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Introduction

Welcome to Figment DMX™, the leading multi-purpose DMX control solution for Palm OS based
handheld computers. Figment is a robust graphical user-interface application that is used in conjunc-
tion with Interactive Technologies’ Sidewinder DMX™ Virtual Console Interface.

When a Palm handheld running Figment is attached via a serial cable to the Sidewinder DMX
hardware, the pair act as a powerful, ultra-compact lighting console with many features similar to
those found in moving light and conventional lighting control consoles with additional features often
found only in dedicated DMX test equipment.

Sidewinder is a DMX control console that has been highly miniaturized by removing nearly all of its
front panel controls - and offloading the user-interface portion of the console to an external handheld
terminal that communicates via standard RS-232 serial signals. Figment DMX is a special software
application for the Palm OS that is used to access Sidewinder’s internal capabilities and to provide a
user-interface for all types of DMXtasks.

Figment and Sidewinder make an extremely powerful combination by providing many unique benefits
to the lighting designer, technician, operator and hobbyist for performing tasks like Remote Focus,
DMX Troubleshooting, Designer’s Remote, Stand-Alone Playback, Show Backup and more:

+ Extremely compact package with very powerful features - Figment and Sidewinder will run
on all brands of Paim OS handhelds for the greatest flexibility and user benefit.

+ Exceptional handheld ease-of-use with well designed on-screen controls - most users who
are familiar with full-sized consoles don’t even need to read this manual.

+ Complete Moving-Light support, with exclusive “reverse-lookup” fixture libraries and intuitive
fixture parameter control.

+ A powerful Graffiti command line interface is combined with an on-screen programming
keypad for the fastest and most familiar control environment.

+ Full-featured Cue Lists handle shows of up to 1000 cues, including fade times, links, auto-
follows and more.

+ Unique DMX Input / Output processing allows Sidewinder to be placed in-line with a running
stage, allowing the show to be watched, recorded and even modified live.

+ Flexible patching is easy to understand and quick to set up.

+ Multiple show files allows the user to work on several projects and/or multiple DMX
universes at the same time.

+ Sophisticated DMXDiagnostic functions for troubleshooting fixture problems, console
oddities, network glitches and more.

+ Sidewinder’s optional Stand-Alone Memory upgrade turns Sidewinder into a miniature
playback controller. Use Figment to set up complex shows that Sidewinder can run without
the Palm handheld attached. Great for trade shows, kiosks, retail displays, corporate
presentations and much more.
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Introduction

Figment is capable of operating without a Sidewinder interface attached. In this case, Figment
switches to its “emulation mode”, so that the Stage views, Fixture display, Cue Lists and more
emulate what would be occurring on stage if the DMX processing interface were present. This is
useful for working on shows with Figment “off-line” or demonstrating Figment's features without a
Sidewinder interface present.

This document assumes that the user is familiar with how to use the Palm OS, as it does not attempt
to educate the user about how to use the Palm user interface. Palm users will immediately notice
that Figment has been designed to comply with the Palm OS usability guidelines while only departing
from standard Paim OS elements when absolutely necessary in the context of popular lighting
control practices. We think that you'll find that the result is an extremely intuitive user-interface that
Palm users who are familiar with lighting control principles can immediately begin using, even without
reading this manual.

If you have any questions that are not covered by this manual, or comments about the
Figment/Sidewinder product, please contact the Figment/Sidewinder team via email at
figment@interactive-online.com or call our Technical Support department at 888-248-1851.

We hope you enjoy using Figment,

The Figment/Sidewinder Development Team
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Overview

This document is designed to be useful to both a first-time user of Figment as well as those who are
familiar with how to use Figment but want to learn more about its operation.

For the reader who is new to Figment and needs to learn about Figment's basic concepts, we
recommend reading the manual sequentially through the chapters, as they are organized in a way
that first teaches fundamentals first and then adds specific features in a logical order.

For the reader who is looking for extra information, most of this manual’s chapters are catego-
rized by specific working areas of Figment. If you are looking for information about the features of a
specific window or pull-down menu, we recommend that you skip to the related chapter.

In general, the manual’s chapters are categorized and ordered in the following way:

+ General Usage Information
Including chapters on working with Figment's windowing system and communicating with
Figment through commands and the keypad.

+ Windows
Including a chapter for each of the main control windows in Figment.

* Menus
A quick reference about each of the pull-down menus available from the menu bar.

+ lcons
A quick reference about icons that appear in Figment.

+ Sidewinder Stand-Alone Mode
A reference for producing shows to be used with Sidewinder’s Stand-Alone Mode.

Most users will find that simply experimenting with Figment is the best way to uncover its powerful
features. Figment is designed to be easy to use and it generally presents the user with warning
messages when attempting to perform actions that cannot easily be undone (like deleting cues or
shows).

Please note that the screen shots in this manual are representative only, as slight changes may have
occurred due to enhancements in the software, or your Palm-based handheld may have different
features (such as a color or grayscale screen) that alter the screen look. In any case, we
recommend that users check our web site for updates to this manual, the Figment software and
related components. Our web address is www.interactive-online.com.
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Working With Windows

Figment was designed to work well within the constraints of having such a small display screen on
the Palm handheld device. Screen real-estate is very precious and cannot be wasted by displaying
too many graphical buttons or redundant information.

These constraints are overcome by two significant design strategies that are employed by Figment:

* Figment's user interface is divided into nine control windows, each of which is specifically
optimized for a particular lighting control task. Depending on what task the user is
attempting to perform with Figment, only one or two windows may need to be used to
complete the task properly.

+ Figment's extensive set of features must be accessible from any window at any time. This
is accomplished by Figment's Graffiti Command Line, which is available at the bottom of
nearly every window. This command line provides immediate access to any function within
Figment by simply writing abbreviated command characters into the Palm’s graffiti hand-
writing recognition area.

This section briefly describes each of the nine control windows. See the separate sections in the
remainder of this manual for detailed descriptions about each window. The Graffiti Command Line is
described in the next section.

Each of the main control windows in Figment Patch

have a pop-up menu in the upper right-hand M Stage
corner of the screen that allows you to Fivctyre
choose which of these windows you want to Show File: w -pMone S Keypad

work with. .
(Fenam i
Flavback

Simply tap on the desired window to view

that window. Statistics: g:zc;fﬂiﬂ
It is important to note that even while Fizotures Patched: n.-’u—g_
viewing one window, commands executed CuesinList nda

by pressing buttons or entering commands Groups: nda

on the command line effect all windows,

X L Macros: nfa
even ones that aren’t currently visible.

The following paragraphs briefly give an
overview of each of Figment's main control
windows and what they are used for.
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Working With Windows

The Setup Window

The Setup window is used to select and
manage Show Files, to set Figment prefer-
ences and to setup the external interface.

Three tabs at the top of the window select
which page of the Setup window is currently
visible.

In the Interface tab, the Sidewinder’s current
status is shown, and functions appear that
allow the Sidewinder’s macro buttons and
Stand-Alone playback mode.

The Patch Window

The Patch window is where multi-channel
fixtures (such as moving lights) are assigned
DMX addresses.

Even though Figment does not require
channels to be patched in order to use them,
by patching moving lights, the powerful
Fixture window can display robust graphical
controls for each fixture type to either control
the fixture or watch its live operation.

Figrnent DMX

Pref:

w Setup

| Interface |

Show File:

w Test

I: Mew :I[Renume][ Delete :I

Statistics:
Fixtures Patched: 16
CuesinList; &
Garoups 1
Macros: 3
< pah
# HAddr Fixture
1: 1 MAC 500
217 MAC SO0
>33 MWAC E00
4 49 MWAC E00
T B WL2201 (E16)
B B2 VL2201 {E16)
o9 VLRt {E16)
g 116 VL2201 fE16)

132 {280unpatched channels)

[ Rdd. ][ Delete.. ]
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The Stage Window

The Stage window displays each of
Figment’s channels in a conventional matrix
of channel numbers and channel values.

This window provides basic cue controls and
displays either Figment's output levels or the
levels applied to Sidewinder’s DMX Input
jack.

The Fixture Window

The Fixture window is where multi-
parameter fixtures are viewed and
controlled.

Each parameter of a fixture has a pop-up

window that appears that is custom tailored
for that specific fixture. Instead of entering
DMX values, simple lists of options appear.

When controlling Pan/Tilt parameters for
fixtures, a special coordinate grid appears to
give natural and precise control over the
position of a fixture’s beam.

When viewing DMX Input in the Fixture
window, each of a fixture’s parameters are
decoded back into the library definitions for

Working With Windows

5how: Rob w Stage
Current Cue Mext Cue | Clear | o
99 4 - P | Rel [Back

001 FL 50 00 S (D 00 Oolh (o3 ok 50 3
011 S0 ey (0 Ol o) 8} o) e e DR
021: (el a0y 500 Colb oD 0D 0o 19 FL DD
031: (el ey (N (ol e (R) o0 e e R
01 el ey (0 (eh S0 S0 Qo) S0 (e DR
051 e FL FL FL 00 00 00 00 00 00
Ot 0 Q0 00 00 00 00 00 00 00 00
OF 1 00 0 00 Qo 00 00 00 00 00 &

»

E m m w Fixture

MAC 500 Clear | Def
Garoup: 1, 2,3, 4 Rel

m Color | Gobo |Bearn | - |

s Dirnrner:
#Pan/Tilt:
sN5peed:
sESpeead:

=Fixture 1 >4

1h v

the fixture, using Figment's exclusive “reverse-lookup” feature.
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Working With Windows

The Keypad Window

. , S5how: Rob w Keypad
The Keypad window shows a grid of 25
virtual keys that work similarly to the 7 7 7 7
programming keypad on a conventional Cue | i | ;Thrl_l| o | ;[:han|
console. :

For users who are more comfortable
entering cue and channel commands on a

keypad like this, Figment has an easy-to-use Erp | 4 | 5 | E | At
graphlcal keypad WIndOW : ..... .- ....... ............. ............. E ............. .............

Tim | 1 2 | 3] Ful
Of course, all of these commands and more

are available in nearly every Figment Ree || D | . | Del | Ent
window by using the Graffiti Command Line : : : :
which appears at the bottom of the window.
See the “Executing Commands” section for =
more information about Graffiti commands.

The Cue List Window

E m m w Cue List
The Cue List window displays all of the cues —

recorded in the current Show File. Current Cue MewxtCue | Clear | Go
1 4 2 p | Rel [Back

Similar to a conventional console, each cue

us assigned a cue number, can have a fade 1 - Wark Lights

time, follow time, links and even a descrip- ol - Wark 2

tive name. 2 - Strike MLz

The Cue List window also has quick access 4 - -

buttons for controlling the Playback fader. oo - Top ]
1005 1:30 “ellow Mlist
101 15 Breakup

(Goae) »
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The Playback Window

The Playback window shows the details of
the playback fader.

This window provides easy access to the
Go, Back and Clear buttons on the playback
fader. It also shows the next and current
cue details.

Although a manual fader appears in this
window, Figment version 4.0 does not
implement manual fades. This fader will be
operational in the future.

The Macros Window

The Macros window shows each of the
recorded macros in the current Show File. It
also has several controls for recording,
editing and deleting macros.

A second view of this window is selectable
by the icon in the lower left corner that turns
the Macros window into an array of large
graphical buttons similar to the Keypad
window. This feature is designed to make it
easy to execute various macros.

Working With Windows

10 Current Cue Clear
1005 [3]
Mt Cue
. 4z )
Follow Time Back
281
il 30
®
5how: Rob » Macro:
#  Marne Fewstrokes
1:  EvenFixtures F2MmMens
2 odd Fixtures FirM3mMEMY
3 Blackout LE
4 Start Show Lot

[ Play ][ BeginMacro ][ Edit.

)

EH-
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Working With Windows

The Diagnostics Window

The Diagnostics window provides several
different DMX diagnostic functions.

By using the pop-up menu to select a
desired function, Figment and Sidewinder
can perform as a powerful DMX input and
output testing package. A cable test function
can also be performed.

w Diagnostics

Figrnent DMX

Function: |.. Input Functions ||

Flicker Finder

Cefili4 Statistics
Interfacel Output Functions -

hannel Test

Test Signal

~Special Functions-

a Cable Test
- Ei-:-rt Settings..

