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Why the WHOLEHOG Is Different

Welcome to Flying Pig System's WHOLEHOG™.

Until recently, lighting desks only controlled dimmers. Life was easy: the
fader's setting corresponded to the dimmer level, and each desk channel
could control nothing more than intensity.

Moving lights have made traditional lighting desks obsolete. The numerous
control channels required quickly overwhelm the limited capacities of most
lighting desks. Plus, these desks treat colour, beam, and focus just like
intensity, resulting in bizarre playback effects. Worse, programing is a
nightmare since parameters can’t be grouped and manipulated as a whole.

The WHOLEHOG is designed specifically for the additional demands of
multiparameter lights:

« An individual fixture is once again viewed as a fixture and not a collection
of separate parameters.

« Fixtures have meaningful parameter names and level settings. For in-
stance, if you're adjusting the colour, the display tells you the actual
colour-like blue—rather than some mysterious percentage value.

« Parameters are grouped into properties called intensity, colour, beam and
focus; each of which can be individually manipulated across a set of
fixtures.

- Flexible playback operation gives fullcontrol over individual fixtures and
parameters. The Latest Takes Precedence Plus (LTP+) system works by
fixture and parameter. This means that cues and sequences can be com-
bined in numerous ways to achieve a wide variety of effects.

« Fixtures have custom control settings and can be easily programmed to
respond differently to control signals. For instance, you may not want to
crossfade a colour scroller or wheel — a snap change is better. In contrast,
pan and tilt are normally crossfaded. The WHOLEHOG distinguishes
between different types of fixtures and parameters and can be setup to
feed crossfades to pan and tilt and snap changes to the colour wheels.

« A fixture library has information on most multiparameter lights; fixtures
chosen from it will be automatically configured and ready for instant use.
No extra personality cards are required and new fixtures can be added at
any time.

Despite all this complexity, the desk remains easy to use. It's logical layout
and numerous displays give quick access to powerful features and provide
constant status feedback. Programing is simple: there are five buttons for
all actions: Assign, Append, Insert, Merge, Delete. Select what you
want, press one of the action keys, and press where you want it to go. This
source — action — destination procedure is used throughout the console.

8 » WHOLEHOG Handbook



Using the Handbook

We suggest that you work your way through the entire Handbook to get a

thorough understanding of all the console's features. However, the Hand-

book is organised into progressively more advanced chapters for those who
- want to get started quickly:

For those new to the WHOLEHOG and moving lights

« Finding Your Way Around introduces the layout of the console and the
main functional areas.

» How the Hog Thinks gives a brief tour of the console's features, explains
the concepts and how to use them. Also read Computer Techniques in the
reference section if you have never used a computer before.

Setting up the WHOLEHOG for the first time

* Setup explains how to connect up, configure and patch the console.

» Programing takes you through all programing: scenes, chases, presets, etc.

e Playback explains how to output your programing using the various types
of masters, how to use chases, and how to set timing information.

For more familiar WHOLEHOG users

* Creating a Show examines the best ways of putting together your pro-
graming, depending on the type of show you are doing.

* Screen Displays and Tools introduces the additional functions that are
available through the control rack screen.

» Stack Synthesizer explains how to use the screen based stack synthesizer.

* Macros explains how to program, edit and use macros. This is an ad-
vanced feature, and we recommend that you seek training before using
this facility.

Reference and Troubleshooting

» Questions and Answers lists common problems encountered by users.

» Computer Techniques covers basic computer techniques for those people
unfamiliar with them.

» What's New highlights the changes made by the latest versions of
WHOLEHOG software. Read this section to absorb quickly what
changes have occurred if you haven't used a WHOLEHOG for some time.

» Changing Software gives complete instructions on how to load new
software onto your WHOLEHOG.

* Troubleshooting gives a checklist of things to try when your WHOLE-
HOG does not appear to be functioning as expected.

* Technical Diagrams contains 20 diagrams covering the serviceable parts
of the WHOLEHOG.

* Button Reference gives a button by button explanation of functions

Welcome to the WHOLEHOG = 9



Terminology

Symbols
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There are two key terms used throughout this handbook and the desk: scene
and stack. A scene is what's known as a "cue" or "memory" on other desks.

A stack is simply a sequence of scenes. A chase, for example, is one type
of stack.

Different types of text are used to differentiate between different items in

the system. Text appearing on the control rack screen and console displays
use this kind of type

The text used for buttons to be pressed looks like this: Button.

There are two buttons in the fader section without printed names: Flash and
Active. In addition to activating intensity, Flash selects stacks during
programing and playback.

Symbols, or icons, are used throughout the desk to make it easy for you to

quickly see what's going on. All the symbols are introduced in the How the
Hog Thinks chapter.

Safety Instructions

Please keep in mind the following safety instructions:

* Do not use the WHOLEHOG if the power cord is damaged or not prop-
erly connected to a grounded socket.

* Protect the system from extremes in temperature and wet weather.

» Do not move the control rack while in use. Its hard drive is sensitive to
movement.

 Resting drinks on the console is not a good idea.

« Always handle the system with care and use the flight case when moving.
Certain components used by the console and computer rack are sensitive
to shock and a large drop could make them inoperable.

* Repairs should only be undertaken by an authorised service representa-
tive. The warranty is void otherwise.

As long as these instructions are followed, and the system is treated with
care, the WHOLEHOG should last for many years. There's little mainte-
nance to be done; just use a dry cloth to clean the console and control rack
surfaces from time to time.

Additional Help

If you're having problems, call us at the FPS: in the UK (44) 81 579 5665 or
in the US (310) 317 4886. Someone is always available to field questions
from 9:30 AM to 6 PM (local time) Monday to Friday. There are also 24hr
pager services in the US and the UK which are monitored for last-minute
problems.

10 » WHOLEHOG Handbook



An overview of the
WHOLEHOG's two parts: the
console and the control rack.
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Console

The console is divided into six functional areas:

Faders
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Playback is controlled primarily through the faders
which access scenes, chases, and timed stacks. They're
organized into 20 columns of four dedicated buttons
and a fader. The display immediately above each
column shows its contents.

The faders' many functions make it impractical to give
each fader its own complete set of function buttons.
Instead, faders are linked to the shared function buttons
in the playback section.

Individual scenes are controlled using the scene mas-
ters. Scenes can be bumped, latched, or faded in or out
with timing settings. The displays beside each set of
buttons tell you what’s loaded.

Two different sets of menus give immediate access to
the desk’s powerful features: groups, position presets
and palettes are the programing menus; pages, globals

O| and scene masters are the playback menus.

This is where fixtures are chosen, adjusted, incorpo-
rated into a scene and assigned to a fader or scene
master.



Parameter

Control Rack

Controller This is the rack-mounted black unit containing WHOLEHOG’s brain.
Every action on the desk is sent to the controller to be translated into control
signals the lights can understand.

Control Screen The screen displays information too large to fit on the console displays. For
example, the fixture library and the DMX patch appear here.

Mouse The mouse moves the control screen pointer and selects items. Some
systems use a trackball built into the keyboard instead of a mouse.

Keyboard The keyboard lets you type in names for fixtures, scenes, stacks, etc. Use
custom names throughout your programing so that when a stack appears it
has a less cryptic name than Scene 17.

Permanent Storage  As you create a show, your programming is automatically saved to a hard
drive. This means that you can turn the controller of at any time. In addi-
tioh, however, shows should be archived to floppy disks for additional
safety.

It’s always a good idea to make backup copies of everything
you create. We’ve done our best to make the WHOLEHOG

reliable, but Acts of God and power failures may lead to loss of

your prize programming. So always archive your show pro-
gramming onto a floppy disk whenever possible.

