100-240V, 50/60Hz, 2.5 A maximum

USB: 2 x Universal Serial Bus 2.0 ports (rear)

Ethernet: 1 x Gigabit base-TX Ethernet port

DMX out: 2 x Neutrik 5 pin female XLR

Keyboard: Not included (Generic Class USB keyboards Supported)

34.4.2 Power, Weight and Dimensions

Power: 250W
Weight: 17 lbs (7.7 kg)
Dimensions: 20.74" (526.8mm) wide by 21.83" (554.37mm) deep by

3.97" (100.78mm) high

34.5 Nano Hog 4 Console

34.5.1 Input and Output Connections

Fromright to left whenviewing the consolefrom the back:
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Mains in: External DC Power Supply (5.5A/12V)
100-240V, 50/60Hz, 1.5A maximum

USB: Type B USB Input Socket
Universal Serial Bus 2.0 ports (2 rear)

DMX Out: 4 x 5-pin XLR DMX Outputs (when DMX output kit is in-
stalled)

34.5.2 Power, Weight and Dimensions

Power: 5W
Weight: 18.1 Ibs (8.21 kqg)
Dimensions: 26.7" (678.18mm) wide by 13.76"” (349.52mm) deep by

3.54” (89.85mm) high

34.6 DMX Processor 8000

34.6.1 Input and Output Connections

Mains in: V-Lock style locking IEC 320 connector
100-240V, 50/60Hz, 4A maximum
DMX out: Neutrik 5 pin female XLR
Isolated, Half Duplex DMX512 outputs (x8)
Ethernet: EtherCon
Gigabit Ethernet port (x2)
Expansion: USB-A 2.0 High Speed (x2)

34.6.2 Power, Weight and Dimensions

Power: 200w
Weight: 2.7Kg
Dimensions: 480mm (w) x 280mm (d) x 45mm (h)

1U, 19 inch rack compatible
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34.7 Playback Wing 4

34.7.1 Input and Output Connections

Mains in:

Digital video in:

USB:

Built-in Power Supply with IEC 320 connector
100-240V, 50/60Hz, 1.5A maximum

DVI-D connector

Type B USB input socket
USB-A 2.0 High Speed (x2)

34.7.2 Power, Weight and Dimensions

Power:
Weight:

Dimensions:

34.7.3 Performance

Display:

Native resolution:
Input frequency:
Contrast ratio:
Viewing angle:
Response:
Brightness:

75W
27.6 Ibs (12.51 kg)

20.14” (511.56mm) wide by 24.02” (610.05mm) deep by

9.62” (244.34mm) high

15.6" Diagonal active matrix TFT LCD
1366 x 768

31.5 - 80 kHz (H), 56-75 Hz (V)

500:1 (typical)

160 x 160 degrees (typical)

80 ms (typical)

300 cd/m?2 (typical)

34.8 Master Wing 4

34.8.1 Input and Output Connections

Mains in:

Digital video in:

USB:

High End Systems

Built-in Power Supply with IEC 320 connector
100-240V, 50/60Hz, 1.5A maximum

DVI-D connector

Type B USB input socket
USB-A 2.0 High Speed (x2)
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34.8.2 Power, Weight and Dimensions

Power: 75W
Weight: 27.2 Ibs (12.33 kg)
Dimensions: 20.14" (511.56mm) wide by 24.02” (610.05mm) deep by

9.62” (244.34mm) high

34.8.3 Performance

Display: 15.6" Diagonal active matrix TFT LCD
Native resolution: 1366 x 768

Input frequency: 31.5 - 80 kHz (H), 56-75 Hz (V)
Contrast ratio: 500:1 (typical)

Viewing angle: 160 x 160 degrees (typical)
Response: 80 ms (typical)

Brightness: 300 cd/m?2 (typical)

34.9 Hog 4PC

Minimum Processor: 1.8 GHz Dual Core CPU or faster

Supported Operating Microsoft Windows XP (32-bit only), Windows Vista (32-bit
Systems: & 64-bit), Windows 7 (32 & 64 bit), Windows 8 (32 & 64
bit), Windows 8.1 (32 & 64 bit)

Minimum Memory: 2GB

Minimum Hard Disk 1 GB of free disk space
Space:

Screen Resolution: 1024x768 or higher-resolution monitor

For largershaws, usingamorepowerful processois advisablePleaseensurehatyouareusing
the mostup-to-datedriversfor your graphicscard.
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Glossary
1

10Base-T

100Base-T

abstractiorlayer

blockingcue
buddying

button

cell

chase

CITP

commandkeys

High End Systems

An olderflavour of Ethernethatis slower (10 MBits persecond}than
the100Base-Tusedby Hogcomponentdf connectedo otherequipment
thatonly supportghis flavour, thenHog componentsvill automatically
detectthis, andrun their Ethernetconnectionstthis slower speed.
SeeAlso 100Base-T

A flavour of Ethernethatsupportsdataratesof up to 100 MBits per
secondAll Hogcomponentsupporthisflavourof Ethernetandcomply
with all relevantstandardsso networking equipmentesignedor
100Base-Tshouldbe compatiblewith the Hog.

SeeAlso 10 Base-T

Hog40Sseparate§abstracts’theuserfrom thedetailsof how fixtures
work. For example,mostvaluesareexpressedn realworld valuessuch
asdegreesof rotation,ratherthanDMX values.

A blockingcuepreventschangesnadeto earliercuesfrom tracking
throughto latercues.
SeeAlso tracing.

Duringfanning buddyingkeepdixturesin ‘gangs’thatall takethesame
parameteralue.
SeeAlso fanning

An on-screercontrol operatedy clicking with the mouseor trackball
or touchingthe screenln this manualthework "key" is reseredfor
hardwarebuttonson the console'dront panel.