Channel: 1 :

10

Figment User's Manual



Executing Commands

One of the reasons Figment is so easy to use, is that nearly every function in Figment is accessible
in more than one way. There are three distinct ways to execute commands in Figment:

+ By pressing Quick Access buttons in each of the main Figment windows
+ By entering commands on the Graffiti Command Line

+ By tapping keys in Figment's Keypad window

Quick Access Buttons

Emm * Stage

The Quick Access buttons are graphical

buttons that appear in each of Figment's Current Cue MextCue | Clear | Go

main windows. They are easy to use, but - 4 1 p Rel | Back

not every Figment command is available

through this small number of buttons. 01: 00 00 00 00 00 00 00 00 00 00 ¢
011: 00 00 00 Q0 g0 00 00 00 0d 0o

For example, in the Stage window, four 01 00 00 00 00 00 00 00 00 00 0o

Quick Access buttons are available, Clear,

Release, Go and Back. 031 00 00 00 00 00 00 ag 00 0 00

Qa1; 00 00 00 00 Qo 0o g o0 00 0o
Simply tap any of these buttons to execute 051: 00 Q0 00 00 00 00 00 00 Qg oo
the associated command. Different Figment Q&1: 00 00 00 00 00 00 0g 00 00 oo
windows dlsplay different QUle Access D?-I l:":l |:||:| l:":l |:||:| |:||:| |:||:| l:":l |:||:| l:":l |:||:| E

buttons.
*

Graffiti Command Line

The Graffiti Command Line appears at the very bottom of nearly every Figment window. It is the
most powerful way to instruct Figment what to do, since nearly every feature of Figment can be
accessed through this command line. It is used by entering letters in the Palm’s Graffiti™ hand-
writing recognition area.

If you are unfamiliar with the Palm’s Graffiti handwriting recognition system, please familiarize
yourself with it by referring to your handheld’s user’s manual or by using the Graffiti reference in your
handheld. These resources share several tips that make writing in the Graffiti language easy, fast
and very accurate.

Windows that have the command line available show the “> * prompt in the lower left corner of the
screen.

Use the Graffiti language to write single letters and numbers that correspond to the commands you
want to enter into Figment. For example, instead of pressing the Rel button in the screen above,
your can write the letter “L” in the Graffiti area, corresponding to the Release command.

Figment User's Manual 11



Executing Commands

The following section shows many of Figment's command line characters and what they are used
for. The screens shown in this section are available in Figment by choosing the Graffiti Help item
from the Options menu.

An overview of each command is given here, additional details about each command may be found
in the specific sections that relate to each command.

A = At

. ) ) Graffiti Commands

The At command is used either by itself to

change the level of selected channels or HHt G g
0

with the Channel or Fixture commands

when choosing both channels and levels in B B L
one step. Back _ | Releq:ze
. C | % |
Examples:
> Channel 35 At50%  (C-35-A-50) C Channel ﬁr Macro
> At 75% (A-75) g E M
> Fixture 1 At 00% (F-1-A-00) Clear And §+3

F Q
Full, Fizt. O Cile

B = Back

.
-

The Back command is used to return the
playback fader to its state before the most
recent Go command. Figment keeps a
history of the 10 most recently executed cues that can be reviewed by choosing the Back command
multiple times.

Examples:
> Back (B)

C = Channel

The Channel command is used to select channels. It can be used alone, with channel ranges
(using Thru, And and Except) and with the At command. Enter channel numbers from 1 to 512
after the channel command, then optionally use the channel range modifiers and the At command.

Examples:
> Channel 40 (C-40)
> Channel 40 > 50 (C-40-spc-50)
> Channel 40 > 50 + 60 > 70 (C-40-spc-50-N-60-spc-70)
> Channel 40 > 50 + 60 - 45 At 33% (C-40-spc-50-N-60-X-45-A-33)

12 Figment User's Manual



Executing Commands

E = Clear

The Clear command is used to clear the playback fader. When a scene is loaded in the playback
fader, it's recorded channels are in control of the stage. To remove the scene from the playback
fader, use the Clear command.

Examples:
> Clear (E)

F = Fixture or Full

This Graffiti letter is used to mean either Fixture or Full. Figment automatically determines which is
meant by its context. The Fixture command can only occur at the beginning of a command line.
The Eull command can only be used after a Channel or At command.

The Fixture command is used to select all channels of a specific fixture. When fixtures are patched
in the Patch window, they are assigned fixture numbers. Use these fixture numbers with the Fixture
command. If you are viewing the Stage window, you'll notice that each channel of the chosen fixture
is selected. If you are viewing the Fixture window, you'll notice that the chosen fixture appears in the
window. The Fixture command can also use ranges of fixtures with the Thru, And and Except
commands.

Examples:
> Fixture 1 (F-1)
> Fixture 5> 10 (F-5-spc-10)
>Fixture2+4+6+8 (F-2-N-4-N-6-N-8)
> Fixture 32 At 00% (F-32-A-00)

The Full command is used to set the selected channels to their maximum level (or 100%). Since the
At command only accepts two digits after it, the Full command is needed to enter a level of 100.
When using with the Channel command, you don't need to use the At command first, since it is
implied.

Examples:
> Channel 320 At Full (C-320-A-F)
> Channel 320 Full (C-320-F)
> At Full (A-F)

G = Go

The Go command executes the next cue waiting to run in the playback fader. Depending on the
cue, a fade or immediate change in scene may occur. If there is no next cue chosen, then the Go
command has no effect. Use with the Cue command to randomly select the next cue when doing a
Go.
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Executing Commands

Examples:
>Go )
> Cue 125 Go (Q-125-G)

L = Release

The Release command releases channels from the live control scene. Any channels that have been
manipulated by the Channel or Fixture commands or in the Fixture window become “grabbed” and
are modified in the live control scene. These channel values have priority over all other sources of
the channel’s level. To relinquish control from the live scene, use the Release command.

If channels are selected, the Release command only releases the selected channels and then
deselects the channels. If no channels are selected, the Release command releases all channels.
To release only specific channels, use with the Channel command. If channels are selected, but you
want to release all channels, simply enter the Release command twice.

Examples:

> Release (L)

> Channel 33 Release (C-33-L)
M = Macro

The Macro command executes a previously recorded macro. Enter a macro number from 1 to 99.

There are no Graffiti commands to begin or end recording of macros. Use the macro commands in
the Options menu or use the buttons in the Macros window. Refer to the Macros window section for
information about recording macros.

Examples:
> Macro 21 (M-21-return)

N = And

The And command is used in conjunction with the Channel or Fixture commands to specify a
discontinuous range of channels or fixtures. On the command line, the And command appears as a
+ (plus) sign.

Examples:
> Channel 10 + 20 (C-10-N-20)
> Fixture 4+ 8 (F-4-N-8)
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Q = Cue

Executing Commands

The Cue command is used to select the next cue. The next cue is the one that will be executed
when the Go command is executed. Cue numbers range from 0.1 through 999.9. The decimal point

is optional.

Examples:
>Cue 13
> Cue 24 Go
> Cue 56.7

R = Record

The Record command is used to record
cues and groups. To record a cue, enter the
Record command followed by Cue and the
desired cue number. The channel levels on
stage will be recorded into the specified cue.
To record a group, enter the Record
command followed by Group and the
desired group number. The currently
selected channels will be recorded into the
desired group.

Examples:
> Record Cue 17 (R-Q-17-ret)
> Record Group 35 (R-U-35-ret)
U = Group

Graffiti Cornrnands

R
Record

T
Tirne

R
._l
U lI'E‘Ir-:-up
pid

Space

X
Except (-}

Thru {=)

%

—a

-

return
Enter

back space
Delete

right
Mext

left
Previouz

F
g

The Group command is used to recall previously recorded groups. When the group command is
used, the currently selected channels are changed to those that were recorded in the group. If used

while viewing the Fixture window, the group of fixtures will be recalled.

Examples:
> Group 35

(U-35-return)

Figment User's Manual
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Executing Commands

X = Except

The Except command is used in conjunction with the Channel or Fixture commands to exclude
certain channels or fixtures from a range of channels or fixtures. On the command line, the Except
command appears as a - (minus) sign.

Examples:
> Channel 10 > 20 - 15 (C-10-spc-20-X-15)
> Fixture 1> 10-5 (F-1-spc-10-X-5)

space = Thru

The Thru command is used in conjunction with the Channel or Fixture commands to specify ranges
of channels or fixtures. On the command line, the Thru command appears as a > (greater-than)
sign.

Examples:
> Channel 10 > 20 (C-10-spc-20)
> Fixture 1> 10 (F-1-spc-10)

return = Enter

The Enter command is used at the end of a command line to execute commands. Some commands
don’t need the Enter command, such as the Channel and Fixture commands because they take
effect immediately and the Go and Release commands because they automatically execute. But,
other commands need an Enter at the end of the command, like the Record and Group commands.

Although commands like Channel and Fixture don’'t need an Enter at the end of the command, you
can use Enter to clear the command line.

back space = Delete

The Delete command is used to remove the most recently types character. Use this command to fix
mistakes on the command line.
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The Keypad Window

The Keypad window is the third main
method of communicating with Figment.

This window provides 25 graphical keys that
can be pressed by stylus or your finger to
enter commands on the command line. It
provides an interface that is similar to
working with the programming keys on a
conventional console.

The Keypad has buttons for 14 common
commands and 11 numeric digits. When
pressed, these buttons immediately register
the commands on the command line at the
bottom of the screen.

Executing Commands

Figment User's Manual
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Setup Window

This is the setup window. It is used to
choose the Show File currently being used,
to set Figment wide preferences, and to
check on the status of the Sidewinder
interface.

The three tabs at the top of the window
choose one of three pages: Show, Prefs and
Interface. The darkened tab is the currently
selected tab.

Figrnent DMX

Pref:

w Setup

| Interface |

Show File:

w - Mone Selected -

I: Mew :I[Renume][ Delete :I

Statistics:
Fizotures Patched:
Cuesin List;
QFoups;
Macros:

na
na
na
na

Setup / Show

In this page, Show Files are created, selected, renamed and deleted. A Show File is similar to a
complete show setup for a desktop console. It contains the settings for the console, a fixture patch,
a list of cues, and more. With Figment, you can create multiple Show Files, each of which has its
own fixture patch and cues. This is useful for operating in multiple venues, using different universes

of DMX and or switching between different tasks.

Creating a New Show

Simply click on the New button. A dialog
appears that allows the name of the new
show to be entered. Here we enter Test.
When the OK button is pressed, the new
Show File is created with that name and

appears in the Show File popup list

Figment DRhIX w Setup
Em Prefs | Interface |

Show File:

w - Mone Selected -

[ Mew ][ Rename ][ Delete ]

Statistics:

Enter Name: Test]

[ 2k [ <ancel )

Figment User's Manual
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Selecting a Show File

Tap on the popup list next to the Show File
label. Alist of all of the show files in the
Palm device’s memory will appear.

Choosing a different show file will not
interrupt any previously running cue until a
Go command is executed.

Renaming a Show File

Figrnent DMX

Pref:

w Setup

| Interface |

Show File:

Ands

I: Mew ey Yegrs :'
— | Fob's Show -
Statistics:|- Mone Selected -

Fizctures Patched: 0
Cuesin List; 0
Groups: 0

Macros: 0

Simply click on the Rename button. A dialog appears that allows the name of the new show to be
changed. Press the OK button to accept the new name or Cancel to revert to the previous name.

Deleting a Show File

Click on the Delete button. The currently chosen show file will be deleted after you confirm your

action in a confirmation dialog that appears.

Show Statistics

Below the Show File selection area appears
the statistics for the currently selected show
file.

In this example, the show file “Test” contains
16 fixtures, 5 cues, 1 group and 3 macros.