Finding Your Way Around ¢ 13



14 « WHOLEHOG Handbook



s)uiyl boH ayi moH

iew of the

WHOLEHOG's funda-

mental logic.

An overv




This chapter introduces all the features of the WHOLEHOG, so that new
users can see the big picture of the console's operation. This chapter does
not explain them all in depth — that will be covered in later chapters.

WHOLEHOG Organisation

Overview Programed information in the WHOLEHOG has a heirarchy: the most basic
element in WHOLEHOG programing is a scene; a stack is made up of one
or more scenes. A page is the set of scenes and stacks that are loaded onto
all the masters at one time. A show contains everything for a particular
performance or tour. The WHOLEHOG can store many shows at once.
The diagram gives a pictorial overview:

Show
Pages
77 Per Show
Fader Scene
20 Per Page Master
28 Per Page
Stack Scene
1 Per Fader 1 Per Scene Master
Scene
65,000 Per Stack

Scenes When you program the parameters of one or more fixtures, you've created a
scene. A scene is represented in the console displays by the parcan symbol

. at left.

One scene might have the following settings:

Fixture Pan Tilt Colour Iris Gobo Shutter
Scan 1 100 200 White 255 Star 100%
Scan 2 100 200 Blue 255 Star 100%
Intellabeam 1 100 200 Red 255 Star 100%

16 » WHOLEHOG Handbook



Stacks

Pages

There's no limit to the number of fixtures, fixture types (Intellabeam,
Golden Scan, colour scrollers, etc.), or parameters that can be stored in a
scene. Likewise, scenes can be manipulated any way you like — moved,
copied, combined, modified, etc.

Scenes can be stored on the console's scene masters, or on the faders as part
of a stack.

A stack is a series of scenes. If this term is new to you, think of it as a
chase, a sequence or a cue list — a series of sequentially activated scenes.

A stack is like a pile of index cards, with each scene being one card in the
stack. You can move these stacks of cards around any way you like: copy
them, insert them, merge them, split them, and entire stacks can be edited in
one go — making the WHOLEHOG quick to use.

Stacks are stored on the faders; they can be played back in one of three
ways:

* Manual mode lets you control manually when and for how long each
scene is activated.

» Chase mode automates crossfading and timing for all the scenes in a stack.

« Timed mode individually customises crossfading and timing for every
scene for automatic playback later on.

Names can be given to any stack or scene; doing so makes it easier to keep
track of what's going on. Thus, a stack might be:

Intro

Drums

Singer

Stage Right
The display above each fader shows one step at a time. The one displayed
is called the current step: most editing operations start at the current step,
and if you were to activate the fader, the current step would be output.

Often you'll find that you need more than the 20 faders to store your stacks
on. This is when pages become handy. A page is one set of stacks and
scenes loaded on the faders and scene masters. By changing pages you can
instantly load a whole new set of scenes and stacks onto the faders and
scene masters.

Pages are a way of organising your programing to make cues and stacks as
accessible as possible. For example, many LD’s like having a page for each
song.

Pages are changed—and created—in two steps:

1 Select a new page.

2 Press the Change Page button in the program section.

How the Hog Thinks ¢ 17



Shows

Any page's scenes and stacks can be previewed and manipulated without
being loaded just by pressing the page button without pressing Change
Page. The displays will now show the previewed page. To return to the
original page, press the original page button.

Everything programed is stored in a show. The WHOLEHOG uses shows

to keep track of programing; think of a show as a drawer in a filing cabinet
in which information is held for later access. By opening a new drawer — a
show — you instantly access a whole new set of folders — the pages.

In addition to everything we've covered so far, a show also stores:
* Fixture library

* Instrument schedule

» DMX patch

* Rig schematic

* Presets, globals, palettes

WHOLEHOG Programing

Even though there are many things you can program on the WHOLEHOG,
all programing actions use the same basic button pushes:

1 Point to the where you are copying stuff from. This could be from a
scene master, a fader or many other things we will introduce later on.
You ALWAYS point in the following way: for scene masters, press the
scene master button; for faders, press the fader's Flash button; for items
in menus (which we introduce later), push the menu button. This is
known as choosing the source.

2 Press the appropriate action button-like Assign or Merge.

3 Point to where you want the stuff to end up, in the same way as step 1.
This is known as choosing the destination.

The WHOLEHOG automatically figures out what you want to copy, be it a
scene, stack, etc. from the context of what you pointed at as your source and
destination. The copying action depends on the action button you pressed:

Assign copies the scene to a fader, scene master, or global. It also puts
presets and groups on their menu buttons Assign replaces anything previ-
ously in the destination; however, a scene assigned to a stack only replaces
the current step and not the entire stack.

Append adds a scene or stack to the end of a stack.

Insert adds a scene or stack just after the current step of a stack.

18 « WHOLEHOG Handbook



WHOLEHOG

Merge combines a scene with another scene. It can also combine two entire
stacks together step by step.

Delete erases the destination.
The source scene or stack is never deleted or modified in any way.

A lot of programing errors result from operators forgetting to chose their
source, so if these buttons don't seem to be working as you think they
should, consult the Programer console display. It tells you what you chose
for source - action - destination. Check that it was what you intended.

Menus

Groups

As well as many scene masters and faders, the WHOLEHOG has several
menu panels. These menu panels give you direct access to all the advanced
features that make the WHOLEHOG so quick and easy to program. Note
that the menus can swap function between programing (top line in the box
below) and playback menus (bottom line). This is controlled by the Swap
Menus button in the Programer panel.

CIERL
Nl
EER I 1 R S N R RN
Palettes Palettes Position Presets Groups Groups / Types

Scene Masters  Scene Masters Global Stacks Global Scenes Pages

Fixtures of the same or different types can be grouped together in any
combination and programed as one. Grouping avoids continuous entering
of a large number of fixtures into the programer; instead just press the group
button. A group might consist of the following fixtures:

Golden Scan 1>3,5 (1 through 3 and 5)
Intellabeam Odd
Scrollers 6,7

To create a group:

1 Select the desired fixtures in the programer.
2 Press Assign or Merge.

3 Press a button in the group menu.

How the Hog Thinks * 19



Position Presets

7 Pos

Palette

r 4

Globals
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There may be times when you want to use the same pan and tilt values for a
group of fixtures in many different scenes and stacks. This is often desired
when aiming at a position on stage. If that position changes, how do you
then change all the scenes and stacks?

Position presets are the answer. Think of them as groups for focus param-
eters instead of fixtures. So if you're often likely to change a focus param-
eter, or frequently use the same stage focus position, create a preset while
programing. This lets you positionally focus your lights at a button's touch
and update all your settings by just changing the preset. To create one, see
the Programing chapter.

Use the palette to store intensity, colour, and beam settings used throughout
a show. Just like groups, palette setup is only done once. Afterwards, only
one button must be pressed to retrieve each of those settings. However,
unlike position presets, changes to the palette do not automatically update
throughout programing.

Globals are handy for scenes and stacks used on many pages. Globals are
not part of any page, but you can copy them into a page. For instance, if a
favourite "look" is used throughout a show, set it up as a global. If you
need to alter this look everywhere, just change the global - the desk then
automatically updates all the pages. You cannot activate a global stack or
scene while it is still in the global menu - it has to be transfered to a scene
master or fader.

WHOLEHOG Playback

ICBF

The way the WHOLEHOG acts during playback is as important as the way
it programs. Understanding the playback logic is important if you are going
to taking full advantage of all its features.