A singlerectanglén a spreadsheetontainingavalue.
SeeAlso spreadsheet

A seriesof cuesthatrun automaticallyconnectedvith link anddelay
attributes.
SeeAlso cue cuelist

ControllerinterfaceTransferProtocol:a protocolusedby theHog 4 OS
to supplythe mediapicker with thumbnailpreviews of contenton con-
nectedMediaSeners

SeeAlso mediapicker.

Usercreatedsinglebutton executerghattriggerexisting shav objects.
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commandine

conversioncune

crosshde

cue

cuelist

dbo

defaultvalue

delaytime

deskchannel

DHCP

dimmercurve

directory

DMX

Glossary

A methodof enteringnformationinto theProgrammemusingthenumer
ical keypadandthe @ button.
SeeAlso programmer

A cunethatdefinegherelationshipbetweertheplottedparametevalue
andtheDMX valuesentto thedimmeror fixture. Corversioncurvesare
like dimmercurvesor profileson otherconsolesandshouldnotbecon-
fusedwith paths.Corversioncurvesarepropertieof thefixture, while
thepathis a propertyof acue.

SeeAlso path.

A transitionbetweertwo cues,onereplacingthe other

A look onstageachiezedthroughthemanipulatiorof fixture parameters
recordedaspartof acuelist. A cuerequiresatrigger, eithermanualor
automaticandhasattributessuchasfade wait anddelaytimes.
SeeAlso scenefadetime, wait time, delaytime

A groupof cuesthatrunin aspecificorderconsecutiely, or evensimul-
taneouslyThesemaybeautomaticallflinkedto form achasepr manually
triggered A cuelistis runfrom amaster

deadblackout

A parametewaluewhich hasnot beenadjustedy theuser This value
is assignedy thefixture'sLibrary, andmaynotalwaysbe zero.For ex-
ample the default valueof ShutterOpen/Strob@®ff maybe Open.
SeeAlso toudhedvalue tracking.

Thetime the consolewaits beforestartinga cue'scrosséde.
SeeAlso wait time, crossfadepath.

Singlecorventionallights thatonly have intensitycontrolvia a dimmer
aredefinedasdeskchanneldy Hog40S.By contrastautomatedights
arereferredto asfixtures.

DynamicHostConfigurationProtocolis away for acomputerto aska
masteicomputeronanetwork to assigrt anlP addressvhenit connects.
Marny existing networksareconfigureathis way, andHog 40Ssupports
thissystemYoushouldtalk to theadministratoof thenetwork youwant
to connecto to find out more.

SeeAlso ethernetIP address

Seecorversioncurve

A window which displayspalettesscene®r groups.
SeeAlso palette

Shortfor DMX 512,DMX is thecommunicationgrotocolmostcom-
monly usedto connectlighting consolego fixturesanddimmers.
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DMX address

DMX universe

DMX Processor

editor

effectsengine

encodemwheel

ethernet

fadetime

fanning

fixedkind

fixture library

function

High End Systems

A numberbetweenl and512thatidentifiesa controllableparametenf
afixture. Eachfixture or groupof dimmershasa ‘startaddress’thefirst
of therangeof DMX addressethatit uses.

A singleDMX outputwith 512channelss known asoneDMX universe.
A Hognetwork maysupportmary universesachwith fixture addresses
betweenl and512.

SeeAlso DMX Processor

A nineteerinch,rackmountechetwork nodethatdistributesDMX output.
Theremaybemary DMX Processorwithin alighting controlnetwork.
SeeAlso node

A window for editingthe contentf cues,scenesgroupsor palettes.
SeeAlso programmer

TheHog40Seffectsengineprovidestheopportunityto createnovement
sequence§ heenginecontaindibrary shapeswhilstallowing for custom
effectsto becreated.

SeeParameterWheel

A definedway of connectingcomputerequipmentogetherlt comesn
avarietyof flavours.
SeeAlso 10 Base-T100Base-TIP address

Timein which fixturescrosshdebetweerthe parametefevels of two
cues- oneincoming,oneoutgoing.
SeeAlso split fade in time, outtime

A way of quickly assignindixture parametero anevenly spacedange
of values For example,you could usefanningto assigrthe intensityof
10fixturesto 10%,20%... 90%,100%in a singleoperation.

SeeAlso buddying

Fixedkindsarethedefaultcollectionsof functionsthatcollectivity contain
all of thefixture functionsusedin your shav. Thereare7 fixedkinds:
Intensity Position,Colour, Beam,Effects, Time,andControl. Thefixed
kindsarerepresentetly dedicatedront panelbuttonsandonscreen
menus

SeeAlso kinds

A datafile thatcontaingdetailsof afixture'sparametergequiredsothat
Hog 40S‘understandshow thefixture worksandwhatit cando. The
fixture librariesareanimportantpartof makingtheconsole'sabstraction
layerwork.

SeeAlso abstractionlayer.

Seeparameter
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gamut

gobo

graphicaluserinter
face

group

GUI

hardvalue

HTP

hue

I-Wheel

intime

inhibitive submaster

IP address

Glossary

Therangeof coloursthata fixture is capableof producing.Eachfixture
typehasits own gamut.

Imageplacedwithin the optical systemof thefixture, projectedontolit
object.Also known asa pattern.

A way of displayinginformation,andallowing the userto work with it,
in avisualform. Most personatomputersisea GUI with windows,
buttonsandapointer

SeeAlso commandkeys

pre-recordedixture selectionscompletewith selectiororderinformation
storedn thegroupdirectory Groupsallow thequick selectiorof multiple
fixtures,and,like ordinaryfixture selectionscanbe combinedandma-
nipulatedin avariety of ways.