Figment DATX w Setup
Em Prefs: | Interface |

Show File:

w Test

[ Mew ][ Rename ][ Delete ]

Statistics:
Fixtures Patched: 16
CuesinList: &
Groups: 1
Macros: 3
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Setup / Prefs

In this page, various preferences can be set
that affect the Figment application on a
global level, including the handheld’s power
settings, cue recording preferences,
command line options, display preferences,
and options that affect the Palm OS
Launcher.

These settings change the way Figment
operates independently of the current Show
File.

Each of these preferences are described in
the sections below.

Stay On When

The Stay On When setting allows Figment
to alter the Palm device’s default behavior
for its Automatic Power-Off function.

System Setting - allows the Palm to auto-
matically turn off when the system would
normally turn off the device. This is typically
within a couple of minutes of not touching
the screen or hard keys on the device. This
is the default setting.

Cue Playing - tells Figment to not allow the
Palm device to turn off if a cue fade or
automatic follow is pending. This setting is
recommended if Figment is being used to
play back a show.

Setup Window

Figment DRhIX w Setup
Prefs

Staw On'When w Systern Setting
Cue Record: w Always Aszk
Cefault Crnd: w Channel
Default Display: » Percent {0 taFL)
' Show Cue Details when Recording

® Dizplaw Show Files in Launcher
[ Displaw Library Files in Launcher

Figment DATX w Setup
Prefs

Stay On When: SRR BTG
. [Cue Plawing
Cue Record. IF Connected

Crefault Crnd:
Cefault Dizplayy:

Lzl

w Parcent (0 to FL)

' Show Cue Details when Recording
[ Display Show Files in Launcher
[® Dizplaw Library Files in Launcher

IIF Connected - tells Figment not to allow the Palm device to turn off if the Sidewinder interface is

connected.

Note that the Palm device will always turn off if the batteries are becoming too weak to safely
operate the unit without loosing memory contents. The Palm OS will always turn off the unit if the

batteries are getting too low.

Figment User's Manual
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Cue Record

The Cue Record setting instructs Figment
how cues should be recorded when the
Record Cue command is executed.

Always Ask - When a Record Cue
command is executed, Figment will display a
dialog box with the recording options. This
is the default.

All Channels - When a cue is recorded, all
512 channels are recorded into the cue.

Patched Channels - When a cue is
recorded, only channels that are patched are
recorded into the cue.

Live Channels - When a cue is recorded,
only channels that are “live” are recorded
into the cue.

Figrnent DMX » Setup

Stay OnWhen: W Svstemn Setting

e Record:

Crefault Crnd:
® uu. & Patched Channels
Default Dizplay: |Ljve Channels
' Show Cue De Selected Channels

All Channels

=

[ Display Show Files in Launcher
[® Dizplaw Library Files in Launcher

Selected Channels - When a cue is recorded, only channels that are selected are recorded into the

cue.

Default Command

The Default Command setting chooses
which of the six available commands are
implied when a command line starts with a
numerical digit.

If the command line is empty, and a number
is entered, Figment uses this setting to
determine which command should appear
before the entered number. For example, if
3 is entered, any of Channel 3, Fixture 3,
Cue 3, etc. would appear on the command
line.

The default setting is Channel.

Figment DAY » Setup
Prefs
Stay OnWhen: W Syvotern Setting
Cue Record:
Crefault Crnd:
Cefault Dizplayy:

w Alwaws Azk

Channel

22
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Default Display

The Default Display setting chooses what
number system will be used in Figment for
its channel level displays.

Percent (0 to FL) - Channel levels are
displayed with two digits. When a channel
moves from its lowest to highest level, the
display reads 0, 1, 2 ... 98, 99, FL. This
setting is easy to read, but cannot display
data in full precision because internal data
must be rounded before being drawn on the
screen. This is the default setting and is
most useful for conventional lighting.

Decimal (0 to 255) - Channel levels are
displayed with three digits. When a channel
moves from its lowest to highest level, the

Setup Window

Figrnent DMX » Setup
Pref;

Stay OnWhen: W Svstemn Setting

Cue Record: w Always Ask

Default Crnd: + Channel

Crefault Dizplay: |3

Decimal {0 o 255
[ Show Cue De| Lo en o FE)
[ Display Show Tmes n7Cuammmer

[® Dizplaw Library Files in Launcher

display reads 0, 1, 2 ... 253, 254, 255. This setting displays full internal resolution, but cannot be
drawn in the Stage window. If this setting is chosen, the Stage window will use the Percent setting.
Many moving light parameters are defined in decimal notation.

Hex (00 to FF) - Channel levels are displayed with two hexadecimal digits. When a channel moves
from its lowest to highest level, the display reads 00, 01, 02 ... FD, FE, FF. This setting displays full
internal resolution and is available in all windows. Many moving light parameters are defined in

hexadecimal notation.

Show Cue Details wehen Recording

The Show Cue Details when Recording
option, when enabled, automatically displays
the Cue Details popup window each time a
cue is recorded.

This option makes it easy to set a cue’s
name, timing, links and more whenever a
cue is recorded.

w Setup

Interface

w Systern Setting

Prefs
Staw On When;
Cue Racord:
Crefault Crnd:
Crefault Dizplay:

w Alwaws Azk

w Channel

w Parcent {0 toFL}
' Show Cue Details when Recording

O Displaw Show Files in Launcher
O Dizplaw Library Filaz in Launcher
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Display Files in Launcher

The Display Files in Launcher settings
(either for Show Files or Library files) are
used to make these files appear in the Palm
OS Launcher window, which appears when
the Home icon is chosen from the soft-key
area of the Graffiti writing area.

Making either type of file visible in the
Launcher is good for beaming files to other
Palms, deleting files, determining file
versions and more.

If Show Files are visible in the Launcher,
tapping on them automatically launches

Figment and switches to the selected Show
File.

24

Figrnent DMX » Setup

Stay OnWhen: W Svstemn Setting

Cue Record: w Always Ask
Cefault Crnd: » Channel
Default Dizplay: » Percent {0 toFL)
O Show Cue Details when Recording

[ Display Show Files in Launcher
[® Dizplaw Library Files in Launcher
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Setup / Interface

Setup Window

In this page, the connection between the Palm device and the Sidewinder interface is monitored.
Also, Sidewinder specific functions such as assignments for the Sidewinder’s physical Macro Buttons
and the ability to download a show file for Sidewinder’s Stand-Alone Playback mode are accessed

through this Interface page.

Connection Status

When a Sidewinder console interface is
attached to the Palm device and detected by
Figment, the Status area displays the
connection information.

The Status field shows the status of the
connection between the Palm handheld and
the Sidewinder, typically either “Connected”
or “Not Connected”.

The Battery field shows the current battery
status of the Sidewinder. The voltage is
shown with an approximate percentage of
the remaining battery life. If Sidewinder is
connected to an external power supply, “DC
Input” appears in the field.

Figment DX  Setup
[ Show | Pref:
Status:  Connected
Battery: 254D {TTH)
Serigl:  &70101
Featuresz: Stand-Alone
Merzion: 1.2.3

[ Drefine Macro Triggers |

[ Cownload ShowFile ]

The Serial field displays the Sidewinder’s serial number (this is the same number as printed on the
label on the back of the Sidewinder unit). This number is important when purchasing or entering
Feature Codes, as each Feature Code is uniquely keyed to the serial number of the Sidewinder.

The Version field shows the version of firmware stored in the flash ROM of the Sidewinder interface.

This is different from Figment's version number.

Also, the overall connection status icon appears at the bottom of nearly every screen in Figment.
When the Sidewinder is connected, a check mark appears, otherwise, an X appears. See the
appendix on the Status Icon for a complete explanation of each of the status icons.

Figment User's Manual
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Define Macro Triggers
. . ) Macro Triggers a
When the Define Macro Triggers button is

pressed, a dialog window appears that Triggers: + Sidewinder Portable
allows Sidewinder buttons and/or Palm
hardware keys to be configured to execute Button # Macre  Button 7 Macro

any of the 99 macros recorded in a show
file. M1 3
Hi Hz
The Triggers pop-up menu chooses which
@ &
Hz Hd

group of buttons to assign macros to:

The Sidewinder Portable choice shows the
four macro buttons physically available on S5tart-Up Event =Macral
the Portable Sidewinder hardware.

M4

[ ok ][ Cancel

The Sidewinder XR choice shows the eight
macro buttons/contact closure inputs physi-
cally available on the rack-mountable
Sidewinder XR hardware.

The Palm Handheld choice shows the four (TR VIR 6 ﬂ

hardware keys available on the Palm Triggers: + Falrn Handheld
handheld.

Button ¢ Macro  Button # Macro

In any of the macro assignment fields, enter

the number of the macro you want to =M1 =M=
execute when the button is pressed. b

The Start-Up Event field allows a macro to @ =2 =4
be assigned to execute when the Sidewinder ﬁ"

is turned on. This macro only applies to

when Sidewinder has a show downloaded
into it for Stand-Alone Playback.

[ ok ][ Cancel

To disable a particular button or event from
executing a macro, enter 0 (zero) or leave
the corresponding field blank.
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Download Show File

Download Show File

When the Download Show File button is

pressed, the Download dialog window Mew Show:

appears. This window is used to manage Show Marme: Test

which show is stored in Sidewinder’s internal Download Date: Taday @ 10:49
memory.

Please refer to the Using Stand-Alone Mode Existing Show:

chapter for details on creating, downloading
and running shows from Sidewinder’s
internal memory.

Mo Show in Sidewinder

' Eeqin running after Download

[ Download | [ Cancel ] [ Erase )
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Patch Window

This is the patch window. Itis used to
define what moving lights are connected to
the current DMX data link.

In the screen to the right, no fixtures are
currently patched in the current show file.

In Figment (unlike many lighting consoles),
you don’t need to patch every channel in
order to have to access them. From the
stage view, keypad and command lines, all
channels are always accessible, even if not
patched. If a channel is not patched,
Figment assumes that it is mapped 1-to-1
with the same dimmer number. This makes
it easy to access dimmers and moving light
parameters without having to specifically
patch them.

 rou

# HAddr Fixture

Mo fixtures are patched

Uze the "Add" button below
to add a fixture.

[ Rdd. ][ Delete.. ]

However, to get the full benefit of Figment's easy-to-use moving light features (available in the
Fixture window), you'll need to patch the moving lights you plan to use.

Patching Fixtures

Click on the Add button. A dialog appears
that allows fixtures to be added to the
current patch.

The first item in the dialog is the Library
popup list. Each of the moving light libraries
that have been loaded into Figment appear
in this list (these library files can be down-
loaded from the Interactive Technologies
web site). Within each library, a Fixture
popup list appears.

Choose a library and a fixture to add to the
patch. The Generic library is built-in to
Figment and contains several generic fixture
types.

Show: Test
Add Fixture [ ]

Library: w Generic

Fizture: w Dirnmer

{1 channel}

5tart Address: 1
Fixtures To Add: 1
[ Add ][ <ancel ]

A third menu appears when the selected fixture has multiple variants defined in the library file. This
Variant menu appears below the Fixture menu. Variants typically appear for fixtures that have

different modes or configurations to choose from.

Figment User's Manual
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In this case, we have chosen the Martin

Professional library and the MAC 500 fixture.

Note that the variant menu appeared and
the MAC 500 Mode 4 option was chosen.

Any time a ? button appears nextto a
library, fixture or variant, that means that the
library file contains additional information
about the item that can be seen if the ?
button is tapped.

In the first field a Start Address is chosen.
This is the first DMX channel number that
the first fixture of this type is assigned to.
Enter a number from 1 to 512.

In the second field the number of Fixtures

S5how: Test w Patch

Add Fixture i)
Library: - Martin Professio..

Fixture: » MACS00

Variant: w MACSO0 (M4 [F)
{16 channels)

5tart Address: 1
Fiztures To Add: 4
[ Add ][ cancel

to Add is entered. If you want to patch more than one of these fixtures with consecutive addresses,
increase this entry to the desired number of fixtures. To increase the number of fixtures to the
maximum available address in the patch, press the + button.

Pressing the Add button adds the specified fixtures to the patch. Cancel dismisses the dialog without

affecting the patch.

After adding the fixtures, the patch window
looks like the picture to the right.