Most desks consider all parameters to be the same type. This works fine
when only dimmers are used but causes problems once multiparameter
lights are used. Mayhem often results when pan and tilt are treated the
same way as intensity.

Fortunately, the WHOLEHOG is not like most desks. Instead, it groups
parameters into one of four categories: intensity, colour, beam, and focus.
Each one is treated differently to give full playback control. You can see
this distinction in the fader section: the Active button (the unmarked top
row) controls colour, beam, and focus, while the Flash button and the fader
itself control intensity only.

20 « WHOLEHOG Handbook



Crossfading

LTP+

Use Active to set fixtures to their programed colour, beam, and focus
settings. Then bring up the scene's intensity with the fader or Flash button.

Whenever a fader is moved, a scene activated, or a chase started, the
WHOLEHOG will crossfade linearly to the new settings at all times. You
do not need any special masters or programing to achieve proper dipless
crossfades.

Latest Takes Precedence (LTP) is widely used with multiparameter lights
because it is more appropriate than Highest Takes Precedence. Obviously,
it makes no sense to have a "higher" colour or gobo. Unfortunately, LTP
has acquired a bad name due to the numerous quirks in its various imple-
mentations.

The primary aggravation of poor LTP implementations is getting rid of
active scenes. Instead of removing a scene by pulling down on a fader,
another fader must be brought up to turn the first one off. Hence the need
for the LTP+ system used by the WHOLEHOG. Here, pulling down on a
fader will turn it off. LTP+ is similar to standard Latest Takes Precedence,
but makes it much easier to use.

The WHOLEHOG uses the following priorities to decide which scenes
should get output.

e The last scene master or fader activated has precedence. If a scene master
or fader is deactivated, all outputs on that master will return to their prior
settings, and will be controlled by the prior masters.

* The programer has prcedence over scene masters and faders.

e The DBO button and Grand Master have absolute precedence, but they
only affect intensities.

How the Hog Thinks * 21
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How to use the control screen
tools for setting up a show.

Setup



Preparing for a show takes only three steps:

1 Connect the WHOLEHOG's cables and turn on the power switches.

2 Use the Instrument Schedule screen window to tell the desk how
many fixtures of each type will be used.

3 Use the Patch screen window to set the DMX addresses.

The WHOLEHOG is then ready for use.

These screen windows all use the keyboard and mouse. If you are unfamil-
iar with how these work, refer to the Computer Techniques appendix.

There are other more advanced set up windows which this chapter also
COVErS:

* The Customise window allows you to modify the behaviour of indi-
vidual fixtures. For instance, you can reverse the direction of a fixture's
Pan parameter to correct for it being hung the wrong way around.

* The Change Shows window sets up which show the WHOLEHOG is
currently running. You can also use it to copy, archive, and restore
shows.

* The Fixture Library window allows you to edit the way that a type
of fixture behaves. You can also create totally new fixture types using
this screen.

Connecting the Cables

First check to see that you have everything you need. The WHOLEHOG
system consists of:

» console and control rack (with mouse and keyboard)
* 1 data cable.
» 2 flexilights.

Use the labels on the back of the control rack to identify the appropriate
connections:

» Connect 2 appropriately I[EC wired power leads to the back panel of the
control rack and the back of the console. The WHOLEHOG is equipped

with an universal 100 to 240 volts A/C 50/60 Hz power supply for instant
use worldwide. (IEC leads are not shipped with the console)
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« Link the console and the control rack with the data cable.

 Connect the power and data cables from the screen to the back of the
control rack.

» Connect the mouse and keyboard to the back of the control rack.

B All cables (including the keyboard and mouse) must be prop-
erly connected before turning on the system. Failure to do so

will prevent the system from operating properly.

Turn It On Turn on the console by flipping the power switches on the console and the
control rack (including the screen). The desk then automatically loads the
most recent show.

A show has been successfully loaded when the control rack screen says
Console Ready Likewise, no error messages should appear in the
bottom right console display. If this is not the case, then the WHOLEHOG
is not 100% functional. Refer to the Troubleshooting section for further
instructions.

Instrument Schedule

Setup Select the Schedule window under the Setup menu. If you are unable to
select it, the console may be locked — signified by light grey menus. Refer
Customise to the Tools chapter to unlock the console.
Patch

The screen shows all the different fixtures that are available for use. If you
can't see a fixture you want to use, try scrolling with the scroll bar at the
side. If you still can't find it, then you'll have to first enter it in the fixture
library.

MIDI

Change Shows

Fixture Library

Intellabeam
Super Scan
Golden Scan
VL 1

VL 5

Dimmer
Scroller
Summa

Remaining: 15%

oOoOoOWUMOOoOOoOONNO

Clear

Numbers Each type has a number next to it: this is the number of fixtures that the
WHOLEHOG is configured to control.

Making Changes To change a number:
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Clear

/N

Patch

I Select the fixture type by clicking on it with the mouse.
2 Click on the box to the right of Number.

3 Type in the number of fixtures.
The capacity figure shows the room available for additional fixtures. When
you reach 0%, there is no more room left.

If you want to set a group of types to zero quickly, you can select them all
in the list using the mouse, and then click on the Clear screen button.

Your changes will not take effect until you close the Schedule
window by clicking on the close triangle at the top left of the

window or by choosing another window.

| secur N

Schedule

Customise

MIDI

Change Shows

Fixture Library

Instrument Selection

Now that you've told the desk how many of each fixture type you're using,
select the Patch window to set up each fixture's DMX address.

A brief aside for those who have never used DMX: a DMX output is a
single transmission signal that can control up to 512 dimmer channels. You
use DMX by daisy-chaining all the fixtures you're controlling together with
a single cable. Each fixture reads its own parameter settings from the same
DMX cable; the fixture knows where in the transmission signal to read from
by using the "DMX address" you set it up with. Then, all the console needs
to know is what each fixture's DMX address is.

Cancel

Instruments: DMX Output:1l Start Code: O
Super Scan 1 Next 1l: Super Scan 1 1Iris
Super Scan 2 2: Super Scan 1 eCol Wheel
Super Scan 3 Back 3: Super Scan 1 Gobos
All 4: Super Scan 1 Strobe
5: Super Scan il ran
Undo 6: Super Scan 1% Tilt
Remove 7: Super Scan 1 Dimmer
8: Super Scan 1 Prism
9: Super Scan 1l Focus
10: Super Scan 1 Red
Patching: All Param 11: Super Scan 1 Green
First Parameter At: 12: Super Scan 1 Blue
Dmx [1] + 1 B Clear

The instruments box (top left) is where you chose which fixtures to patch.
Patch one fixture at a time by clicking with the mouse on the fixture name,
or select several at once by clicking on the first fixture, holding the mouse
button down, moving the pointer to the last fixture, and letting go of the
mouse button. Use the A11 button to grab all fixtures of that type.

26 * WHOLEHOG Handbook



Address Selection

Changing Type

Fixing Mistakes

Split Parameters

Start Code

Close Window

When you've chosen the fixtures you want to patch, set their start addresses
by moving the mouse to the box on the right and clicking on the first DMX
address for that group of fixtures. This action simultaneously patches one
fixture after another to the appropriate addresses. The box will display the
DMX address of each parameter, allowing you to check your patching.

If you cannot see the DMX address you want in the box, use the right hand
scroll bar to move up and down the 512 DMX addresses; use the bottom
scroll bar to swap from one entire DMX output to another. You will see the
DMX output number at the top of the box change from 1 to 12 as you use
the scroll bar.