Seegraphicaluserinterface

Theoutputof amasterunningacuelistis amix of hardandsoftparamet-
ervalues.Hardvaluesarethosethatarein the currentcue,while soft
valuesarethosethathave trackedthroughfrom previouscues.
SeeAlso tradking.

HighestTakesPrecedencdn this systenmof operationthehighestvalue
assignedor a parameteis theonethatapplies A fixture canbein cues
ontwo mastersandthe highestlevel of thetwo will betheoneseen.
HTP is only relevantto intensityparametersvheretheideaof ‘highest’
hasmeaning.

SeeAlso LTP.

Thecolour (pigment)elementof colournotation.
SeeAlso saturation.

Thel-Wheelontheright handsideof theconsolds usedo controlfixture
intensity

Thetime of thefadeup of theincomingcueduringa crossade.All fix-
turesthatareincreasingn intensitywill comeup overthistime.
SeeAlso splitfade path, fadetime

A mastetthatsetsamaximumlevel on agroupof fixtures.If themaster
is at80%,thenthefixtureswill never comeabove 80%in theconsole's
output.

OnanEthernemnetwork, eachHog componenhasanaddresscalledan
IP addressysedto identify it. You canusuallyusethedefaultaddresses,
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K
key
kinds
knoclkout
L
LTP
M

maintainstate

mask

master

mastemwing

mediapicker

High End Systems

butif youareconnectingo anexisting network you mayneedto specify
adifferentaddressaccordingto how your network is configured.
SeeAlso ethernet

A physicalbuttonon the console'dront panel.The manualreseresthe
word "button"for buttonsthatappearon screen.

Kindsarecollectionsof fixture functionsorganizednto wheelsetsKinds
arestoredin thekindsdirectoryandexist in two differentforms: fixed
kindsanduserkinds.

SeeAlso fixedkind, userkind.

Knockingoutis the procesf remaoving fixturesfrom the Programmer
window, sothatthey will notberecordednto cues.

LatestTakesPrecedencén this systemof operationthe mostrecent
instructionto assigrthe valueof a parameteis the onethatapplies A
cuerun ononemastercantake controlof fixturessetby a cuein another
master

SeeAlso HTP.

TheHog 40S'sMaintain Statefeatureeliminateshe commonproblem
with tracking,whereplayingbackcuesout of orderresultsin incorrect
lighting stateson stage.

SeeAlso tradking.

A methodof selectingnformationthatis specificto a palette fixture,
cue,sceneor group,whenrecording,makingselectionseditingor pro-
gramming.Typical masksarethe parametemasksintensity position,
colourandbeam.

A mastercompriseof Go, Pause FlashandChoosebuttons,aswell as
afader Onecuelistmayberun upononemasterat onetime. Cuelists
neednotbepermanentlstoredon specificmasterandmayresidein the
cuelistdirectory

SeeAlso cuelist

A Hogaccessoryhatincreaseshenumberof physicalmastersvailable
ontheconsoleby 30.
SeeAlso master

A graphicuserinterfacewindow thatdisplaysselectabledhumnbail
previews of slottedcontentfor the currentfixture selection
SeeAlso CITP.
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MIDI

MIDI Shaw Control

modifier

multicast

netnumber

node

onstage

opensoundcontrol
(0SC)

outtime

page

palette

Glossary

MusicallnstrumenDigital Interface. Allows communicatiorof musical
notes programmesndtiming databetweerelectronicinstrumentsand
otherdevicessuchaslighting consoles.

SeeAlso timecode

Subsebf MIDI usedin theentertainmenindustryfor integratedcontrol
of lighting, soundandstageautomation.

A key thatis usedin conjunctionwith otherkeys or buttons,to change
the effectthatit has.For example the Pig key.
SeeAlso pig key.

A network protocolor languagehatcomputersiseto talk to eachother
over EthernetHog 40Suseghis standargrotocol,which meanghatit
cansafelybeconnectedo othernetworksof computersandwill notin-
terferewith them.For shaw-critical situationsyou shouldrunHog system
onits own independentetwork.

SeeAlso ethernet

Thenumberthatidentifiesthe consolewhenit is operatingaspartof a
network.

Network nodesareitemsof equipmentonnectedo the network. Con-
soles DMX ProcessorandHog 4PCsystemsareall nodes.
SeeAlso DMX Processor

Theoutputof the consolemorespecifically the fixturesthathave non-
zerointensities.

aprotocolfor communicatioramongcomputerssoundsynthesizersand
othermultimediadevicesthatis optimizedfor modernnetworkingtech-
nology.

Thetime of thefadeof theoutgoingcueduringacrossade.All fixtures
thataredecreasingn intensitywill godown overthistime.
SeeAlso splitfade path, fadetime

A presetarrangementf cuelistsresidingon the mastersPagescanbe
changedllowing mastergo be usedby mary cuelists.

A storedparametesetting,suchasposition,for oneor morefixtures.
Fixturesof differentmake or type may sharethe samepalette.
SeeAlso directory.
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parameter

ParameteiVheel

patch

patchpoint

path

pig key

pileon

playbackwing

pointcue

portnumber

programmer

rate

High End Systems

A controllablepropertyof thelight producedby afixture. For example
afresnelhasoneattribute:intensity Moving fixtureshave panandtilt
parameterandperhapsolour, beamshapeandsoon.

A wheelthatfacilitatesthe control of fixture parametersParameter
Wheelsarefixture sensitve: onceloadedfrom thefixture library, para-
metersareallocatedogically to thewheels.

Theassignmenof DMX addresset fixtures.
SeeAlso DMX.

Thesetof informationthatdefineswhereafixture is patchedjncluding
DMX addressDMX universeandDMX ProcessotSomefixtureshave
multiple patchpoints.