The # column shows each fixture’s number.
This number is used in the fixture window to
identify each fixture.

The Addr column shows each fixture’s DMX
starting address.

The Fixture column shows the type of each
fixture.

Each area of the patch that contains
unpatched DMX channels is displayed.

- Porc
# HAddr Fixture

1: 1 MWAC 500

A WA 500

xo33 MAC 500

4 49 MAC SO0

65 (448 unpatched channels)

[ Add.. ][ Delete..]

Simply repeat this process by pressing the Add button again to add additional fixtures to the patch.

30
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Deleting Patched Fixtures

To remove a fixture from the patch, select
the fixture by tapping on it, then press
Delete. After confirming the deletion of the
item, it will be removed from the patch.

Deleting a patch element does not affect any
saved cues or modify any fixture libraries in
any way.

Patch Window

 rou

# HAddr Fixture

1

&
d:

1 MR SO0
a3 MR SO0
49 MR SO0

Delete Patchltem

Are you sure you want
to delete this patch
itemn?

I:‘r'es :II: N-:n]

Figment User's Manual
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Stage Window

This is the stage window. It displays the

current output levels from Figment as well as

any input levels passing through the
Sidewinder interface.

Channel numbers are shown on the left
edge of the screen. Channel values are
shown in groups of ten, starting with the
displayed channel number.

Channel values are shown in plain text
when the channel is not being controlled by
Figment. In this case, any channel value
that appears in the stage view is present at
the Sidewinder’s DMX Input jack and is
being passed through unchanged to the
DMX Output jack.

- stage
Current Cue Mext Cue | Clear | o
- 4 1 p | Rel [Back

on:
o1t
0z1:
031
04d1:
3
0ed:
o7

=

00 00 00 O 00 00 0o a0 00 00 3
00 00 O O Q000 Q00 00 0o
00 00 O O Q000 Q00 00 0o
00 00 O O Q000 Q00 00 0o
00 00 O O Q000 Q00 00 0o
00 00 O O Q000 Q00 00 0o
00 00 O O Q000 Q00 00 0o
00 00 00 O Q0 00 0o a0 00 00 &

When a channel is being controlled by Figment (either by live control or by the Playback fader), the
channel value appears in bold text. In this case, this value is output by Sidewinder’'s DMX Output
jack regardless of the value present at the DMXInput jack. On color handhelds, live channels
appear in Green and Playback channels appear in Blue).

When a channel is displayed in highlighted text, it is selected. Channels must be selected to

change their values.

Selecting Channels

Channels can be selected by using the
Graffiti command line. For example,
entering:

> Channel 35 (C-35)
Selects channel 35.

Multiple channels can be selected by using
familiar commands such “thru”, “plus” and
“minus”;

> Channel 35> 40 ( C-35-space-40)
Selects channels 35 through 40.

> Channel 35 + 37 + 39 ( C-35-N-37-N-39)
Selects channels 35, 37 and 39.

Figment User's Manual

Emm » Stage

Current Cue Mext Cue

Clear | o
- 4 1 p [ Rel |Back

an:
a1
021:
031
041:
n&1:
0e1:
IFA K

= Channel 35 = 40

00 00 a0 g0 0o 0 00 00 00 0n
00 00 a0 0o 00 00 00 00 ag ag
00 00 a0 0o 00 00 00 00 ag ag
00 00 a0 0o 00 00 00 00 a0 a0
00 00 a0 0o 00 00 00 00 ag ag
00 00 a0 0o 00 00 00 00 ag ag
00 00 a0 0o 00 00 00 00 ag ag
00 00 00 Qo 00 00 00 00 00 00 &
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Stage Window

Selects channels 35 through 40 minus 37 (which are channels 35, 36, 38, 39 and 40).

Not only can channels be selected using the Graffiti command line, but the keypad window can be
used to select channels by pressing the keys that correspond to the desired command words.

Setting Channel Values

E m m » Stage
Channel values can be set by combining —

channel selection and the “At’ command: Current Cue Mext Cue | Clear | Go
- 4 1 p | Rel |[Back

001: 00 00 00 00 00 00 00 0a 00 00 5
0171 0 00 00 00 00 00 ag 00 g 00

> Channel 35 At 50% ( C-35-A-50 )

Selects channel 35 and sets its output value

to 50%.

’ 021; 00 00 00 0o qoood g o0 0o oo
> Channel 35 At Full (C-35-A-F) 021; 00 00 00 00 S000 g 00 00 0o
Selects channel 35 as sets its output value 041: 00 00 00 00 00 00 00 00 00 00
to Full (100%). Note that when using the 051: 00 00 00 00 00 00 00 00 00 00
Full command, you don't have to press At Qe 1: 00 00 00 00 00 00 00 00 00 00
first. OF1; 00 00 00 00 Qo0g g 00 00 00 &
The channel selection can be skipped if the = Channel 35 At 5
needed channels are already selected by
simply entering:

> At 33% (A-33)

Selecting Fixtures

E m m * Stage
When fixtures are patched in the Patch e

window, their channels can be selected by Current Cue MextCue | Clear | Qo
using the Fixture command. - 4 1 p Fel | Back
> Fixture 2 (F-2) Q01: 00 00 00 0o o0 o0 00 00 00 0o ‘i‘
All of the channels of a fixture may be set 011: 00 00 00 00 00 00 00 00 00 00
from the stage by using the Fixture 0Z1: 00 00 00 00 00 00 00 00 00 00
command with At. 031 00 00 00 0o Qo oo g o0 00 oo

0d1: 0 00 00 00 00 00 ag 00 0 00
051 0 00 00 00 00 00 ag 00 0 00
Q&1: 0 00 00 00 00 00 ag 00 g 00
O°F1: 00 00 00 00 00 a0 ag 0 0o 00 &

> Fisetura 2

> Fixture 2 AtFL (F-2-A-F)
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Releasing Channel Values

When channels have been set to levels on
stage through any of the “live” methods
(such as by the Channel command or by the
Fixture window), those levels can be
released from the stage by the release
command.

>Release (L)

Selecting the release command (or pressing
the Rel button) releases the values of the
selected channels. If no channels are
selected, all channel values are released.

Since the release command clears the
current selection, to release all channels
when channels are selected, use the

Stage Window

- stage
Current Cue Mext Cue | Clear | o
- 4 1 p | Rel [Back

on:
o1t
0z1:
031
04d1:
3
0ed:
o7

# Releass

19 FL 0ol O 000 (e} (o) (o) B0 (oD 5
S0 (olb S0 O (0 0ed 19 FL 0ok (e
O} (o} el R R o0 S0 R S e
00 o} 1% FL 00 0ol o) () ek (e
O} (ol S 8 5P e e OR) 00 000
00 00 O O Q000 Q00 00 0o
00 00 O O Q000 Q00 00 0o
00 00 00 O Q0 00 0o a0 00 00 &

Release command twice - the first time to release selected channels, then the second time to

release all channels.

Using Playback Controls

Several playback controls are visible in the
Stage window. They are Go, Back, Clear,
Current Cue and Next Cue.

These are the same controls as available in
the Playback and Cue List windows. Please
see the Playback window section for a
complete description of how to play back
cues using these controls.

EM@ w Stage

Current Cue Mext Cue

Clear ]

1 4 2 W [ Rel [EBack]

an:
a1
021:
031
041:
n&1:
0e1:
IFA K

=

19 FL 55 O (o) el (o) Oud (00 DN 3
T2 45 2T 54 0D i 00 00 a0 aa
00 00 a0 0o 00 00 00 00 ag ag
00 00 19 FL O 6t Ood (DD (80 100D
o (o) & &0 oD DD 00 00
00 00 a0 0o 00 00 00 00 ag ag
00 00 a0 0o 00 00 00 00 ag ag
00 00 00 Qo 00 00 00 00 00 00 &
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Fixture Window

This is the fixture window. It provides a

graphical user-interface for controlling VL2201 {E16)} Clear | Def
fixtures that use more than one channel Fizcture G fDME 653 Rel
each (such as moving light fixtures). m

Calar | Gobn | Bearn | Htra |

The top of the screen shows the selected
fixture (or group of fixtures) and controls for
manipulating the stage (clearing the aPans/Tilt: 32?53 I 32?63
playback fader, releasing live channels and :

defaulting fixtures).

® Dirnmner:

#5trobe:

®F Timne:

Each of a fixture’s parameters is divided into
one of five categories (similar to moving light
consoles). These categories appear in five
tabs across the middle of the screen. = ‘ .’
Clicking on a tab shows the parameters in
that category for the selected fixture. The
available categories are:

« |F Intensity and Focus parameters, including strobe and m-speed

«  Color  Color parameters, including color wheels, mixing, function and timing

. Gobo Gobo parameters, including gobo wheels, rotation, speed, and combinations
. Effect Effect parameters, including focus, frost, iris, shape and zoom

¢+ Xtra Extra parameters, including control channels and fixture macros

Note that many DMX controlled lighting fixtures do not have parameters in each of the above cate-
gories (moving wash lights typically do not have gobo parameters). In this case, the category
heading will be blank and cannot be selected.

Each of the fixture’s parameters appears by name in the lower part of the window. To the right of the
name is the current value of the parameter. Clicking on the value opens a popup window that allows
the selection of a new value for the parameter. Most fixture parameters include “smart” popups that
allow for easy selection of specific fixture functions (see the following sections for details).

If a fixture parameter does not require more than a single value from 0 to Full, then a horizontal
slider appears as well which allows the parameter to be modified without going into a separate
popup window (in the above window, the Dimmer and F Time parameters allow direct access).

If a fixture’s parameter has been grabbed “live” on stage, then a small bullet icon appears to the left
of the parameter’s name (in Green on color handhelds). If a fixture’s parameter is being controlled
by the Playback fader, then a hollow-bullet appears (in Blue on color handhelds).

The Graffiti command line appears at the bottom of the Fixture window, making all of Figment's other
commands available at any time.

Also, small right and left arrow buttons appear in the bottom right corner of the screen, which allow
the fixture selection to be advanced to the next or previous fixture.
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Fixture Window

Selecting Fixtures

There are several ways to select a fixture to
use in the Fixture window.

The easiest is to use the small right and left
arrow buttons near the bottom right corner of
the screen. These buttons select the next
and previous fixtures as defined in the
current Patch. Note that the up and down
hardware keys on the handheld also select
the next and previous fixture.

Any fixture can be selected directly by using
the Fixture command. On the command
line, enter Fixture, then the number of the
fixture you want to select.

For example, to select the third fixture in the
patch, enter Fixture 3.

MAC SO0 Clear | Def
Fizeture 3 (DM 230 Rel

m Calar | Gaba |E=e-:|n'| [ - |

Shutter:

Dimnrmner:
Pan/Tilt:
MSpead:
ESpeed:

= Fixture 3

A third way to select fixtures is to use the Channel command. When any channel of a fixture is
selected, the fixture appears in the Fixture window. So, as in the example above, if the command
Channel 34 is entered, then the same fixture is selected.

Selecting Fixture Groups

To select more than one fixture at a time,
use the range functions with either the
Fixture or Channel commands.

For example, to select fixtures 1 through 4,
enter:

> Fixture 1> 4 (F-1-spc-4)

If a particular set of channels has already
been recorded into a group, then the group
can be recalled in a command similar to:

> Group 10 (U-10)

Note that the Fixture window can only
display a group of fixtures of the same type.
If a channel selection contains different

E m m w Fixture

MAC 500 Clear | Def
Garoup: 1, 2,3, 4 Rel

m Color | Gobo |E=e-:|m [ - |

#5hutter:

s Dirnrner:
#Pan/Tilt:
sN5peed:
sESpeead:

=Fixture 1 >4

fixture types, then the window will show “Mixed Selection”.
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Live Control

To grab live control of any of a fixture’s
channels, simply choose one of the five
available parameter categories, then tap on
the pop-up control or adjust the available
slider for the parameter.

When the pop-up control for a parameter is
selected, pop-up window appears that
displays all of the available options for the
parameter.