The location window (the bottom left box) shows the addresses of the
instruments you've selected. Upon patching, an entry like DMX [3] +
121 appears here, indicating that the instrument 1s patched on DMX output
3, address 121. If several numbers appear simultaneously, the fixture has
been patched multiple times. To remove particular addresses of a fixture's
patch, choose the fixture in the instrument window and the address in the
location window, and then click on Clear.

Select more fixtures to patch by returning to the Instrument box.

The instrument box only displays one type at a time. Use the Next and
Back screen buttons to display the different types selected in the Instru-
ment Schedule. Note that the box can only display 100 fixtures of one type
at once. The next 100 will be accessible by clicking on Next.

If you make a mistake patching a group of fixtures, remove them by click-
ing on the Remove button. Undo allows you to either clear one output on
its own, or all the outputs in one go. If you want to discard all your patch-
ing changes since you opened the window, click on Cancel.

Some types of fixture such as dimmer / scroller combinations, or the DMX
version of the VL5®, require that Intensity parameters be patched separately
to all other parameters. This can be achieved using the Param button.
Clicking on it once switches patching to intensity only. Clicking again
switches to all parameters except intensity. Finally, clicking a third time
returns patching to normal (all parameters).

Alternative DMX output start codes can be entered in this box. This is a
technical specification that you shouldn't have to worry about. Unless the
fixture manufacturer specifies otherwise, leave it at 0.

Your changes will not take effect until you close the Patch window by
clicking on the close triangle at top left of the window, or by choosing
another window.
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Testing

Test your fixtures to make sure that the patch is done properly: using the
programer keypad and the Highlight button, flash each desk channel to
make sure that they are controlling the correct lights. Next, change fixture
types with the Fixture Menu and check the other fixture types are also
patched correctly. Finally, check the pan and tilts of each moving fixture to
be sure that they are responding as desired.

Modifying Individual Fixture Behaviour

Schedule

Customise

Patch
MIDI

Change Shows

Fixture Library

Instrument Selection

Parameter Selection

Modifying

In certain situations you'll want to modify the charateristics of particular
fixtures. For instance, you may want to limit intensity values to preserve
lamp life. Alternatively, you may want to have some fixtures' colour
wheels snap change while others change slowly. Or, you may need to swap
around the way a fixture's pan and tilt works to make it move the same way
as other fixtures.

These changes can be made using the Customise Instruments window in the
Setup menu.

Instruments:

Super Scan Next Default Focus Normal
Super Scan Parameters: Swap
Super Scan

Super Scan Back

Super Scan Parameters:

Super Scan ail Iris Minimum: Q
Super Scan Col Wheel Maximum: 255
Super Scan Gobos

Super Scan Strobe Crossfade: -‘Normal
Super Scan 1 Pan End
Super Scan 1 Tilt Start
Super Scan 1 Dimmer

Super Scan 1 Prism Polarity: Normal
Super Scan 1 Focus Swap
Super Scan 1

Any changes will be copied to all instruments and parameters selected.

The instruments box (top left) is used to chose fixtures to modify. It works
together with the Next, Back and A1l buttons just as in the Patch
window.

The parameter box selects parameters to modify. Several can be selected at
once. Once chosen, their current settings will be displayed and are ready
for modifcation.

For each parameter, you can change its minimum value, maximum value,
crossfading behaviour, and polarity. This last option is particularly useful,
since you can use it to ensure that all pan and all tilts operate uniformly
when the fixture is hung upside down. Check to see that these changes have
the desired effects as you modify them.
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Pan / Tilt Swap

Defaults

If some fixtures are hung at right angles to the other fixtures, you can swap
around the pan and tilt parameters for all the odd fixtures by selecting them
and clicking on the Focus Parameters swap option. This makes the
Tilt wheel move all beams up and down, and the Pan wheel move side to
side. This is different to just inverting polarity. Note that this option will
not take effect until the window is closed.

The Defaults button resets all the selected fixtures back to their normal
state. It works for all parameters at once, and is not dependent on the
parameter selection you've made.

Naming and Changing Shows

Schedule
Customise
Patch
MIDI

Change Shows

Fixture Library

Changing Shows

New Shows

Copying Shows

Description

When the WHOLEHOG is turned on, it automatically opens the last show
used. Use Change Shows to load, archive, or restore shows. The show
currently loaded on the desk is listed after "Current Show"

Current Show: Funky2

Show: Description: .
Funky?2 Tour i Load
LeftNut
Demo Copy
BBCJob Fashion Show
New
Delete
Archive
Restore
New Description: sS08

First choose the show in the left box, then click on Lioad.

If you want to create a completely fresh show, click on New. A window
will pop up and ask you for a show name. Once you've provided one, the
WHOLEHOG will create and load in the new show.

Show names can only be up to 8 characters long. They must consist of only
letters or numbers. They cannot contain any spaces.

In many cases, it's quicker to copy an existing show and build on its pro-
graming. To copy a show, first select a show in the box at left, then click on
Copy. Many operators like to keep a "template" show containing all their
favourite settings, groups, palettes, scenes and stacks, and then copy it to a
new show before starting to program.

The description box at the bottom of the window allows you to attach a
short description to each show. Choose the show you want to alter, then
select the description box and type in your description.
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Archiving / Restoring To archive a show onto floppy disk:

Delete

SOS

1 Choose the show in the box at left
2 Click on Archive

3 The screen will drop to black and white. Follow the instructions on the
screen.

4 When the process is complete, you can return to the Shows window b
p P y
pressing any keyboard button.

Restore does the reverse: it copies a show from a floppy disk and moves it
to the hard drive. Any show on the hard drive having the same name is
replaced. You cannot restore over the current show.

Use IBM PC 3.5" floppy disks, double sided and high density (not double
density). They do not need to be preformatted.

It's always a good idea to make archive copies after a programing session.
This quick time investment can save needless agony in the future.

Delete completely erases a show from the hard drive. Choose the show
you want to delete, and then click on Delete. It takes about 15 seconds.
Warning: deleted shows cannot be recovered later. You cannot delete the
current show.

The SOS button makes emergency disks of a show for use in the unlikely
event of a catastrophic hard drive failure. It makes two disks which will
start the console (Boot Disk) and load your show for you (Emergency Show
disk), all from the floppy drive. However, the process will take more time
than from hard disk, and you will not be able to store enormous shows in
their entirety. To make the disks:

1 Choose the show and click on SOS

2 The screen will drop to black and white. Follow the instructions to make

a boot disk. If the disk is a new one, answer Y to Preformat disk
(y/n) 2. Also, use only the Y or N keys — do not push Return, except in
answer to Format another (Y/N)?2

s0S Disk Maker Utility

(¢) Flying Pig Systems Ltd 1993 All rights reserved
Make Emergency Boot Disk (y/mn) ?

Preformat disk (y/n) ?

Insert new diskette for drive A:

and press ENTER when ready...

Formatting 1.44M

Format another (Y/N)? n

Transfering system..
Making dos directory..
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Transfering system files...
Transfer complete - remove disk now

3 Make the show emergency disk. If the show is a small one, you may be

able to fit it onto the boot disk. In this case, make sure that you do not
format the disk again! As the disk is created, the screen will prompt you
whether you wish to include groups or palettes, and which pages to copy
across. A large show will not fit onto one disk, so leave out non vital

pages.

Make Emergency Show disk (y/n) ?
Preformat disk (y/n) ?

Transfering default library... done
Making effects directory...
Transfering default effects...

Transfering DemoRm palettes and groups...
[Used 56%] Transfer zgroup directory (y/n) ? copied
[Used 56%] Transfer zpalprst directory (y/n) ? copied

Transfering DemoRm pages...