SeeAlso DMX, DMX address DMX Processor

A way of definingtheway thata parametechangesiuringafade.You
couldassigrapaththatmalkesthefixture parametesnapto its final value
atthestartof thefade for example.Pathsshouldnot be confusedwith
corversioncurves;pathsarethe propertiesof a cue,while a corversion
curwesis the propertyof afixture.

SeeAlso fadetime, corversioncurve

ThePig buttonis a modifierkey, andmaybe usedin conjunctionwith
otherkeysto altertheir function.

A systemwherenew objectsareaddedo previousones ratherthanre-
placingthem.Hog 40Scanbeassignedo pile ondesktopviews, sothat
new windows areopenedut onesfrom thepreviousview arenotclosed.

A Hogaccessoryhatincreaseshenumberof physicalmastersvailable
by 10.
SeeAlso master

A cuewho'snumbercontainsa decimalpoint. Pointcuesareinitially
givenwholenumbersbut apointcuecanbeinsertecbetweertwo whole
numbercues.For example,cue2.5is a pointcuebetweercues2 and3.

Onacomputemetwork, the port numberdefinesa particulartype of
network traffic. In the caseof a Hog network, eachshowv runningonthe
network hasits own port number sothata consolecanidentify and
connecto a particularshow.

A window wherecueandscenelatais createcr edited. TheProgrammer
takespriority overall commandsentto afixture elsevherein theconsole.

Theadjustedspeedat which arecordedcuelists,sceneschasesandef-
fectsareplayed.For recordedchasesateis representeéh beatsper
minute.For recordeccues scenesscenesandeffectsrateis represnted
in percentageor example,a2scuewill playbackin 4swhenthecuelist
it is partof hasarateof 50%.
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RateWheel

remaindedim

saturation

scene

selectionorder

shav sener

slot

SMPTE

SoftKey

softparametevalue

split fade

spreadsheet

suck

switch

Glossary

Thewheelontheleft handsideof theHog 4 consoleandHog 4PCused
for adjustingplaybackandeffectrates.

Usedafterselectinga fixture or groupof fixtures,settingall remaining
fixturesto a zerointensitylevel.

Theamountof pigmentin colournotation.
SeeAlso hue

asinglecuestoredin thescendirectorythathasfull timing featuresut
doesnotbelongto a cuelist. Scenesanbe usedto storea singlelook
thatmaybe calledbackfor usein later programmingpr to play back
mary simplelooksdirectly from physicalor virtual masters.

SeeAlso cue cuelist

Theorderin whichtheuserselectdixturesinto theProgrammeor editor.
Hog 40Sremembershis andcanapplyfanning,or effectsaccordingo
afixture'splacein thesequenceThe sequencés recordedaspartof
groupsandpalettes.

SeeAlso group, palette

TheHog consolethat‘owns’ ashawv. Otherconsolesnayjoin theshaw,
but the original consolethatcreatedhe showv will remainthe shav
sener.

A discretestepin a parameter'sange suchasthe positionof agobo
wheel.

A form of time codethatcanbe usedto synchronisehe operationof
variouscontrollersfor examplesynchronisindighting to videoplayback.

The Soft Keys aretherow of keys above andbelow thetouchscreens.
They mimic thefunctionof toolbarsdockedalongtheedgeof thescreens.
SeeAlso toolbar.

Seetrackedvalue

A crosshdewheretheincomingandoutgoingcueshave differenttimes,
causinganimbalancedr dippedfadeprofile.
SeeAlso crossfadein time outtime

A way of displayingvaluesin agrid. Hog 40Seditorwindows usea
spreadshedb displayparametewralues.

A consoldunctionthatwill putary valueghatare"on stage'{in playback
from amaster)for the selectedixturesinto your currentactive editor.

Whenyou wantto connectmorethantwo Hog componentsogether
thenyou needaspecialpieceof equipmento allow themto interconnect
calledanEthernetHub or EthernetSwitch.

SeeAlso ethernet
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T

TCP/IP

toolbar

touchscreens

touchedvalue

timecode

timing

trackedvalue

tracking

UbP

userkind

High End Systems

A network protocolor languagehatcomputersiseto talk to eachother
over EthernetHog 40Suseghis standargrotocol,which meanghatit
cansafelybeconnectedo othernetworksof computersandwill notin-
terferewith them.For shav-critical situationsyou shouldrunthe Hog
systemon its own independenbetwork.

SeeAlso ethernet

A long, thin window with a seriesof buttons thatgenerallysitsalong
thetop or bottomedgeof the screensWhenin this position,a toolbaris
saidto be‘docked’.

SeeAlso SoftKey.

Thetwo LCD screen®n theconsolewhich displayandallow theuser
to selectinformationfrom them.

A parametevaluethathasbeenassignear editedby the user Values
which arenottouchedwill remainattheir default value.
SeeAlso defaultvalue tradking.

A methodof synchronisingheconsolewith otherplaybacksourcessuch
asmusic,videoor film. Hog 40SsupportaMIDI, LinearTimecodeand
VideoTimecode.

SeeAlso MIDI, SMPTE

Cueshave severalvaluesthatcontroltiming: fade wait, delayandpath.
SeeAlso fadetime, wait time, delaytime, path.

Theoutputof a masterunninga cuelistis amix of hardandtracked
parametevalues Hardvaluesarethosethatarein thecurrentcue,while
trackedvaluesarethosethathave trackedthroughfrom previouscues.
SeeAlso tracing.