Once a fixture’s channel has been modified,
it appears with a bullet icon to the left of the
parameter name to show that its value is
coming from the live control buffer. For
example, the Strobe and F Time parame-
ters to the right are being controlled in live
mode.

Fixture Window

VL2201 {E16) Clear | Def
Fizeture © (DM GE) Rel

m Calar | Gobo | Bearn | Htra |

Dirnmer:

PansTilt:
#5trobe:

®F Timne:

= Fixture &

To release any live channels from the live buffer, tap the Rel button or enter the Release command.

Playback Control

Whenever the source of a channel is coming
from the Playback fader, the channel
appears with a hollow-bullet icon to its left.

In this case, the Fixture window shows a live
view of any channels that are fading or
changing as a result of a cue executing in
the Playback fader.

E m m w Fixture

NIAC SO0 Clear | Def
Fizeture 1 {000 13 Fel

m Color | Gobo |E=e-:|m [ - |

oShutter:

o Dirnrner:
cPansTilt:
ohlspead:
cESpeead:

=
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Defaulting A Fixture

The Def quick-access button (for Default) is
available to rapidly set each channel of the

selected fixture (or fixtures) to their “default”

state.

The default state of a moving light is for the
fixture to be focused at it's 50% / 50%
position with the lamp on at 100%, the
shutter open, no colors, no gobos and no
effects.

The default state of a conventional dimming
channel is 100%.

This function is useful for setting a “starting-

point” to begin programming a fixture. The
exact values of the default setting for a

» Fixture

MAC LS00 {K14) Clear | Def
Fizeture 1 (DM 13 Rel

m Color | Gobo |E=e-:|n'| [ - |

s S5hutter:
s Dirnmner:
#Pan/Tilt:
N5 pead:
s Espeed:

=

particular fixture is defined in the fixture library for the fixture.

Viewing DMX Input

A unique and powerful feature of Figment is
its ability to fully decode and display DMX
input data in the Fixture window.

When any DMX input is connected to the
interface, any fixture channels that are not
grabbed by Figment are decoded and
displayed in the fixture’s native language by
Figment's exclusive “reverse-lookup”
libraries.

This feature is extremely useful when
watching the output of another console,
either as a designer’s remote or for trou-
bleshooting tricky DMX control problems.

Figment can only decode DMX input when

E m m w Fixture

MAC SO0 Clear | Def
Fizeture 1 DM 13 el

m Calor | Gobo |E=e::|m [ - |

Shutter:

Dirnmner:
Pan/Tilt:
Mspeed:
ESpeed:

* 1) [

just a single fixture is selected. When more than one fixture are selected simultaneously, the DMX

input decoding feature is disabled.
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Working With Groups

When more than one fixture is selected at
the same time, the Fixture window displays VLS (E16)} Clear | Def
as much information as it can about the Group: 19,20 Rel
f fixtures.
group otfixires [ 1-F m Gobo | Bearn | Htra |

The example to the right shows three

different selection states for a parameter of a Blue: i

group. # Arnbar:

The Blue parameter is showing a blank *Nlagenta:

value because neither fixture 19 or 20 are o Time-

being controlled live and their DMX input )

values may not match.

The Amber parameter is also showing a = 4

blank value because only one of the two
selected fixtures are being controlled live. In
this case the fixture window shows a hollow-bullet icon to the left of the parameter’s name.

The Magenta parameter of both fixtures are being controlled live, and they are both set to the same
value. In this case, a solid bullet icon appears and the parameter’s value appears.

The C Time parameter of both fixtures are being controlled live, but are being driven at two different
levels. In this case, the solid bullet appears, but the value cannot be shown, because it is mixed.
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Using Focus Parameters

When a fixture’s Pan/Tilt parameter is
chosen, the Focus popup window appears.

This window allows both the Pan and Tilt
parameters of a fixture to be modified simul-
taneously in a easy-to-use X/Ygrid. The
crosshairs show the current position of the
fixture’s focus. Tapping anywhere else on
the grid moves the fixture’s focus to the new
position (while the tracking mode is set to
Abs for “absolute position”).

Both 8-bit and 16-bit fixtures are supported
by the Focus window. The actual Pan and
Tilt values are shown in the top-right corner
of the screen.

Two additional tracking modes are available
that use relative positioning. Selecting the
Rough button causes the crosshairs to only
move in small increments, effectively slowing
down the movement of the fixture for greater
control of its position. The Fine option
causes the crosshairs to move in extremely
small increments, allowing for very fine
control of 16-bit fixtures. When either of
these relative tracking modes are chosen, a
direction vector appears in the display,
showing the direction and speed of
movement.

The Lek X and Lek Y buttons lock either the
X or'Y axis of the crosshairs, providing
control of only one axis at a time. In the

{2C285 ¢ 165130

Raugh

Fire

Lek i

Lk

Inw &
Iy
Swap

O <ne Touch

{25937 ¢ 47990}

Ir | i
Iy
Swap

O <ne Touch

screen example above, the Y-axis is locked, allowing only the X-axis to move.

The Inv X and Inv Y buttons invert the direction of either the X or Y axes. This is useful if a partic-
ular fixture is pointing towards the user and reversing the direction of movement makes it easier to
use. Similarly, the Swap button swaps the X and Y axes so that the Pan and Tilt orientation is

reversed.

The One Touch checkbox makes the Focus window automatically close after the pen is raised from
the coordinate grid. This option is useful when many fixture parameters are expected to be selected
in sequence and it would be cumbersome to always have to tap the “done” button after making each

selection.
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Additionally, several functions of the Focus window can be accessed by the six hardware keys
available on the Palm Handheld. The Up, Down, Phone and To Do buttons (which make a diamond
pattern on most handhelds) are used to bump the current focus position up, down, left and right,
respectively. The Calendar button alternates through the Abs, Rough and Fine tracking modes.
Finally, the Note button toggles through the various combinations of Invert X/Yand Swap axes.

Using Indexed Parameters

When a fixture’s parameter is chosen that
has specific functions, the Parameter popup
window appears.

This window lists all of the available values
for the selected fixture parameter. For
example, the MAC 500’s Fixed Gobo
parameter can be set to “Open”, “Gobo 17,
“Gobo 27, “Gobo 3” and more.

Tapping on a parameter changes the current
setting. Clicking on OK returns to the fixture
window. Clicking on Other opens a window
that allows a specific decimal value to be
entered if the desired value is not listed.

Some parameter functions have a variable
range of values. When a function of the
parameter has a range of values, a hori-
zontal slider appears to the right of the
function.

For example, the MAC 500 has a variable
range of its Shake function, which can be
chosen by moving the slider right and left.

At all times, the current DMXvalue of the
chosen index is visible in the upper right
corner of the window. This display is useful
for determining the function of each choice
listed in the Parameter window.

The One Touch checkbox makes the popup

E m m w Fixture

MAC 500 {R14) Clear | Def
Fizeture 1 DM 13 el
Fix Gobo WLl = i)
Cpen Gobio 1 Gobo 2
obo 3 iaobo 4 aobo &
obo & Gaobo 7 Gaobo 3
3obo 9
Shake: e,
[ oK ][ <ther ] O One Touch

MAC LS00 {K14) Clear | Def
Fizeture 1 (DM 13 Rel

taobo 2

Cpen Gobo 1

Gobo 3 aobo 4 Gobo &
Gaobo & Gaobo ¥ Gobo 8
Gobo 9

— 214

[ oK ][ ©ther ] O One Touch

window automatically close after the pen is raised from the array of functions.
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Additionally, several functions of the Parameter window can be accessed by the six hardware keys
available on the Palm Handheld. The Up and Down buttons select the next and previous indexed
position of the current parameter. The Phone and Note buttons raise and lower the current position

of variable indices. Finally, the Calendar and Note buttons raise and lower the current DMX value of
the parameter in single-value increments.
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Keypad Window

This is the keypad window. It provides an
easy way to enter console commands
without requiring the user to write the
commands with the Graffiti language.

This keypad is similar in many ways to the ;
programming keypad on full-sided consoles.
Simply press the graphical buttons to enter Efll | 4 | 5 | E | At
Commands The Command Ilne on the ...- ....... ............. ............. E ............. .............
bottom of the screen shows the currently Tim 1 | 2 | 3 | Full
entered command. For example: ............. E ............. E ............. E E

Hec || D | - | Del | Ent
> Record Cue 15.6
Any combination of entry from the keypad FRecord Cue 15.6

and/or from the Graffiti writing area can be
used to build commands.

The buttons in the Keypad window have been sized to make it easy to press the buttons with either
the stylus or your fingers.

For online help for which Graffiti symbols correspond to each keypad button, go to the menu bar and
select Graffiti Help.
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Cue List Window

This is the cue list window. All cues
recorded in the current show file appear in Current Cue Mext Cue | Clear [ Go
this window. 1 4 2 p | Rel [Back
As in most consoles, each cue is assigneda | &1 - Wark Lights
number, may have fade and follow times, ol - Wark 2
cues can be linked and may also be given 2 - Ctrike MLz
descriptive names. Each of these elements 4q - -
in th lling list of in thi

jv;i)r?::vrvs in the scrolling list of cues in this T Top -

: 1005 1:30 ellow Mist
The top of the window shows the current 1) I Breakup
cue that is up on stage. That cue also
appears in the cue list with a bullet icon next -
to its cue number. =

The next cue that will run when the Go command is executed is also displayed at the top of the
screen. Notice that the next cue appears in the cue list with a hollow bullet icon next to the cue
number. The left and right arrow buttons allow the next cue number to be changed. The next cue
number can also be changed by entering a cue number on the command line:

Emm w e List
> Cue 100 (Q-100) ——

Current Cue Mext Cue | Clear | o
Changes the next cue number to 100. 1 1 100 ., Ral | Back

To execute the cue, either press the Go

button at the top of the screen or enter the '; : EE:E Iélghts
Go command on the command line. 5 _ Strikee MLz
The Back button executes the most recently dq - -

played cues. Figment keeps track of the ten «i00 - Top

most recently played cues that may be 1005 1:30 ellow Mist
returned to by pressing Back multiple times. 101 1% Breakup

The Clear button clears the contents of the

playback fader, causing the cue list to no = e 100

longer be in control of the stage.

The Rel button releases any channels that
are programmed in the “live stage” mode. Since live channels have higher priority than the playback
fader, any live channels must be released before the playback fader can control the stage.
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Recording Cues

To record a cue, use either the Graffiti

Command Line or the Keypad window to Current Cue Mext Cue | Clear [ Go

enter a Record Cue command, for example: - 4 1 p | Rel [Back

> Record Cue 100.5 (R-Q-100.5-ent ) o - Wark Lights
2 - Wark 2

By default, when a cue is recorded, Figment

displays a dialog box that asks which Cue Record a
channels should be recorded in the new cue.

Yhich channels do wou want to
The pop-up list allows for any of the record into this cue?

following options:
» Patched Channels

All Channels - records all 512 channels.

[ oK J[<oncel] O Don'tAsk

Patched Channels - records only those
channels that are patched.

Live Channels - records only those channels that have been grabbed in “live” mode.
Selected Channels - records only the currently selected channels.

The Don’t Ask checkmark allows the user to specify that Figment should not keep presenting this
dialog window each time a cue is recorded. The last option selected will continue to be the method
by which channels are recorded into cues. This setting can be de-selected by changing it in the
Prefs page of the Setup window.

Updating Cues

E m m w CueList
When recording a cue with the same cue

number as an existing cue, Figment displays | “Mrrent Cue Mesxt Cue o
a dialog window that allows the user to - 4 1 p [ Rel [Back

zgzgiscstz one of three ways to resolve the Cue Already Exists a

& A cue with that nurnber
already exists Do you
want to replace or

Replace - Deletes the existing cue and
records the new one in its place.

Update - Only changes the existing cue’s update the existing cue
channel levels, but does not change the with the one you are
cue’s timing, name and link information. recording #

Cancel - Aborts the record command,
leaving the existing cue unchanged.

I: Replace :I I: Update ] I: Cancel ]
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Setting Cue Attributes

To change any of a cue’s Name, Fade Time,
Linked Cue or Follow Time, tap on the Current Cue MextCue | Clear | Go
desired cue in the cue list and tap on the 1 4 100 p | Rel [ Back

Details button.