[used 57%] Transfer Start (y/n) ? copied
[Used 58%] Transfer Faith (y/n) ? copied
[Used 60%] Transfer Ending (y/n) ? skipped
[Used 60%] Transfer complete

We recommend that all major shows and tours make sure that
they have Emergency disks made as an insurance against pre-

show disasters.

Fixture Library

Setup
Schedule
Customise

Patch
MIDI

Change Shows
Fixture Library

The fixture library is one feature that makes the WHOLEHOG so easy to
use. It keeps track of all the tedious things to remember-like what channel
the colour is on and what DMX value blue 1s—so you can concentrate on
more important tasks.

Most of the time you won't have to worry about the fixture library. The
fixtures will be setup and everything will appear in 1its proper place. How-
ever, sometimes a new fixture is used that hasn't yet been entered, or a
parameter needs to be modified. If so, the fixture library is needed.

In order to control your lights properly, the console has to know what signal
to send them to get the desired performance. The fixture library contains
this information for all of a fixture's parameters. In addition, some charac-
teristics—like crossfading—can be defined by the user to completely custom-
ise response. Unless these settings are correctly entered in the fixture
library, the lights are not likely to perform as expected.

Changing the fixture library presumes you are very familiar with all aspects
of the WHOLEHOG. If you are not, skip the rest of this section for now,
and go onto the Programming chapter.
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New Fixtures

Parameter Settings

To add a new fixture or change the characteristics of an existing fixture, use
the Fixture Library onthe Setup menu. When the window opens,
you'll see a list of fixtures available on the left side and parameter informa-
tion on the right. To check a fixture's parameters, choose the fixture by

clicking on it, and then click on the desired parameter in the upper right list.

Super Scan

Catalogue: o Checksum: None Insert

New Delete Intensity:7 First

Copy Pan: 5 Last Delete
Tilt: 6 2: Col Wheel Strobe

Super Scan

Golden Scan Wheel: 5 Default: 0

Intellabeam Scroll: 0 Minimum: 0

Color Scroller Turns: 2.1 Maximum: 255

Labelling: Step: Crossfade: Normal

Abs White End
% Start
Step
8 bit
Name: White 16 bit
At: 16

Changes can be quickly made to existing fixtures, and new ones can be
created at any time. These changes then become part of a revised fixture
library that is a permanent part of its show. It's important to remember that
fixture libraries are part of shows and not the desk. So if you often use the
fixture library it's wise to create a "template” show you can then copy for
each new show. Otherwise, just take an old show and delete outdated
programing if you don't want to avoid redoing the fixture library settings.

To enter a new fixture, first click on New and then name the fixture with
the keyboard. Next, enter the number of parameters in the window that
appears.

In order for everything to work properly, the console must know some basic
characteristics of the new fixture. In particular, it must know which chan-
nels are the intensity, pan, and tilt channels.

These setting are entered in the area to the right of New and Delete. For
each of the three parameters shown, enter its location — its number — from
the parameter list. For example, if you look at an Intellabeam you'll see that
its intensity is 6, pan is 1, and tilt is 2. Note that these numbers are not the
parameter wheel numbers used below. (Incidentally, Catalogue is an
internal reference code that you don't need to worry about.)

Now that the fixture has been entered, each of its parameters can be pro-
gramed to respond as you like. First, assign the parameter to a wheel on the
desk. The wheel number is entered to the right of Wheel, which is located
in the top left corner of the parameter box (the largest box on the screen).
Wheel numbers are shown in the diagram to the left.
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The wheel numbers also tell the console what property the parameter is (i.e.,
ICBF). Be consistent with parameter locations; doing so makes it easier to
simultaneously program lights of different types.

Some fixtures have more than 12 parameters. No problem. Each wheel can
support four parameters, giving you room for 48 in total. You can add a
second parameter to a wheel by setting Scroll to a number other than 0.
This parameter is then accessed on the desk by using t.

Wheel sensitivity is set by adjusting Turns. A setting of 2.1, for example,
means that 2.1 turns of a parameter wheel will take you from the minimum

to the maximum value on that wheel.
Beam

Next, specify how you'd like parameter information to appear in the win-

dows. There are three ways it can appear: as the actual DMX value (Abs),
Color as a percentage of the total range (%), or as a discrete step ("blue” for
parameters like colour wheels). Click on the appropriate item below the
word Labelling

Intensity
I If you need to set up steps, first figure out the absolute value that selects the
midpoint of each step. You can do this with the Abs setting. Then select
the Step option and chose the first step in the Step list, type in its name
in the Name box, and its absolute value in the At box. Repeat for as many
steps as you need — you don't need to program all the 48 usable steps. You
don't have to enter steps in any particular order, but you must make the last
step you use equal the maximum value (see below). Also, for Intensity type
parameters, enter the value you want outputted when Highlight is on into
step 48.

OOOOOG
OOOEEEE

| Focus

In addition, you need to enter the operational range for the parameter.

These are the numbers sent directly to the fixtures. In other words, with
DMX 512 it would be a Minimum of O and Maximum of 255. The
default is the value sent to the fixture when it is not being controlled. For
some types, like intensity, this should be 0. For others, it should be the
value required to make an open, white beam. (colour wheel = white, gobo =
clear, iris = open). Again, these steps must be done correctly in order for
the Highlight and other features to work.

For some parameters, such as colour wheels or scrollers, it may not make
sense for them to do crossfades. Consequently, parameters can be set to do
snap changes at all times (even if they are being faded-up manually). Start
makes the value snap on as soon as the fade starts; end will make the snap
occur right at the end.

16 Bit Finally, if you're using a fixture with 16 bit resolution, set Size to 16 bit
and increase the maximum value to 65,535 or less. This makes sure that 2
DMX bytes are sent for each parameter value. Otherwise, leave it at the
default of 8 bit.

When your changes are complete, close the window to make them take
effect.
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Checksum Some fixtures support error correction using checksums (eg Intellabeam

HiRes). To turn on a checksum, click on First or Last to indicate

whether the checksum should precede or follow the fixture's parameter
information.
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Programing



This section assumes you have correctly set up the fixture library, the
instrument schedule, and the patch. These steps must be done before
programing can begin.

Using the Progfamer: an Overview

All programing follows the standard sequence of choosing fixtures, adjust-
ing their parameters, and then saving them somewhere, much like the
flowchart below. Nevertheless, at each stage there are many options and
shortcuts available, as listed in each box.

Start Programming Choose Fixtures Set Parameters

Clear, Edit, Suck Fixture Menu + Keypad, Parameter Wheels,

All, Odd, Swap, Groups Palette, Position Presets

v

Store Resulting Scene

Assign, Append, Insert,

Merge, Edit (off)

You will find that all the programming for groups, palettes, presets, global
scenes, stacks, etc. all use the same five action keys: Assign, Append,
Insert, Merge and Delete. To keep things simple, the way in which you
use them is always the same:

1 Choose the "source", for example the scene you want to Assign from.
When you have used the programmer, this is automatically set for you.

2 Press the action key.

3 Choose the "destination" to store the results of your programing.

As you program, the programer display will change to show what program-
ing action is being performed. If you get lost, or if the console doesn't
appear to be doing what you expect, refer to this display to find out how the
console is interpreting your commands.

A Simple Example - Using Assign

The easiest way to explain programing is to go through an example. So let's
program an Intellabeam. But first make sure that:

e The programing menus are selected (the LED on the Swap Menus button
in the program section is lit).
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1 Choose Fixture

2 Set Parameters

3 Store Results

* You have found the programing section of the console.

* You have loaded some Intellabeams or similar using the Instrument
Schedulescreen window.

* The Intellabeams are patched correctly.