A methodof dealingwith cueliststhatdoesnot recordinformationin a
cueunlessit is achangefrom the previous cue.This allows multiple
cueliststo berunningatthesameime withouttheminterferingwith each
other

SeeAlso hard value tradkedvalue touchedvalue defaultvalue

A network protocolor languagehatcomputersiseto talk to eachother
over EthernetHog 40Suseshis standargrotocol,which meanghatit
cansafelybe connectedo othernetworks of computersaandwill notin-
terferewith them.For shav-critical situationsyou shouldrunthe Hog
systemon its own independenhetwork.

SeeAlso ethernet

Userkindsarecustomizedindshbuilt by theuser allowing youto create
smallercollectionsof fixture functionson fewer wheelsets.
SeeAlso kinds
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view

virtual master

visualiser

wait time

wheelset

white point

widget

Zzoom

450

Glossary

UniversalSerialBus:ameansof connectingcomputerperipheralsuch
askeyboardsandmice.HogconsoleslsouseUSBto connecexpansion
wings.

SeeAlso playbadk wing.

An userdefinedarrangemendf windows thatcanbe accesseith a
singlebutton pressfrom the View Toolbar

A meansof runninga cuelistwithout having it attachedo a physical
masteron theconsole.
SeeAlso cuelist master

A real-timecomputerenderingoackagethatallows the Programmeto
createtheir lighting virtually beforegettingto thevenue.

Thetime betweerthe previous cuebeingtriggeredandthe currentone
beingrun automaticallyNot to be confusedwith thedelaytime.
SeeAlso delaytime

the building blocksof bothfixedkindsanduserkindsthatspecifyhow
fixture funtionsassignedvithin akind aredisplayedon theconsole's
mainencodewheelswhenafixture selectionis made.

SeeAlso kinds

A definitionof white light usedby Hog 40S'scolourcalibrationsystem
to matchthecolourof fixtureswith differentlamptypes,suchastungsten
andarc.

A device thatallows the connectiorof accessoriet the consoleor PC
via USB. Suchaccessoriesiayrangefrom inputcontrolpanelso DMX
outputs.

SeeAlso USR

Allowsthesizeof beamimageto beadjustedvhilst maintainingts focus.
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@ key, 129

A

abstraction29

actionof gowhenlooping,261

aggreyation
collapsingsections42
jumpingbetweersections44
sectionpriority, 43
spreadsheetd1l

all button,126

allow refsbutton
whenrecordingpalettes,162

applypatch,105

arrov keys (seekeys, cursor)

art-net,78

art-netinput, 341

assert266

assertime, 266

autokinds, 234

autolaunch;,88

autopalettes116

autorelease256

autoupdate 245

backbutton, 183
backkey, 127, 252
backtime, 259
backlightoff time, 62

consoletouchscreens53
backup,90
backwardsbutton,183
beaconB2
beam

modifying values,132 133
blind mode,247
blocking,186

removing blocking, 187
bootsener, 67
brightness

desklights91

touchscreens53
buddying,with fanning,145
bugs

reporting,421
burningaCD, 49

High End Systems

button, 19

C

calibration
colour, 34, 135
calibrationof touchscreens52
captureactiity, 293
CD drive
creatingaCD, 49
ejectingadisk, 49
CD-ROM drive, 89
centerwheel,94, 129
chases
configuringplaybackcontrols,283
settingratewith Tap Sync,279
usingcuelistas,276
choosekey, 251, 252
CITR 172
cleaning
faders426
client, 72
clock, 22
displayformat,52
clocktoolbar 216
clocktriggers,214
clock, console52
clone(seecopying fixture parameteralues)
cloningpatching,111, 112
CMY, 32,134
collapseaggrejatedsections42
colour
modifying values,132 133
colourcalibration,34, 135
colourcoding,37
colourmodels,32, 134
colourpicker, 34, 136
colourscheme53
colourtemperature33
commandkeys, 299

changingwhathappensvhena commandkey is

pressed300

copy, move, delete, 299

creating,299

feedback301
commandine, 23

syntax,21
commentmacro(seemacro)
compactmode(spreadsheetsj1
console



locking the console 58
reportingproblems421
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 pages294
cues,180
effects,232
fixture parametevalues,140
fixtures,115
groups,151
inhibitive mastergo pages294
pages295
palettes156
parameteraluesinto aneditor, 243
scenes198
scenego pages294
shaws, 48
userkinds, 235
creating
effects,224
pages289
creationdate 48
crosshde
manual,275
cueonly, 280
cuelistdirectory 34
cuelists, 191
configuringplaybackcontrols,283
copying, 194
copying to pages294
cueonly, 260
defaultrate,259
deleting,193
effectsizescaling,275
feedback270
IPCB fadermode,276
moving, 194
moving to pages294
multiple, 264
naming,192

452

Index

options,258
orderingof cues 217
pages289
playback,251
rateoverride,274
removing from pages294
renumbering181
status268
usingasachase276
wrapping,260
cues
clocktriggers,214
copying, 180
deleting,179
editingcontents 182
editingparametetimings, 206
editingtimes,204
follow-on,212
learntiming, 213
linking, 217
looping,217
manual 212
moving, 181
naming,178
numbering178
ordering,217
paths 204
recording,177
removing parametevalues,179
with adelaytime, 203
with afadetime, 202
with selectedixturesonly, 179
with state, 186
timing, 201
trackingbackwardswhenrecording,183
trackingforwardswhendeleting,185
trackingforwardswheninserting,184
triggering,212
triggeringfrom timecode 313 326
waittime, 212
cursorkeys, 103
cut,44