Cue 1005
A dialog window similar to the one on the

right appears, displaying each of the Mame: 'ellow Mist
selected cue’s attributes. :

Fade Time: |

The Name field allows a descriptive name to
P Linked Cue:

be added to a cue.

The Fade Time field sets the time it takes to Follow Time: ; i
fade into the selected cue. I: ok :l I:'Cuncel :l I:Delete...:l

The Linked Cue field allows another cue
number to be specified, making the “linked
cue” become the next cue after this one.
This is useful for creating loops or skipping part of the cue list.

The Follow Time field specifies an amount of time, after which the cue automatically advances to
the next cue. If “None” is chosen, the cue does not automatically advance.

Tapping on OK accepts the changes to the cue and returns to the cue list. Cancel dismisses the
dialog without affecting the cue. The Delete button deletes the cue after confirming the selection
with the user.

E m m w CueList
When a cue has a fade time, a linked cue T
and/or a follow time, those values appear in Current Cue Mextcue | Clear | Go
the cue list. 1 4 1 p | Rel |[Back
The first value to the right of the cue number o - Wark Lights
is the cue’s fade time. Cue 100.5, for 2 - Work 2
example has a fade time of 1 minute and 30 3 - Strike MLs
seconds (1:30). Cue 101 has a fade time of 4 - -
15 seconds. T Top
When a cue has a linked cue, it appears 1005 1:30,L:2, F1:00 “ellow MWist
with an “L” next to the linked cue number. 1o 15 EBraakup
For example, cue 100.5 is linked to cue 2.
When a cue has a follow time, it appears =
with an “F” next to the follow time. For

example, cue 100.5 has a follow time of 1
minute (1:00).
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Cue List Shortcuts

The following shortcuts are designed to
make it easier to navigate through cues and
to manually play them back in any desired
order.

Tapping on a cue in the cue list selects the
cue for use with the Details button.

Quickly “Double-Tapping” on a cue in the
cue list not only selects it, but a Cue xxx
command is executed to make the chosen
cue the Next Cue.

Quickly “Tripple-Tapping” on a cue in the cue
list not only selects it and makes it the next
cue, but the Go command is also invoked to
play back the chosen cue.

Current Cue Mext Cue | Clear | o

10 41005 | Rel | Back

- Woark Lights
- Wark 2
- Strike ML=

o005 130, L2, F1:00  Yellow Mist
101 15 Breakup

Lo LD P -

(Goae) »
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Playback Window

This is the playback window. This window
provides access to all of the playback
fader's functions in one window.

The playback window shows the both the
current and next cue numbers as well as the
command line for changing, recording and
selecting cues.

If a cue is in the process of fading, the
Current Cue display will show the cue
number with the amount complete in
brackets (from 0 to 9). For example:

10] 1011 1[2] 1(3] 1{4] ..

The follow time field shows the remaining
time in the current cue before it automati-

10 Current Cue Claar
1
Mt Cue
. 4z )
Fallow Tirne Back
0 30
=

cally advances to the next cue (if the cue has a follow time assigned to it).

The Go, Back and Clear buttons execute the next cue, the last cue and clear the playback fader,

respectively.

The A/B crossfader on the left of the window is used to manually control the progress of the fade. In
Figment version 4, this fader is not yet implemented fully and does not function. Also, future
versions of Figment are likely to provide more complete control over the playback fader in this

window.

Executing a Cue

To execute the next cue, press the Go
button or enter Go on the command line.

>Go (G)

The next cue appears in the playback
window (as well as the Stage and Cue List
windows).

Figment User's Manual
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Playback Window

Executing Cues Out of Order

To change the next cue before executing a
Go, use the Cue command.

> Cue 100.5 (Q-1005)

Then, to execute the cue, use Go.

>Go (G)

Viewing Cue Progress

When a cue is fading, the Current Cue
display shows the progress (from 0 to 9) in
brackets next to the cue number as shown
this this screen.

For example, the current cue is 3/10 of the
way complete.

The Follow Time area displays the amount
of time remaining before the next cue will be
automatically executed, in this case, 28.1
seconds from now.

10 Current Cue Claar
2
Mt Cue
c 41005 p
Fallow Tirne Back
0 30
=
10 Current Cue Clear
1005 [3]
Mext Cue
c 4z
Fallow Tirne Back
231
0 30
=
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Playback Window

Turning Off Cue Timing |
To temporarily disable cue timing, use the -
Turn Timing Off item in the Options menu. E:;m::::rn «M lear
Turning timing off is useful during show 0 G
programming and/or debugging when cues Go To External Cue ~F
are recorded with long fade times or fast
follow times. About Figrnent

L ] About Sidewinder
When cue timing is off, cues temporarily Graffiti Help <G tack
ignore their fade times, causing any cue to = = =
act as if the fade time was set to 0.0 (zero). m_

(o

Also, when timing is off, cues temporarily -0
ignore their follow times, causing cues to not
automatically advance to the next (or linked) =
cue.

To resume cue timing, return to the Options
menu and choose the Turn Timing On item (which will appear when timing is turned off).
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Macros Window

A macro is simply a string of keystrokes that can be entered on the command line. When a macro is
executed, the keystrokes are automatically recalled on the command line as if they had been re-
entered by the user one at a time.

This is the Macros window. It is used to

manage and execute macros. There are # Mame Keystrokes
two main views of the Macros window, which 1: Qo a
are selected by the small view icons in the 2. Back E
lower left corner of the screen. 4 Clear E

The first macro view is the List View, which 10: Even Fixtures FEMMEME
is shown to the right. The list view displays 11: Odd Fizctures FIMZMENT
all of the recorded macros, their descriptive 20: Blackout EL

names and keystrokes. Buttons appear at 30: Al Full C1=512AF
the bottom of the window that play, begin
recording and edit macros.

I: Plax :I I:Re-:-:-rd ] |: Edit :I I:Triggerijl
Tap on a macro to select it, then tap the —
Play or Edit buttons to play or edit it. =
Use the Record button to begin recording a

new macro. When recording is turned on, all keystrokes are captured into a new macro until the
Stop button is pressed. See the next section on Recording Macros for additional information.

The Triggers button opens the Macro Triggers window, which is used to assign macros to the
physical buttons on the Sidewinder hardware or the hardware keys on the Palm handheld. See the
Setup/Interface section of this manual for a complete description of the Macro Triggers window.

oo

Back | Clear

The second macro view is the Button View,
which is shown to the right. The button view
displays each recorded macro as a large o
graphical button, which plays each corre-

sponding macro when the button is tapped.

Blackout

Even Fixt... | odd Fisct...

This view is designed to make it easy to play
macros by providing an easy-to-use panel of
buttons large enough to touch with a finger. All Full
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Recording Macros

To record a macro, first start by choosing the
Begin Macro menu item in the Options
menu (available in every window), or from
the Macros window, tap the Begin Macro
button.

When a macro is being recorded, a bullet
icon flashes in the status icon area.

While macro recording is turned on, simply
execute Figment commands, press Keypad
buttons and tap quick access buttons. Each
action that is followed is recorded into the
current macro.

When finished with the macro steps, choose
the End Macro menu item or tap the End
Macro button in the Macros window.

When the End Macro function is selected,
the Save Macro dialog appears, allowing
you to assign the new macro a macro
number and a descriptive name.

Pressing the Save button saves the macro.
Pressing Cancel disposes of the accumu-
lated keystrokes without saving them.

| options
Fl Beqgin fMacro
7| End NMacro

» V1 P

1

2| Turn Timning OFF T

4 Port Settings ,

: Go To External Cue E [

»| About Figrnent

3| About Sidewinder
Graffiti Help o 3

[ Flay ][ =top ][ Edit ][ Triggers ]

B - (=]

v acros
#  Marne Fewstrokes

1. Gn 3

2 Back B

4 Clear E

10: Ewen Fixtures F2mdmMes

Save Kacro [ ]

Macro Murnber: &
Macro Name:  Start Show

[ Save ][ Cancel
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Editing Macros

To edit a macro, select a macro and press
the Edit button. A dialog window similar to
the one on the right appears.

Number - This is the macro number. To
change the number of a macro, simply
change this number.

Name - This is the macro’s descriptive
name, which appears in the list and buttons
view.

Keystrokes - These are the individual
keystrokes recorded in the macro. You can
directly add, change and remove keystrokes
from this field.

To accept your entries, press the OK button.

Macros Window

= Masros
Macro Edit [ ]

Murnber: 1

Mamne: Ewen Fixtures
Keystrokes:

F2M4mEME

[ oK ][ <ancel ] [ Delete... ]

To dismiss the window without changing anything, press the Cancel button.
To delete the selected macro, press the Delete button.

Please note that if you choose to change a macro’s number to an already existing macro, an alert
will appear that provides an opportunity to delete the conflicting macro or to cancel the change.

Deleting Macros

To delete a macro, first select the macro and
press the Edit button. In the Macro Edit
window is a Delete button.

When the Delete button is pressed, an alert
will appear that first confirms your action.

> Macros
Macro Edit [ ]

Mumber: 1

Mame: Even Fixtures

Keystrokes:

Delete Macro

& Are you sure you want
to delete this macroe?

I: Celeta :I I: Cancel :I
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Diagnostics Window

This is the diagnostics window. It contains
all of Figment's DMX troubleshooting tools.

Each of the six available diagnostic functions
are available in the Function popup list at
the top of the diagnostic window.

The diagnostic functions are grouped into
Input, Output and Special functions for
performing tests on external console output,
to test DMX devices, cables and more.

See the following sections for descriptions of
each diagnostic function.

Channel View Function

This DMX input function simply displays the
current value of any of the 512 channels
connected to Sidewinder’s DMX Input jack.

This function is designed to help determine
what the actual output of individual channels
from an external console is or to view
channel levels to watch for errors in
consoles, shows or fixtures.

The large numbers on the screen show a
live view of the level of any DMXInput
channel.

The bar graph on the right side of the screen
shows the relative level of the selected input
channel graphically.

Figrnent DMX

Function: |.. Input Functions ||

w Diagnostics

Flicker Finder

Cefili4 Statistics
Interfacel Output Functions -

hannel Test

Test Signal

~Special Functions-

a Cable Test
- Ei-:-rt Settings..

Channel: 1 :

Figrnent DMX

w Channel Yiew

w Diagnostics

Function:

H He:
16 2R

; ke
Channel: 1 -

The %, Dec and Hex buttons below the large level display simultaneously show the same input level
converted into the three common number systems used for viewing DMX channel levels. Tapping on
any of the three number system buttons switches the display shown in the large readout numbers.

Use the Channel field to enter the channel number of the channel you wish to monitor. Also, the Up
and Down buttons increment or decrement the currently selected channel as well.
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Flicker Finder Function

Figment DRX w Diognostics

The Flicker Finder function continuously

monitors all DMXInput channels and Function: - Flicker Finder
displays any channels that change level in
any way. Chnal ChnYal Chns/Yal

This function is designed to provide a
reliable way to determine if any DMX Input
channels are changing levels erronously,
and the function can also be used to find Mo Flicker Detected
channels on a console by manipulating the
channel deliberately to cause them to
appear in this window.

When the Flicker Finder function is first
envoked, the window is mostly clear with the | H Hez: |
message No Flicker Detected showing.

As soon as any input channel changes levels, that channel’s channel number and current value
appears in the 3-column list view as shown below:

Figment DRX w Diognostics

While a channel is actively changing levels,

the channel/value pair is shown in inverted Function: - Flicker Finder
text. Shortly after a channel’s level becomes

constant, the channel/value pair returns to hnsVal Chnal hnYal
normal text. oodesd TR o0es107

Any channel that has changed levels 007147 iighs

appears in the list and remains in the list
indefinitely until the Clear button is pressed.

In this example, channels 4, 5, 6, 7 and 8
have changed levels since the last time
Clear was pressed - and channels 5 and 7

tively changing levels.
are actively changing levels | Yy mHexl

The %, Dec and Hex buttons change the
number system used to display each
channel’s current input level.