Start by pressing Clear; this gets rid of any old items that might be hanging
around in the programer. Next, press "Intellabeam" on the Fixture menu
display (if you can't find Intellabeam, check that you've done everything on
the above list). The button LED next to Intellabeam will light to indicate
that the programer's current type has now been set to Intellabeam. Finally,
press 1 and then J to select Intellabeam number 1.

Move the dimmer wheel to 100%, open the shutter, set colour to red, and
adjust any other parameters you like. You should be able to see an active
Intellabeam at this point. If not, check that the Grand Master is up and that
the DBO and Blind buttons are off.

The Parameter Wheel displays show the adjoining wheel's parameter name
and current value. If --?~--1s shown, then that parameter has not been
programed. Untouched parameters are not included in stored scenes, and
therefore will not be played back when the scene is activated.

Pan Tilt o
128 33
FOCUS
e | (& | Te | e
‘} T 1 ‘Elggr?t ' Mask || Delete

At this point, you can go back to I and choose more fixtures and adjust their
parameters, if you like.

Torsave your programing, press Assign and then select one of the faders by
touching the Flash button (the bottom one with the red LED). You have
now programed a scene; the display above the fader confirms this:

Stp 1
ICBF 1

The top line of the display shows the name of the stack. Of course, you can
give it a more interesting name than Stp 1by using the Add Names
control screen window. ICBF on the bottom line shows that Intensity,
Colour, Beam, and Focus parameters are being controlled. The number 1 to
the right of ICBF indicates that this is the first step in the stack.

The console automatically stores everything on the hard drive as you go
along, so there is no need for any "Enter" or "Store" buttons. However,
leave the console for one minute before you turn it off after any program-

ing.

Programing * 37



Programer Display

If this didn't work, make sure that the console had set the programer as the
source, indicated by the programer display (see Programer Display below).
If it wasn't, then just use any of the Programer keys or programing menu
keys (for example: the Fixture menu) - this will then set the programer as
the source.

If you wanted to, you could assign this scene to as many faders as you like —
just continue pressing Assign followed by the destination faders. However,
be careful not to press more than one fader button for each assign command,
as this will prepare the programer for a different operation.

You may have noticed some activity in the programer display while doing
the above example. That's because the display constantly updates with
information to help keep track of what's going on. Upon assigning the
scene to a fader, the display will look like this:

Al 0:----] Assign to: 20
8 :ICBF> 1,

The top row shows the last action that you performed, using the format
"source" - "action" - "destination". The parcan and [0:----] symbol repre-
sents the programer, so that the display above indicates that the contents of
the programer were assigned to the current step of stack 20.

The 8 on the bottom row indicates that 8 parameters are currently attached
to the parameter wheels for programing, and ICBF shows which types of
parameters these are - intensity, colour, beam or focus.

If you now select Intellabeam number 2 for programing, additional informa-
tion will appear in the programer display:

Al 5:IC-F] Assign to: 120
8 : ICBF» 1,

The 5 on the top line indicates that five parameters have already been
programed (assuming we adjusted five of the Intellabeam's parameter
wheels). And IC-Freveals that intensity, colour, and focus parameters
have been programed, but not beam. In addition, you'll see that the bottom
line is updated to show that Intellabeam number 2 is now being programed.

Instead of typing 2 in the programer, you could have pressed . to get
Intellabeam number two. This button automatically brings the next fixture
into the programer and is useful when programing many fixtures consecu-
tively.

The programer remembers everything that's been programed until Clear is
pressed. So when Intellabeam 2 has its parameters adjusted and is then
assigned to another fader, Intellabeam 1 will also be assigned. This makes
it very easy to build up complex scenes, and intermediate settings can be
stored at any time. To assign only Intellabeam 2, press Clear before pro-
graming number 2.
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A More Advanced Example - using Append

In this example we'll program a colour chase on all of the Intellabeams:

_ I Press Clear and then choose Intellabeamon the Fixture Menu.
Actually, skip this step if you haven't chosen a different fixture since the
last example; the desk automatically remembers the last fixture type
chosen.

2 Press All to select all of the Intellabeams. Likewise, you could choose
the odd or even ones with the appropriate buttons. In addition, the
button lets you select Intellabeam 1 and 6, for example. And > is for
through, as in 1 through 6.

3 Now adjust the Intellabeams. Set dimmer to 100% and colour to white.
4 Assign to fader 19 using Assign and fader 19's Flash button.

5 Choose a new colour — no need to rechoose the fixtures, there are still
attached to the parameter wheels.

6 Press Append and then touch fader 19's Flash button. Append adds a
new scene to the end of the stack, as opposed to Assign which replaces a
stack's current scene with the new scene. Do steps 5 and 6 over again for
as many colours as you want. And — viola!- you've just built a colour
chase.

[ O There's nothing stopping you from selecting multiple lights of different types

at once. For instance, Pan and tilt can be simultaneously programed on
Superscans and Intellabeams, etc. Other parameters may be less compat-
ible, depending on the differences among lights.

If You're Bored of Programing...

This section is a quick aside to cover the basics of playback in case you'd
like to see what you've programed.

First press Clear to erase anything in the programer. Because the pro-
gramer has priority over the faders, it's best to clear to ensure proper play-
back. You'll see the programer display now has [0] init. Don't worry
about the other messages, they just display the last actions performed.

To activate the fader, press the Active button (the top one with the green
LED) above the fader containing your programed scenes. This sets all the
fixtures in that scene into their programed colour, beam, and focus settings.
The green LED lights up solidly to reveal has priority. If the LED is flash-
ing instead — indicating it's being overridden — you forgot to press Clear.

Now bring up the intensity using either the fader or the Flash button.

Finally, use the + and # arrows to move from one step in a stack to an-
other.
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Changing Existing Scenes

Edit

B

Once you have stored a scene, you may need to change it quickly, without
having to recreate it in the programer.

Edit is the quickest way to modify any aspect of an existing scene. Output
control remains attached to the scene master or fader, so make sure it's
active if you want to see what's going on.

To edit a scene:

1 Press Edit.

2 Select the fader or scene master to edit. The Edit LED will come on.
3 Select the fixtures you want to change.

4 Adjust the parameters using the wheels, palettes or presets

5 Press Edit again when done.

If you change your mind halfway through, press Clear to abort the change.
As we will see later, Edit can also be used to edit position presets, palettes,
and global scenes.

We recommend that you edit stacks while in manual playback mode only,
otherwise the results may be quite unexpected.

Introducing the Five Programing Keys

Assign

Append

Now that you have had an overview of how to select fixtures, adjust their
parameters, and store the resulting scene, we will cover what the programer
keys do in total, so you have a picture of how flexible they are. Don't worry
if some areas are still unclear: we will be covering them later on in the
chapter.

The Assign button is the most important programing key. It is used to set
up groups, position presets and palettes. It stores scenes from the programer
into scene masters, fader masters, and global scenes. It can also copy
scenes around from a scene master, fader master or global scene to any
other scene master, fader master or global scene. It sets up global stacks,
and copies a global stack onto a fader master. Finally, you can also use it to
copy stacks between pages.

You can only Append onto a fader master. Any other destination will have
no effect. Append creates a new scene and places it at the end of the stack.
If you are appending from another fader master or global stack, the entire
stack will be appended.
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Insert

Merge

Delete

The Insert button acts in a similar fashion to Append, but places the new
scene or stack immediately after the current scene of the stack. Insert and
Append only work when the destination is a stack.