D

date
creation,of ashaw file, 48
format,52
settingthe consoleclock, 52
dbokey, 281
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default valueof parameters] 23
delaybutton,45
delaytime, 201, 203

fanned211
deleting

cuelists, 193

cues179

desktopviews, 29

effects,232

fixturesfrom groups,150

groups,150

link cues, 217

pages295

palettes156

scenes198

shaws, 48

userkinds, 234
deselectindixtures,127
deskchannels30, 103
desklights 91
desktopviews, 27

deleting,29

naming,28

options,28

recalling,28

recording 27
DHCPsener, 61, 67, 68
diagrams

front panel, 416
directpalettes34, 162
directories 34

automaticnamingof items,37

colourcodingitems,38

defaultitem names37
directorywindows, 165

buttonsizes, 167

colorcoding,166

color codingentirebutton, 166

list view, 169

shav autocolor swatch,168

shawv fewer buttons,167

write permissions165
discreteparameteralues(seeslots)
displays 52
displays.external, 54
dmxaddress29, 105
dmx processqre4

addingfor patching,108

cloning,112

IP address61

High End Systems

locking the controls,62
mainspower, 60
netnumber 60
portnumber 61
removing, 108
resetting 63
selectingwhenpatching,105
status63
updatingsoftwareandfirmware,392
using,60
watchdog 62
dmx processoB000
expandingXLR outputs,63
resetoptions,392
technicalspecifications438
dmxtest,341
dmxuniverse, 105
dmxwidgets,85
configuringon Hog 4PC,403
installationwith Hog 4PC,402
upgrading407

edit button, 46
editfixtureswindow, 121
editing
cuecontents]182
cuetimings,204
effects,224, 231
groupcontents150
palettecontents154
parametetimingsin cues,206
scenecontents]199
editortoolbar 46
editorvaluestoolbar 45
editors,45
bringingin valuesfrom onstage240
clearingthe contentsof, 146
locking, 46
whichis the currenteditor?,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

palettes230

predefined229

rate,222

size,222

tables,221

timing, 227

usingin programming231
embeddegbalettes 153
enableaggreation,41
enablgumptoolbar 44
enabletimecode 313 326
encodemwheel
encodemwheelbutton

options,96
endstop®f parametewalues,133
ethernetp4
evenbutton,127
expander63
export

preferences91
external

displays 54

keyboard,56, 57

touchscreensb4

F

fadebutton, 45
fadechanges246, 247
fadetime, 201, 202
default, 202
overridingduringplayback,274
with masks203
fader
go off zero,261
releaseatzero,261
faders
cleaning426
replacing 425
fanning,142 211
effects,224
fanningtoolbar 144
from thecommandine, 143
in spreadsheetiew, 143
multipart, 145
options,144
with groupings145

454

with thefankey, 142
feedback
cuelist,270
file browser 48
files
sharingover a network, 76
fine controlof parametewvalues, 138
firewalls, 67
fixedkinds,233
fixture builder, 343
fixture patchwindow, 105
fixture schedulevindow, 103
fixture types,97
fixture window, 118
FixtureNet,78
IP Address,79
fixtures,30
adding,103
changingtype, 115
cloningpatching,111, 112
configuring,118
copying, 115
copying parametewvalues,140
deselecting127
duplicating,115
fixture builder, 343
generic,103
interchangeable30
invertingpanandtilt, 120
invertingthe selection 126
modes 103
notes,120
patchnotes,120
patching,105
proportionalpatch,121
protocol,118
remoing, 116
removing from aneditor, 147
replicating,115
reselecting128
selectall, 126
selecting, 125

selectingfrom whatis onstage239

selectionorder 128
subselections127
swappingaxes,120
timing, 206
type,118
unpatching113
usernumber 119

Index
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flashbutton
flashlevel, 261
goonflash,261
latching,261
releaseon off, 261
solo,261
flashkey, 252
flip, 131
follow chosen271
follow cue,271
follow current,183
follow next, 183
follow-on, 212
follow-ontime, 201
forwardbutton, 184, 185
front paneldiagrams416

G

genericfixtures,103
global
palettes157
globalbutton
whenrecordingpalettes,157
glossary19, 441
gmkey, 281
gokey, 252
gobo
reversingrotation,133
grandmaster281
dboKey, 281
flashkey, 281
gmkey, 281
graphicaluserinterface,23, 405
groupdirectory 34
groupings(seefanning)
groups,149
copying, 151
creatingautomatically116
deleting,150
editingcontents,150
moving, 151
naming,149
recording,149
removing fixtures,150
using,150
guardbutton, 34, 45, 262

H

halt,212

High End Systems

actionof haltwhenhalted,261
haltkey, 252
hardcommandseehardvalue)
hardvalues,31, 138 186
help
gettingstarted,19
key to thismanual 19
helpbutton, 34, 45
highlight, 243
customising244
highlight palette 34
Hog 4 Consoles
cleansoftwareinstall, 389

Full Boar4 technicalspecifications435
HedgeHog 4 technicalspecifications437

Making A BootableUSB FlashDrive, 390, 391

NanoHog 4 technicalspecifications437
RoadHog 4 technicalspecifications436

technicalspecifications435

Hog4PC
configuringwidgets,403
installinghardware,402
interface 405
patching403
removing software, 402
systenrequirements440
upgradingwidgets,407
windows, 405, 406

Hog consoles
reportingproblems 421
updatingsoftware,389

Hog-net,68

hold overif active;,290

HSI, 32

HTP, 31, 264, 265

hue,32, 134

i-Wheel,130
ignoreMSCin;, 305
import
preferences91
inhibitive masters282
copying to pages294
moving to pages294
removing from pages294
insertbutton
with cuelists, 194
with cues, 178
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with groups,152

with palettes163

with scenes199
installing software, 389
intensity 32

modifying values,129

interface(seegraphicaluserinterface)

invertingpanandtilt, 120
invertingparametervalues,133

invertingthefixture selection126

IP address66, 68
dmxprocessqrél
with Art-net, 79

IPCB fadermode(with cuelists) 276

J

jump points
in timecode 315, 327
jumptoolbar 44, 46

K

key, 19
doublepresgtime, 96
repeatdelay 96
repeatperiod,96

keyboard
external,56, 57
on-screen57
shortcuts411

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

nudgeup andnudgedown, 130

open,24

456

Pig, 47, 369 (seePig key)
pig, 139 247,413
release255
set,57
skip back,253
skip forward,253
Time, 207
trackball,92
update46, 245
killing processes}19
kinds, 233
fixedkinds, 233
userkinds, 233
knockout button, 146