The Flicker Finder function can detect even the smallest change in level on any channel, even if it
only happens for a single DMXupdate. Since DMXupdates are received much faster than the
Figment application can draw to the screen, a particular Channel/Value pair may appear highlighted
on the screen without displaying a change in level. This means that the fluctuation in level was so
quick that it could not be accurately displayed.

Tapping on any visible Channel/Value pair switches to the Channel View screen for an alternate view
of the desired channel.
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DMX Statistics Function

- ) w Diagnostics
The DMX Statistics function accumulates
several key statistics from the DMXInput Function: - DM Statistics
port and displays them in this window. -

Fararmeter Min  Current  Max

The first four statistics are shown in three
columns. The “Current” column shows the Channels: 512 512 512
current value reported by Sidewinder. The Update Rate: 23 23 24
“Min” and “Max” columns show the minimum | Break Time: 17575 17EFE 21975
and maximum values that have been MAE Tirne: 3d7ED 39975 47LEN

received for each parameter.

Start Codes:  F00{Dirmmer Data)
The Channels parameter shows how many

channels (dimmers) are being received at
the DMX input jack.

The Update Rate parameter shows how
many updates per second are being
received at the DMX input jack.

The Break Time parameter shows how long the DMXbreak condition is, in microseconds. This
parameter is for advanced DMX technicians. The DMX-512/1990 specification requires this value to
be greater than 88.00 microseconds.

The MAB Time parameter shows how long the DMX “Mark-After-Break” condition is, in microsec-
onds. This parameter is for advanced DMX technicians. The DMX-512/1990 specification requires
this value to be greater than 8.00 microseconds.

Tapping on the Clear button resets the “Min” and “Max” columns.

The last parameter that is gathered is the DMX start codes received at the DMXInput port. Any time
a different start code is detected, it is added to the list. The start code remains in the list until the
Clear button is pressed.

If any of the start codes received are recognized by Figment, then their descriptive names are shown
next to the codes, $00 is for “Dimmer Data”, $17 is for “Text Messages”, $55 is for “Test Packets”,
$CF is for “System Info”, etc.
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Diagnostics Window

Channel Test Function

The Channel Test function is used to control
the level of a single DMXOutput channel,
which is useful when troubleshooting DMX
equipment or attempting to perform a
“Dimmer Check”.

The large digits show which channel is
currently being tested.

The bar graph at the right side of the window
and the three indicators near the bottom
show the level at which the selected channel
is being output.

The Channel field and the Up and Down
arrows are used to set what channel is
currently being tested. Also, the physical Up

Figrnent DMX

w Diagnostics

Function:

w _hannel Test

-

P He::
FL FF
Channel: 13 :

and Down buttons on the Palm handheld can be used to increment or decrement the channel

selection.

By tapping anywhere in the bar graph or on the Up and Down level controls adjusts the output level.

The selected channel and level in this window overrides any other settings within Figment and any
DMXInput that is being merged with the DMXOutput of Sidewinder. As soon as a different channel
is selected (or if the Channel Test window is exited), then the previously selected channel returns to

its previous level and/or state.
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Test Signal Function

The Test Signal function is used to generate
special DMXtest packets in the DMXOutput
stream as defined by the emerging standard
named USITTDMX512-A.

Special test packets are used by other DMX
devices to evaluate the quality of the DMX
data link.

When the Send Now button is pressed, the
chosen number of special DMXtest packets
(with start code $55) are injected into the
DMXOutput stream immediately after the
current update completes.

A special test packet is assembled by a $55
start code followed by 512 slots of level $55.

Diagnostics Window

Figrnent DMX

» Test Signal

w Diagnostics

Function:

Thiz diagnastic function sends special
DM test packets {start code $55)
as defined by the ernerging standard
LSITT DM=E12-R

Test Packets To Send: |

The timing of the transmission of the elements of the special test packet are critical. The
Sidewinder’s firmware is designed to give highest processor prioriry to the generation of these test
packets, to result in very accurate reproduction of the following timing parameters:

+ Break Time

+ Mark After Break Time

+ Data Bit Time

+ Slot Time

+ Mark Between Slots

* Mark Before Break Time

+ Break To Break Time

88.00 us
8.00 us
4.00 us

44,00 ps
0.00 ps
4.00 ps

22672.00 ps

(only when sent in multiples)

(only when sent in multiples)
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Diagnostics Window

Cable Test Function

The Cable Test function electrically tests a
DMXcable connected between the Input
and Output jacks of the Sidewinder
interface.

Tapping the Once button performs a single
cable test operation and displays the result
in the lower part of the window. This
function is good for quickly checking a
connected cable.

The Cont button (for Continuous) continu-
ously performs the cable test operation,
updating the result in the lower part of the
window as the cable test result changes.
This function is good for watching the test
result while physically manipulating a
connected cable.

The Error Stop button performs a contin-
uous cable test operation until the cable test
results in any type of Bad Cable indication.
As soon as a Bad Cable is detected, the
mode automatically switches back to Stop.

The result of the cable test will appear the
lower part of the window. If the cable has
been determined to pass DMX data properly,
“Cable Good” will appear.

Several messages can appear if the cable is
faulty, such as “Pins 2 & 3 swapped” when
the data lines are wired backwards or
“Cable Bad” when one of the data lines is
broken.

Figrnent DMX

w Cable Test

w Diagnostics

Function:

“nce | Cont | Error Stop |

Reszult:
Cable Good

Mate: Performming a Cable Test will
interrupt DM Gutput functions.

w Diognostics

Figrnent DMWVX

w Cable Test

Function:

Result:

Cable Bad
Pinz 2 & 3 are swapped

Mote: Performing a Cable Test will
interrupt LWE Output functions,
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Diagnostics Window

Port Settings
. o . , Port Settings 1 ]

The Port Settings option in the Diagnostics
window (also available from the Options DX Input DAIX Output
menu at all times) is used to confugure the o o
DMX Input and Output ports on the 117 s s |7 0

idewi i + o o
Sidewinder interface. a ||.|| o II|I| A+ ||.|| 5.0 .|.|| a
The graphical display shows how the two 2] = ':-""'“c. 4 4 “‘“E|?f",:}i“'2
DMXports are internally wired in the - A- -
Sidewinder interface. L+3 30+
The Port Polarity setting allows the primary Fort Polarity: w Standard
data link (D+ / D-) to be inverted on either Output Mode: w Dvnaric Rate
the DMXInput or Output ports, or both.
When this setting is changed, the graphical |: g :| |: Cancel :|
port display changes to reflect the chosen

wiring scheme.

Changing the Port Polarity setting is useful for working with DMXequipment that uses a non-
standard wiring scheme, and is also useful for troubleshooting systems, cables and fixtures that may
have been wired improperly.

The Output Mode setting is used to change how the DMXOutput port is controlled by Sidewinder:

+ Dynamic Rate is the default setting. When no DMX values are changing, the update rate
of the Output port is reduced to approximately 2.5 updates per second. As soon as a DMX
value changes, the update rate is raised to the necessary rate to handle the changes. If a
DMXInput source is passing through Sidewinder, the DMX Output update rate matches that
of the DMX Input rate.

+ Full Speed instructs the DMX Output port to always send DMX updates at the maximum
possible rate (given the current processor load).

+ Off turns the DMXOutput port off. When this option is chosen, no data is sent to this port.
This function is only useful when the DMX Output port of the Sidewinder isn’t being used
and the additional battery life is needed.

Figment User's Manual 65



Diagnostics Window

66 Figment User's Manual



Menus

This chapter describes each menu that appears in Figment. To access the menu bar, tap the Menu
button in the Graffiti writing area, or on handhelds with Palm OS versions 3.5 or higher, simply tap in

the current window's title area.

Options Menu

The Options Menu is available from every
main window in Figment. Therefore, the
items in this menu are available at all times,
regardless of the function being performed in
Figment.

Begin Macro

Begin hMacro W1
End Macro

Turn Timning OfFF T
Port Settings

Go To External Cue E
About Figrnent

About Sidewinder
Graffiti Help o 3

Use the Begin Macro menu item to begin recording a macro. The status icon will begin to flash the
macro recording icon. When macro recording is on, each event in Figment that generates a
keystroke will be accumulated in the current macro. The Begin Macro command is also available as

a button in the Macro Window List View.

End Macro

Use the End Macro menu item to complete
the recording of a macro. If macro
keystrokes had been accumulated since the
Begin Macro command was issued, then
the Save Macro dialog will appear and allow
the macro to be saved with a macro number
and descriptive name. The End Macro
command is also available as a button in the
Macro Window List View.

v Hocros
#  Marne Fewstrokes

1:  EvenFixtures F2MmMens

2 odd Fixtures FirM3mMEMY

3 Blackout EL

4:  AllFull C1=512AF

S5ave Kacro

Macro Mumnber: &
Macro Name:  Start Show

[ Save ][ Cancel
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Menus

Turn Timing Off/On

Use the Turn Timing Off menu item to temporarily disable both fade times and follow times while
executing cues. Turning cue timing off is helpful while programming a show with long fade times or
fast follow times. To turn timing back on, return to this menu item, which will appear as Turn Timing
On.

Port Settings

. ) Port Settings a
The Port Settings menu item opens the
Port Settings dialog window, which is used DRIX Input DAMX Qutput
to configure the DMX Input and DMX Output

ports on the Sidewinder interface. 1 1
G + + H+ (m] (m] G
For a complete description of the Port ||-|' ‘L*__:’J -I| ||-|- i o j: -|.||
Settings dialog, see the Port Settings 277 R 47 “‘“x'f",:}i“'z
section of the Diagnostics Window chapter b- A- L~
earlier in this manual. D+ 3 0+

Port Polarity: - Standard
Output hMode: w Dvnamic Rate

[ ok ][ Cancel

Go To External Cue

E m m * Stage
Use the Go To External Cue menu item to ———

send a special command to Sidewinder to Current Cue Mext Cue | Clear [ Go
execute a cue that is stored in its internal - 4 1 p | Rel |[Back

Stand-Alone memory.
Q0 00 Qo Q) Qo Qo 00 Qi 00 00 o0
This is not the same as executing one of 011: 000 00 00 00 00 00 0g 00 00 oo

the cL!es in the cue Ii§t. Be awgre that the 021 00 00 00 00 00 00 00 00 00 00
Sidewinder may contain a cue with the same . [ O O 01 [0 O
number as one in the cue list, but with Go To External Cue

different information recorded in it.

When executing an external cue, Sidewinder External Cue Murnber: |

will enter its Stand-Alone Playback mode
(which is indicated by a flashing ‘S’icon in
the status area).

[ &k ][ First ][ Cancel

To execute the first cue in Sidewinder’s
memory, press the First button.
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About Figment

Menus

The About Figment menu item displays the version of Figment you are using as well as copyright

and contact information.

About Sidewinder

The About Sidewinder menu item displays information about what Sidewinder is and how to get
one. If you are looking for Sidewinder’s firmware version, use the Interface page of the Setup

window.

Sidewinder Menu

The Sidewinder Menu is available from the
Setup window.

Enter Feature Code

Use the Enter Feature Code menu item to
send a Feature Code to the connected
Sidewinder interface.

Feature Codes are used to enable premium
features within the Sidewinder hardware.
The Feature Code is stored in non-volatile
memory in Sidewinder and does not need to
be entered more than once.

If a Feature Code was purchased for a
specific option, this window is used to install
it into your Sidewinder.

About Feature Codes

Sidewinder

Enter Feature Code
About Feature Codes

Figrnent DNX » Setup
Shaw Pref: | Interface |
Show File: w Te:t

I: Mew :I[Renume][ Delete :I

Enter Feature Code £

Feature Code: ABCD 1234

[ ok ][ Cancel

This menu item displays a brief explanation about what Feature Codes are used for.
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Status Icons

This chapter briefly describes each of the possible icons that can appear in Figment's status icon
area at the bottom right-hand corner of nearly every main window.

Connected

This icon appears when the Sidewinder interface is connected to the Paim
handheld and is communicating properly.