The Merge button does not add any new scenes; instead, it merges the new
scene onto an existing scene, replacing any old parameter settings with the
new values, and adding parameters where they were not there before.
Merge works with scene masters, fader masters, groups, presets, palettes
and global or local scenes. When merging a scene onto a stack, the scene
will be merged onto the current step and all subsequent steps. Two stacks
can also be merged together step by step using merge.

The Delete button works by holding down Delete, and then choosing what
you want to delete. Delete erases groups, position presets, and palettes. It
erases scenes from scene masters and local or global scenes. It deletes steps
from stacks on fader masters, and deletes entire stacks when deleting a local
or global stack.

Introducing the Other Programing Keys

Shift ¢+

Masking

Deleting

YA

For fixtures with more than 12 parameters, the ¢ button accesses additional
parameters on each wheel. Up to four different parameters can be stored on
each wheel. The LED lights when shift is used.

Shift has an additional function useful when working with multiple fixture
types. If different fixture types are selected simultaneously, they might
have different starting values, (note: the parameter displays only show the
settings of the last one selected). When the parameter wheel is moved, each
fixture is changed by the same amount, which preserves the relative spacing
of settings between each fixture. If you want to grab all fixtures to the same
value, hold down the shift key while moving the wheel.

Use the Mask button to exclude parameters from scenes and stacks. While
adjusting a scene's settings in the programer, you can press Mask to restore
a parameter's original settings, if any. This is useful for correcting errors
and making sure scenes and palettes do not contain unwanted parameter
types. You don't have to push Mask if its parameter LCDs show --?--.
Likewise, if, for instance, the focus Mask button is pressed while assigning,
appending, inserting or merging a scene or stack, the new focus information
will not be stored in the destination. The source remains intact.

When using Edit or Merge, the parameter Delete buttons are used to erase
fixture parameters from a scene altogether. Note, this is not the same as
setting values to O or defaults.

Never set a parameter to 0 (or its default) just to get rid of it.
The value will still be in the scene, and will force the parameter

to 0 (or the default) when played back. Instead, use Delete to
make sure that it is not recorded in the scene.
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Blind

Highlight

For example:

1 Clear the programer, and select the fixture(s) in the programer.

2 Press the Delete buttons for the parameters you want to remove. All four
will erase the entire fixture.

3 Press Merge.

4 Select the scene, stack, preset, palette, etc containing the fixtures to be
deleted.

Or using Edit:

1 Press Edit.

2 Select the scene, stack, preset, palette, etc containing the fixtures to be
deleted.

3 Select the fixtures in the programer.

4 Press the parameter Delete buttons.

5 press Eait again.

Blind prevents the fixtures being programed from responding during pro-
graming. This feature is particularly important when programing during a
show while other scenes are active.

Highlight sets a fixture to a full, white beam to aid programing. These
settings are only temporary and aren't included in programing. You'll find
this button useful for aiming beams at stage positions.

If you are adjusting some parameters in the programer, and you screw up,
you can scrub your current changes by pressing 4. The parameters will
revert to their previous settings.

Also, use + to undo any typing errors while keying in instrument numbers.

Recording Parameter Types Separately

ICF

You will have noticed that you can record parameter types separately from
other types, just by not moving the other wheels or by using parameter
Mask. This allows you to make Palettes that work only on a particular type,
and to record scenes and stacks that affect colour or focus, for instance.

Intensity, colour and focus types are set up so that whenever you move a
wheel of that parameter type, all the parameters of that type are recorded.
Therefore you cannot record pan separately from tilt, or dimmer level
separate from shutter, for instance.
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Beam

Due to the multitude of beam parameters on fixtures, the beam parameter
type allows separate recording of parameters. Therefore, to record beam
parameters, you must move all the wheels that you intend to record, so that
the parameter display " () "s surrounding each output value disappear.

Naming Scenes and Stacks

Add Names

Stack Synthesizer

NoCAD

Groups

Any scene, step, stack, group, position preset, palette, local or global scene
or stack can be named with the Add Names window. Type the name into
the edit box in the window, press the return key () on the control rack
keyboard, and touch the button or fader you want to name. That's all it
takes.

In the playback section we'll see that there are three modes in which a stack
can be played back: manual, chase, and timed. To name an entire stack as
opposed to a scene on a stack, you must be in chase or timed modes.
Manual mode is used for naming the steps or scenes within a stack.

Groups eliminate tiresome, repetitive entering of fixture lists; instead, you
can select the desired fixtures with one button press.

Fixtures can be grouped any way you like—they aren't limited to just one
type of light. Likewise, there's no limit to the total number of fixtures that
can be grouped.

For instance, one useful group might be "All fixtures" to simultaneously
select all of a show's lights for a complete blackout. Others might be "Back
truss" or "Blue Par Cans."

Groups are setup and chosen through the groups menu located to the left of
the fixture menu LCD. To create a group:

1 Select the desired fixtures with the programer.
2 Press Assign.

3 Touch a button in the group menu.

To use a group, just push the group button.
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Odd, Swap

Palettes

If you run out of buttons to place a group on, press the up arrow located
below the menu to reveal seven empty spaces. This process is called
"scrolling the menu." To return to the original menu, press the down
arrow. Use the arrow buttons to access all 230 group buttons.

It's worth taking a few minutes before starting programing to setup expected
groups. Doing so will save time later on.

The Odd button is an automatic group that selects all the odd fixtures of the
current fixture type. Use the Swap button to swap between two fixture
selections: the fixtures currently attached to the parameter wheels, and the
fixtures already programed in the programer.

Groups are a good way to choose fixtures with one button push. Similarly,
the palette quickly accesses parameter settings without having to continu-
ally dial them up with the parameter wheels.

The palette is especially useful for fixtures with colour mixing systems
requiring programing of three separate values to select a colour. Dialing up
three values to program a colour shade will quickly become tiresome and
may cause mismatched colours. Having a palette button to set the values
instantly eliminates this problem.

A palette setting is programed in three easy steps:

1 Select a fixture (for example, Superscan 1).
2 Set the parameters (0% Red, 0% Green, 100% Blue).

3 Assign to a button in the Palette menu.

Now you need only hit that palette button to program Superscans to those
settings. Note that although only one Superscan was selected, the palette
setting will work for all Superscans.

Let's give this palette setting a name. Choose the Add Names menu on
the control rack screen and type in "Blue." Press return and then the desti-
nation palette button.

It's also possible to have different effects for different types of lights on a
single palette button. For example:

1 Choose an Intellabeam.
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2 Set the colour wheel to blue.

3 Press Merge.

4 Press the Blue palette button we created above.

- Now when Superscans and Intellabeams are selected together and the
palette button pressed, both fixtures will go to blue. This facility is ex-
tremely useful when mixing colour scrollers, moving lights, etc. together in
one show.

[j} We recommend that you setup an "open" palette to force every fixture to

open shutter, no colour, and clear beam. Make sure that you move all the
beam wheels, otherwise some may not get recorded. (This is not the same
as Highlight which is only temporary.) Using this palette setting to open
shutters and dimmers: a) is quick, b) gives increased programing accuracy,
and c¢) eliminates unwanted settings lingering from a previous scene.
Similarly, a "shut" palette which only sets dimmers to O or closes shutters is
useful for setting up cues that perform a dimmer desk style swap.

Program the palettes using only the parameter types that you
intend, and don't let others (like Intensity) slip in by mistake.
Use the parameter Mask buttons to remove any unwanted

parameters moved before assigning, or parameter Delete and
Merge to remove any parameters accidentally assigned.

You are not limited to just storing one type of parameter in a palette - you
can mix colours, beam effects, intensities and focuses all together. Infact,
an entire scene can be stored as a palette.