L

launchexisting shawv, 87
automatically88
launchmacros 89
launchnew shaw, 87
learntiming, 213
leavein background;290
matchingmasteievels,292
levelsview window, 273
library
megedstatus 48
memging, 97
lineartimecode(seetimecode)
link cues,217
links (seelink cues)
livekey, 239, 242
locking
console58
dmx processqré2
loggingoff, 58
loops,217
actionof gokey, 217
trackingthrough,219
lower priority, 43
lowlight, 245
lowlight palette 34
LTP, 31, 264, 265

M

macro
commandsyntax,329
whenchangingpages293
whencuesrun, 280
whenlaunchinga shav, 89

Index
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maintainstate 219
maintenance425
manual
crossade,275
manualcues 212
markcues,188
mask
syntax,21
whenrecordingeffect palettes230
whenrecordingpalettes,159
masking
whenrecordingfadetimes,203
mastemwing
adding,84
mastemwing 4
technicalspecifications439
masters
choosen258
grandmastey 281
inhibitive, 282
pages289
physical,251
selected258
virtual, 251, 262
whichis thecurrentlychosermaster?22
matchinglLevels,292
mediapicker, 171
catalyst174
CITR 172
options, 171, 172
updatingoldershaw files with library defined
previews, 176
memge button
with cuelists, 194
with cues, 178
with groups,152
with palettes163
with scenes199
memging shaws, 97
MIDI, 303
Midi Notes,305
midi shav control,303
MIDI timecode 312
modifierkeys, 47
monitor (seedisplay)
movein black (markcues),188
moving
cuelists, 194
cueliststo pages294
cues 181
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effects,232
groups,151
inhibitive mastergo pages294
pages295
palettes156
scenes198
scenego pages294
shaws, 48
userkinds, 235
multiple
patchpoints,109
shavs onthe network, 75
multiple consoles70

naming
cuelists,192
cues,178
desktopviews, 28
effects,231
groups,149
palettes153
scenesl197
shaws, 48
slots,124

netnumber 60, 70, 108

network, 64, 68
bootsener, 67
client,72
connectingo anexisting, 76
consolefailover, 72
consoleracking,74
DHCPsener, 67, 68
dmx processostatus 63
dmx processorss7
file sharing,76
firewalls, 67
IP address68
multiple consolesy0
netnumber 70
portnumbey 69, 75
shav sener, 71
usingart-net,78

network adapter65
IP address66

new
shaw, 87

next button,183

next key, 127
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next pagekey, 290
nudgeup andnudgedown keys, 130
numbering
cues,178
(seealsorenumbering)

o

oddbutton, 127
on-screerkeyboard,57
openkey, 24
OSC(opensoundcontrol),317
input configuration317
mappings319
outputconfiguration 318
outputwindow, 271

P

pages289
changing290
clearing,295
copying, 295
copying cueliststo, 294
copying inhibitive mastergo, 294
copying scenego, 294
creating,289
deleting,295
moving, 295
moving cueliststo, 294
moving inhibitive masterdo, 294
moving sceneso, 294
removing cuelistsfrom, 294

removing inhibitive masterdrom, 294

removing scenegrom, 294

template 296

whichis the currentpage?22
palettedirectory 34
palettes34, 153

automaticnaming,37

copying, 156

creatingautomatically116

defaultnames37

deleting,156

direct,162

editingcontents154

effect, 230

global,157

moving, 156

naming,153

recording,153
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recordingwith masking,159
recordingwith timings,161
reference162
shawing referenceso in editors,45
typesof content, 157
usingin programming154
pan(seeposition)
parametedefaults,255
parametetypes
removing from aneditor, 147
parametewheels, 131, 132
centerwheel,94
parameters30, 129
defaultvalue,123
defaultvalues- restoring,142
makingnon-releasablel,24
minimumandmaximumvalues,123
modifying values,129
namingslotvalues,124
offsetvalue,124
removing valuefrom aneditor, 147
separatingl47
timing, 206
parkeditorwindow, 248
parking,247
paste44
patch
proportional,121
patchpoints,multiple, 109
patching,105
addingDPs,108
cloning,111, 112
finding unusedaddressed, 08
fixturesto multiple addressed,07
Hog4PC,403
multiple patchpoints,109
removing DPs,108
severalfixturesatonce,106
unpatching113
pathbutton,45
paths,201, 204
perfixture button
whenrecordingpalettes 157
perfixture type button
whenrecordingpalettes 157
persiston override,267
pig key, 47, 139
for copy andpaste44
for fine control of parametewalues, 138
list of commands413
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to unparkparameters247
whenusingdesktopviews, 28
whenusingdirectories 34
with thei-Wheel, 130
Pig key
list of commands369
pile-addeffects,268
pinningwindows, 25
playback
configuringcontrols,283
cuelists,251
priority, 264
usingpages289
playbackbar, 269, 292
displaying,82
playbackpriority, 267
playbackwing, 270
adding,82
playbackwing 4
technicalspecification439
pointcues,178
pointermode(seetrackball)
portnumber 69, 75, 87
dmx processqrél
position
flip, 131
modifying values,131
positionmode(seetrackball)
preferences
appearance&?2
loadingandsaving, 91
prev button, 127
priority of aggrejatedsections43
priority of cuelists,267
problems
reporting,421
solving,419
processes
restarting419
programmer45, 125
bringingin valuesfrom onstage240
clearingthe contentsof, 146
contentsafterrecording, 177
proportionalpatch,121
protocol
of fixtures,118