Not-Connected

This icon appears when no Sidewinder interface is connected to the Palm handheld
or it is switched off. If a Sidewinder is connected to the handheld, check the
connections or reset the Sidewinder by switching it off and back on.

Sidewinder Stand-Alone Mode

This icon flashes when the Sidewinder interface is running cues from its internal
Stand-Alone memory. To stop Sidewinder from running its own cues, use the Clear
command or execute a Go to one of the cues in the current cue list.

Macro Playing

This icon appears when a macro is being played back. Macros can be played by
executing a Macro command, by pressing one of Sidewinder’s physical macro
buttons or from the Macros window.

Macro Recording

This icon flashes when macro recording is turned on. Macro recording is turned on
by either the Begin Recording menu item or the Begin Recording button in the
Macro window.

(o] [=] [ [ [&]
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Using Sidewinder’s Stand-Alone Mode

Overview

The Sidewinder DMX Console Interface has an optional internal memory feature that enables it to be
used as a stand-alone DMX playback unit. This feature is useful for using Sidewinder as a show
playback controller in many applications including:

+ Trade Shows + Corporate Presentations
+ Retail Displays + Architectural Displays

* Kiosks + Signs

* Museums * And more...

Sidewinder’s internal memory can hold approximately 300 cues (of 512 channels each) or even more
cues if fewer channels are used. Each cue stored in Sidewinder’s internal memory has fade times,
links and even auto-follow times.

Sidewinder can also store macros in its memory, enabling the four physical macro buttons on the
Sidewinder’s face panel to trigger user-defined events in a show. Also, a user-defined macro is
executed when Sidewinder is turned on, allowing shows to automatically start if necessary.

@ Please Note: The Sidewinder internal memory feature is an optional upgrade. Your
Sidewinder may already have the feature installed if it was purchased at the same time it
was ordered from the factory. Otherwise, you may purchase the option separately and
install it yourself. Since the upgrade is “software-only”, it is easy to install in minutes. See
the section on Installing the Memory Upgrade for more information.

This chapter assumes that the user is using the portable version of Sidewinder. Different versions of
Sidewinder may have more macro buttons and/or remote macro triggering. Also, the graphics for the
macro inputs may differ from those that appear here.

The rest of this chapter is structured to walk the user through the steps necessary to produce a show
that runs directly from Sidewinder’s internal memory.
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Using Sidewinder’s Stand-Alone Mode

An Example

In this chapter we will follow a simple example to demonstrate how Sidewinder’s Stand-Alone Mode
can be used to prepare a simple show for a museum. In this example, we want to create a control

solution that has the following features:

+ When Sidewinder is turned on, a static scene appears on stage.

+ When the Macro 1 button is pressed, a loop of three scenes animate on stage.

+ When the Macro 2 button is pressed, a second loop of two scenes animate on stage.

+  When the Macro 3 button is pressed, the static scene re-appears.

+  When the Macro 4 button is pressed, a scene appears that brings up the work lights.

The following sections walk the user through the process of preparing the cues, recording the
necessary macros, assigning the macros to the buttons on Sidewinder, downloading the show and

running the show.

Preparing Cues

To prepare cues for use with Sidewinder’s
playback feature, simply use Figment's Cue
List window to record cues and to set the
cue’s timing and link settings. See the Cue
List Window chapter for details about how to
record cues and set cue details.

In this example, we have recorded 7 cues:

Cue 1 - This is a static look that doesn’t
have links or follow times.

Cues 10 - 12 - These three cues form a
loop, each step lasts 30 seconds and the
last cue links back to the top.

Cues 20 - 21 - These two cues form a
second loop, each step lasts for 30 seconds
and the second cue links to the first.

E ma m w e List

Current Cue Mext Cue

1- )

Clear | Go

Eel | Back

1

10
B
12
20
21
&0

e

)

30, F:30

30, F30

a0, L0, F:30
10, F:30

10, L:20, F:30

tails | =

Static Scene
Loop 1.1
Loop 1.2
Loop 1.2
Loop 2.1
Loop 2.2
Work Lights

Cue 50 - This is another static look. It is used to light the work lights.
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Using Sidewinder’s Stand-Alone Mode

Shou:uzcurn BRI

Recording Macros

To program the buttons on Sidewinder to

perform specific user-defined tasks, macros ¥ Mame ey strokas
must first be recorded that contain the 1: GoTaol Q1
instructions necessary to complete each 10 Go ToLoop 1 Q2103
desired action. See the Macros Window 20: Go ToLoop2 200G
chapter for details about how to record and C0: Work Lights E0iG

edit macros. 9% Start-Lp i3

In this example, we need 5 macros:

Macro 1 - This macro plays cue 1. It does
this by executing the commands:

[ Play ][ EeginMacro ][ Edit.. ]

=By

>Cue1Go

Macro 10 - This macro plays cue 10. Since
cue 10 automatically follows through a loop
of the next two cues, playing cue 10 starts

this loop. This macro executes these commands:

> Cue 10 Go

Macro 20 - This macro plays cue 20. This operates similarly to the previous macro, but on the
second of the loops. This macro executes these commands:

> Cue 20 Go

Macro 50 - This macro plays cue 50. Since cue 50 does not have any follow timing, it will remain on
stage until another macro is executed. This macro executed these commands:

> Cue 50 Go

Macro 99 - This last macro will be used when Sidewinder is turned on. Since we want to have the
stage go to the first cue, we can simply execute this single command:

> Go
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Using Sidewinder’s Stand-Alone Mode

Assigning Macros to Buttons

To make the association between the
macros you have recorded and the buttons
on the face panel of Sidewinder, use the
Define Macro Buttons option from the
Interface page of the Setup window.

A dialog window similar to the picture to the
right appears that shows each of
Sidewinder’s physical buttons and has a
corresponding field that allows the show’s
macros to be assigned to each of them.

In this example, the first macro button is
assigned to Macro 1. The second macro
button is assigned to Macro 10, the third to
Macro 20 and the last to Macro 50.

Sidewinder Macros [ ]

Choose macro numbers to execute
for each of Sidewinder's functions:

©
®

Sidewinder Start-Up = M99

1

P20

M0

pE0

©®

[ ok ][ Cancel

This dialog window also has a Sidewinder Start-Up field that is used to assign what macro will be
executed when Sidewinder is turned on. In this case, we want Macro 99 to run at start-up.

Testing the Show

Once a show’s cues, macros and button
assignments have been made, it is ready to
test.

You have two choices for show testing:

1. Test The Show Using Figment

You can press the Sidewinder’s macro
buttons when attached to Figment to run the
macros, and the resulting cues. You can
check all operation of the show while
watching what's happening using Figment’s
Stage, Fixture and Cue List windows.

2. Test The Show Using Sidewinder
You can download the show and run it using
only Sidewinder. The next sections describe

Sidewinder NMacros (1 ]

Choose macro numbers to execute
for each of Sidewinder's functions:

©
®

Sidewindear Start-Up = W99

=M1

pz0

10

pE0

©®

[ @K ][ Cancel ]

how to download shows to Sidewinder and how to run them.
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Using Sidewinder’s Stand-Alone Mode

Download Show File

Downloading the Show

Once a show’s cues, macros and button

assignments are made, the show can be MNew Show:
downloaded into Sidewinder’s memory for Show Marne:  Muzeurn
stand-alone playback. Cownload Date: Today & 13:10

To do this, go to the Interface page of the L.
Setup window. Press the Download Show Existing Show:
File button. The download show window

appears (as pictured to the right). Ma Show in Sidewinder

The Download Show File dialog window is

used to transfer the current show from the [ Begin running aftar Download
Palm handheld into Sidewinder’s non-volatile
memory. The different elements in this |: Crownload :| |: Cancel :| |: Eraze :|

window are described below:

New Show - This section describes the
show that you have selected to download into Sidewinder. It shows the name and date of the
selected show.

Existing Show - This section describes the show that is already in Sidewinder's memory. If a show
is in Sidewinder’s memory, its name and download date appears. In this case, there is no show in
Sidewinder’s memory.

Begin running after Download - This check box provides an option to have the Start-Up macro be
executed immediately after the show is downloaded. This emulates the Sidewinder unit being
switched off and then back on after download.

Download Button - Press this button to download the new show to Sidewinder.

Erase Button - Press this button to erase the existing show from Sidewinder (this option does not
download the new show, it just erases any existing one).

Cancel Button - Press this button to exit without doing anything.

@ Please Note: If the text “Feature Not Installed” appears in the Existing Show area of this
window, then the attached Sidewinder does not have the Stand-Alone Memory Upgrade
installed. You will need to purchase the memory upgrade and install it. If you have
purchased the memory upgrade, then refer to the section on Installing the Memory Upgrade
for information about how to install the upgrade.

Figment User's Manual 77



Using Sidewinder’s Stand-Alone Mode

Starting the Show

Figrnent DMX » Setup
Once the download process has been

completed, there are several ways that the | Show [ Prefs
show in Sidewinder’s memory can begin

running:

Status:  Stand-Alone Mode
Battery: 219D (598D
1. Automatic Start Serigl:  &T0101
If the “Begin running after Download” check P
box was checked in the Download dialog, version: 1147
then the show will automatically start by
executing the show’s Start-Up macro imme-
diately after downloading completed.

[ Define Macra Buttans |

i‘ Power.Up Start [ Download Show File ]
ssuming that a macro is assigned to

execute when Sidewinder “starts-up”, then
you can switch off the Sidewinder and then
turn it back on. This will cause Sidewinder
to execute its Start-Up macro, which can be programmed to begin executing the internal show.

3. Use The Macro Buttons

Assuming that the show contains assignments for any of the four physical macro buttons, pressing
any of the buttons will cause Sidewinder to execute the macro. If the triggered macro runs a cue,
then the show will begin.

As shown in the screen above, when Sidewinder is running in its Stand-Alone mode and also
connected to Figment, then the status icon flashes the “S” icon and the Interface Status label will
show that Stand-Alone Mode is running. Additionally, Sidewinder’s Host Interface Status LED peri-
odically flashes in orange color to indicate that its playback fader is running from internal cues.

Using the Show

Once Sidewinder is running it’s internal show, the four user-defined macro buttons can be pressed at
any time to change the function of the show. In the example we've been following, Button 1 goes to
the static scene, Buttons 2 and 3 go to two different animated looks and Button 4 goes to a second
static scene.

When Sidewinder is powered off and then back on (possibly at the end of the day), it automatically
executes Macro 99 (as defined in our example), which starts the show at the first cue.
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Stopping the Show

If you want to stop the show running from
Sidewinder’s internal memory, there are
several ways to accomplish this:

1. Press The Clear Button

With Figment attached, press the clear
button (or enter the Clear command). This
clears Sidewinder’s internal playback fader.

2. Run A Cue

With Figment attached, run a cue from
Figment's cue list by entering a Go
command. This places a cue from Figment
in Sidewinder’s playback fader, resulting in
Sidewinder’s internal show being halted.

3. Use A “Clear” Macro

w CueList

Current Cue Mext Cue

- 4 - )

|zar

m Back

30

1 =

10 30.F30

" 30, F30

12 Z20.L0.F:30
20 10, F:30

21 10, L:20, F:30
=11 -

(Goae) »

Static Scene

Loop 1.1
Loop 1.2
Loop 1.2
Loop 2.1
Loop 2.2

Woark Lights

Use a macro button on Sidewinder that has been programmed with the Clear command. This
removes the currently executing cue from Sidewinder’s playback fader.

4. Turn Off and On Sidewinder

Resetting Sidewinder in this way stops any internal show from running. Of course, if the internal
show is programmed to automatically start on power-up, then this method isn’t very useful.

5. Erase Sidewinder’s Show Memory

You can delete the contents of Sidewinder’s internal show memory by using the Erase button in the
Download Show dialog window available from the Setup window. This halts any and all internal

show operations.

@ Please Note: If you need to erase Sidewinder’s internal show memory, but Figment is not
available to perform this operation (or if the show file becomes corrupted and causing
problems), hold down the Macro 4 button (the one with the “X”) when turning Sidewinder on.
This will briefly light the Host Status LED in orange while the non-volatile memory is being

erased.
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