Palettes don't have to store one look per type of fixture - you can program
patterns across fixture types. For example, program Scan 1 with red and
Scan 2 with blue and store as a palette. When that palette is across all
scans, the odd scans will be red, and the even scans blue.

Palettes can store focus position presets. This allows you to define a geo-
metric look of postions which is built up from a series of position presets.
This is better than storing the look as another position preset, since the look
will not have to be adjusted when the truss 1s moved — it will update auto-
matically from the constituent position presets.

Position Presets

Position presets are like palettes in that they give instant access to particular
levels. However, position presets only work for focus (pan and tilt) infor-
mation and don't store other parameter settings even if they are programmed
- you do not need to use parameter masks to strip them out. Also, the
values stored for a position preset are unique to specific lights. This way
you can aim every light at the lead vocal position, store it as a preset, and
then recall the unique aiming information for every light at the touch of a
button.
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Changing Presets

The beauty of position presets is that they automatically update throughout
programing when the preset is changed, unlike palette settings. So if you
program an entire show using position presets, you only have to merge the
new settings into the preset to update all of your programing. This is very
useful for touring, where focus positions are usually tweaked at each new
venue.

Making a position preset is much like creating a palette setting:

1 Select the first fixture, say Superscan 1.

2 Turn on Highlight (a quick way to turn lights on, but not required).
3 Adjust the scan's pan and tilt values to properly focus its beam.

4 Hit .J to move on to Superscan number 2 and focus its beam

5 Continue until all fixtures have been focused.

6 Press Assign.

7Press a button in the Position Preset menu.

Just like with palettes, fixtures of different types can be combined on one
position preset.

To alter an existing position preset:

1 Press Edit.

2 Select the position preset.

3 Selecf the fixture(s) to be refocused.
4 Adjust the pan and tilt values.

5 Press Edit.

Or, using Merge:

1 Select the fixture to be refocused.

2 Load its position preset into the programer.
3 Adjust its pan and tilt values.

4 Press Merge.

5 Press the original position preset.
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still create a preset (or a palette) with that scene's settings. Just touch the
fader or scene master, press Assign, and press a position preset menu
button.

[jo If you created a focus position in a scene without using a preset, you can

“ If you haven't done so yet, now is a good time to try out what you've been
programing. Select a group, a palette setting, and a position preset. Mix
and match to see what effects can be achieved.

Working with Existing Scenes and Stacks

Once you've created and stored scenes on the faders or scene masters, you
can copy them to anywhere on the console. The following examples show
some of the possibilities:

Copy a scene from one scene master to another...

1 Select the scene master to copy.
2 Press Assign.

3 Touch the scene master where a copy is to be placed.

Combine the current step of a stack with a scene located on a scene master...

1 Select the fader (by pressing Flash) having the scene to be copied.
2 Press Merge.

3 Touch the scene master that the selected step is to be combined with.

.

[ §T_D You may have noticed that when you choose a source, the master will be

activated or will flash. To prevent this, you can choose a source blind in
the following way: for scene masters, press the master while holding down
its scene master Add or Swap button; for faders, press the Flash button
while holding down ¥ . You do not need to do this while choosing the

destination, since the console automatically prevents any output.

Insert a scene after the current step in a stack...

1 Touch the scene to be copied. (It could either be on a fader or scene
master).

2 Press Insert.

3 Select the fader having the stack into which the scene is to be inserted.

(Make sure that the current step is the one before where you want to
insert the scene.)

Add an entire stack to the end of another one...
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Pages

I select the fader having the stack to be copied.
2 Press Append.

3 Select the destination fader.

Use Append to copy a stack to an empty fader.

We can do the same copy, but modify the stack while copying it...

1 Select the fader having the stack to be copied.
2 Press Mask in the colour parameter section.
3 Press Append.

4 Select the destination fader.

You can tell if your mask has been successful by noting the lack of a C (for
colour) in the stack's display. Don't forget to turn mask off; otherwise it
will continue to mask when you don't want it to.

Entire stacks can be merged together step by step (or property by property if
desired)...

1 Select the fader having the stack to be copied.
2 Press Merge.

3 Select the destination fader.

This combines step 1 of the first stack with the active step of the second
stack, step 2 and the next destination step, etc., until the destination's last
step is reached. If the active destination step is step number 2, then step 1
will not be affected. If the source is shorter than the destination, the source
will repeat itself and merging will continue through the end of the destina-
tion.

If you find that your commands aren't working quite as expected, look at the
programer display to see how your actions have been interpreted by the
WHOLEHOG. A frequent problem is that people attempt to assign out of
the programmer, but have mistakenly set something else up as the source.

What happens when you've used up all 20 faders and 28 scene masters with
your programing, but you need more room to store scenes?

You change page!
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A page holds everything stored on the faders and scene masters at one time.
By changing page you get another 20 faders and 28 scene buttons to store
programing. Pages can be used to organise your programing-by song, act,
or any other unit.

Everything we've done so far has been on a single page—"Page 1" if you
haven't changed the name. To access a different page use the page menu.
You'll need to press Swap Menus first to get to this menu. (You're OK
once its LED is not lit.) The page menu is second from the right.

In the page menu you'll find a list of available pages. The page with its
LED lit is the one you're currently in. To change page, press the page
button you desire and its LED will start flashing. Then preview its contents
by looking at the fader LCDs:
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If you want to move to this page, press the Change Page button in the
program section. To create a new page, just hit an empty page button in the
menu, and a new page will be created. 77 pages are possible per show; use
the scroll buttons to access new pages once the first window fills up.

You can name pages just as you'd name anything else on the desk. Type in
a name in the Add Names window on the control rack screen and then
touch the page button.

If for some reason you change your mind while previewing a page and don't
want to go to the new one, simply press the original page button and you'll
stay there. The displays will return to normal.

If a stack or scene is active when a page is changed, it will remain active. A
I4 in the display signifies that a new stack or scene assignment is pending.
The old assignment will be held over until the stack or scene is deactivated.
Similarly, if an intensity-only scene is about to be loaded onto a stack, a P
will come up to indicate that you need to pull the fader down to zero.

Copying If there are some scenes or stacks in one page that you'd like to use in
another, it's possible to copy them across with the same five function keys
we've been using for other programing. However, you must first preview
pages before using them. So to copy a stack from one page to another:

1 Press the source page button. (Not necessary if you're already there.)
2 Select the source fader.

3 Press the destination page button.
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Globals

4 Press Assign.

5 Select the destination fader.

Assign can copy anything between any page; your source or destination
needn't be the current page. However, if the destination page is the current
page, you can use the other edit keys as well — Append, Insert, Merge.
Like Assign, Delete also works with any page.

You can Edit a local scene directly, without having to make its page cur-
rent.

Use Delete on a previewed page to quickly delete an entire stack. Other-
wise you'll have to delete it one step at a time. Deleting a stack is done in
four steps:

1 Preview a page.
2 Hold down Delete.
3 Select the stack to be deleted.

4 Return to the original page.

Only preview a page when necessary. Running a show while a
page is previewed will lead to unexpected results, namely

inoperable scene masters and flash buttons.

If you use the same looks, chases or effects throughout a show, then globals
will be of great use. Like position presets, globals will update wherever
they're used in a show. A global is created just like any other scene, only
it's assigned to the global menu rather than a fader or scene master.

Globals use the remaining four menus with two each for global scenes and
global stacks. Once a global is created it can always be accessed through
the menus.

The globals can be assigned to as many pages as you like, and remain linked
to the original global scene or stack in the menu. Any change to the original
automatically affects all the others. Note that changes will not take effect
until the page is changed.
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