Q

quit, 58
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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 palettes163
with scenes199
RecordOptionsToolbar
with effect palettes230
recordoptionstoolbar;,160
recording
CDs,49
cues 177
removing parametevalues,179
with adelaytime, 203
with afadetime, 202
with selectedixturesonly, 179
with state, 186
desktopviews, 27
directpalettes,162
effect palettes230
effects,224
groups,149
link cues,217
pages289
palettes153
parametetimings,206
scenesl197
referencepalettes 162
releaseall, 290
releasecue,256
releasekey, 255
Releas®n OtherGo, 257
releasdime, 255
releasingparametersl24
remaindedim button, 130
remembefadervalues,290
renaming
shaws, 48
renumbering
cuelists, 181
reorderbutton, 128
repeatwith fanning,145
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replacebutton
with cuelists, 194
with cues, 178
with groups,152
with palettes163
with scenes199
replacing
faders425
touchscreens425
trackball, 426
replicatingfixtures,115
reselectindixtures,128
restarting 58
processes}19
restoreactiity, 293
restoringdefault parametersalues,142
reversebutton, 128
RGB, 32
RGB colour, 134

S

safetyinformation,429
saturation32, 134
scendlirectory 34
scenesl197
configuringplaybackcontrols,283
copying, 198
copying to pages294
deleting,198
editingcontents ;199
moving, 198
moving to pages294
naming,197
recording,197
removing from pages294
timing, 199
scrollingwindow contents27
selectall, 126
selecttoolbar 127
selectednaster 252
selectindfixtures,125
from whatis onstage239
selectionorder 149
selectionorder the, 128
separatingparametersl47
servicing,425
setkey, 57
shav
connectingo arunning,87
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launchautomatically88
launchinganexisting, 87
shav manager89
shav paletteshutton, 45
shawv sener, 71, 87
shawvs
backingup, 90
changingcurrent,88
copying, 48
creationdate,48
deleting,48
managing89
meming, 97
moving, 48

multiple, onthenetwork, 75

naming,48
renaming48
updatingdfixture types,97
shufflebutton,128
shuttingdown, 58
skip backkey, 253
skip forwardkey, 253
slots,133
naming,124
SMPTE(seetimecode)
soft patching,107
software
beta,423
cleaninstall, 389
updating,389
versionnumbering423
sourcebutton, 45
specifications435
splittimes,203
spreadsheet89
aggreation,41
compactmode 41
startwindow, 87
startingup, 87
startupmacros 89
statebutton, 186
statusbar, 22

subselectionof fixtures,127

Suckbutton,240
suppressMSC out;, 305
swappingaxes,120

switchingoff the console(seeshuttingdown)

symbols,19
syntax,21
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T

tables

effects,221

tapsync,279
technicalspecifications435
technicalsupport419
templatepage,296
templatepages34

theatre

tilt

lighting consoles31
(seeposition)

time

format,52
settingthe consoleclock, 52

timecode212 303

editingvalues314, 327
jump points,315 327
simulating,315, 327
triggeringcues 313 326
viewing, 313 325

timing, 201

effects,227
fanned211
scenes199

toolbars

clock,216
editortoolbar 46
editorvaluestoolbar 45
fanningtoolbar 144
fanningtoolbar;,128
jumptoolbar 46
playbackbar, 269, 292
recordoptionstoolbar 160

with cuelists, 194

with cues, 178

with groups,152

with palettes163

with scenes199
RecordOptionsToolbar

with effect palettes230
selecttoolbar 127
Slot Toolbar 124
statusbar, 22
view toolbar 27
window controltoolbar 25

touchscreens

backlightoff time, 53
brightness53
calibration,52
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external,54

replacing 425
touchedvalues, 177
touchingparameterl38
touchingparameters

with live, 242

with pig, 139
touchscreen

brightness91
trackbackwards,183
trackforwards,184, 185
trackthrough,138
trackthroughloops,280
trackball, 120, 131

keys, 92

modes91

replacing 426

ring, 91

usingfor panandtilt, 131
whichis 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

turning off the console(seeshuttingdown)

type
of fixtures,118

U

unblockbutton, 187
unblocking,187
undo,47
units
realworld, 30
universe
cloning,111
unpatching114
unpatching113
by DMX address114
updatekey, 46
autoupdate 245
updating
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fixture types,97

software,389
updatingsoftware,389
USB FlashDrive

Making A BootableUSB FlashDrive on Win-

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

console53, 56, 57, 91, 92, 96

edit, 130, 147, 202

playbackdefaults, 135 290

\'/

valuebutton, 45
versionnumbering software, 423
videotimecode(seetimecode)
view by DP, 108

view cue,183

view toolbar 27

views (seedesktopviews)

views directory 27, 34

virtual masters262
visualisers373

w

wait time, 201, 212
wheelsets236
white point, 33, 135
windows
bringingto thefront, 25
closing,25
cuelist,191
directory 34
editfixtures,121
editor, 45
fixture patch,105
fixture schedule103
fixture window, 118
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launchedorocesses}19

levelsview, 273

moving, 25

onHog4PC,405 406

opening,24

output,271

parkeditor, 248

pinning, 25

resizing,25

scrollingcontents27

shav manager89

spreadsheet89

view by DP view, 108

window controltoolbar 25
wings

addingmastemwings, 84

addingplaybackwing, 82

installationwith Hog 4PC,404

playback,270
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