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Stage Research, Inc. Software License

IMPORTANT: By Installing, Copying, Duplicating or Using the accompanying software and/or printed or on-line documentation in any manner
or form, you are agreeing wholly and completely to the following license and conditions. If you do not accept these conditions, you MUST
promptly return or destroy the accompanying software.

GRANT. Stage Research, Inc. (" Stage Research™) hereby grants you a non-exclusive license to use its accompanying software product

(" Software") free of charge for 30 days (after which you must purchase a license from Stage Research) if the Software is labeled as a
Demonstration version (“ Demo”), using language similar to, but possibly not exactly, as "Demo," during the initial start-up screen, and/or if the
Software is labeled as a Demonstration version in the "About..." dialog box, using language similar to, but possibly not exactly, as "Demo," and/or
if the Software is labeled as a Demonstration version in the main window caption bar, using language similar to, but possibly not exactly, as
“Demo.” If you do not fit within the description above, alicense fee is due to Stage Research and license is granted. If you are using the Software
free of charge, you will not be entitled to support or telephone assistance.

If you fit within the above description, you may: use the Software on any single computer; use the Software on a second computer so long as the
first and second computers are not used simultaneously; or copy the Software for archival purposes, provided any copy must contain all of the
original Software's proprietary notices. In addition, if you fit within the description to use the Software free of charge (i.e. you are using the
Demo), you may duplicate and distribute the Demo without restriction, as long as all of the original Demo Software’ s proprietary notices are
included.

You may not: permit other individuals to use the Software except under the terms listed above; modify, translate, reverse engineer, deconpile,
disassemble (except to the extent applicable laws specifically prohibit such restriction), or create derivative works based on the Software; copy
the Software (except for archival purposes);

TITLE. Title, ownership rights, and intellectual property rights in and to the Software shall remain in Stage Research and/or its suppliers. The
Software is protected by the copyright laws of the United States and international copyright treaties. Title, ownership rights, and intellectual
property rights in and to the content accessed through the Software is the property of the applicable content owner and may be protected by
applicable copyright or other law. This License gives you no rights to such content.

DISCLAIMER OF WARRANTY. You acknowledge that the software is supplied "AS1S" and that Stage Research not making, and that no person
acting on behalf of Stage Research has made, any warranty or representation as to the Software's functionality, performance characteristics,
merchantability or suitability for any particular purpose. All such warranties and representations are hereby excluded to the maximum extent
permitted by law. The entire risk as to the quality and performance of the Software is borne by you. Should the Software prove defective, you
and not Stage Research assume the entire cost of any service and repair. This disclaimer of warranty constitutes an essential part of the
agreement. SOME STATES DO NOT ALLOW EXCLUSIONS OF AN IMPLIED WARRANTY, SO THISDISCLAIMER MAY NOT APPLY
TO YOU AND YOU MAY HAVE OTHER LEGAL RIGHTSTHAT VARY FROM STATETO STATE OR BY JURISDICTION.

LIMITATION OF LIABILITY. UNDER NO CIRCUMSTANCES AND UNDER NO LEGAL THEORY, TORT, CONTRACT, OR
OTHERWISE, SHALL STAGE RESEARCH OR ITS SUPPLIERS OR RESELLERS BE LIABLE TO YOU OR ANY OTHER PERSON FOR ANY
INDIRECT, SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES OF ANY CHARACTER INCLUDING, WITHOUT LIMITATION,
DAMAGES FOR LOSS OF GOODWILL, WORK STOPPA GE, COMPUTER FAILURE OR MALFUNCTION, ORANY AND ALL OTHER
COMMERCIAL DAMAGES OR LOSSES. IN NO EVENT WILL STAGE RESEARCH BE LIABLE FOR ANY DAMAGES IN EXCESS OF
STAGE RESEARCH'S LIST PRICE FOR A LICENSE TO THE SOFTWARE, EVEN IF STAGE RESEARCH SHALL HAVE BEEN INFORM ED
OF THE POSSIBILITY OF SUCH DAMAGES, OR FORANY CLAIM BY ANY OTHER PARTY. THISLIMITATION OF LIABILITY SHALL
NOT APPLY TO LIABILITY FOR DEATH OR PERSONAL INJURY TO THE EXTENT APPLICABLE LAW PROHIBITS SUCH
LIMITATION. FURTHERMORE, SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL OR
CONSEQUENTIAL DAMAGES, SO THISLIMITATION AND EXCLUSION MAY NOT APPLY TO YOU.

TERMINATION. This license will terminate automatically if you fail to comply with the limitations described above. On termination, you
must destroy all copies of the Software.

MISCELLANEOUS. This Agreement represents the complete agreement concerning this license between the parties and
supersedes all prior agreements and representations between them. It may be amended only by awriting executed by both
parties. If any provision of this Agreement is held to be unenforceable for any reason, such provision shall be reformed only
to the extent necessary to make it enforceable. This Agreement shall be governed by and construed under Ohio law as such
law applies to agreements between Ohio residents entered into and to be performed within Ohio, except as governed by
Federal law. The application the United Nations Convention of Contracts for the International Sale of Goods is expressly
excluded.
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1 Introduction

How This Guide is Organized
Requirements
Product Line
Product Overview
Digital Sound
Editing
Playback
Sound Cards
Product Support

Conventions

How This Guide is Organized

Don’ t be put off by the size of this guide! Most users quickly learn SFX without every cracking opening this book. Asyou’ Il
see, the best way to tackle SFX is to read the first two chapters of this guide and then to experience the software directly by
experimenting. Most of the content in this guide is reference material and is included for thoroughness about the software.

This User’ s Guide is organized into three parts, and discusses the functionality of the SFX product line: Basic, Standard,
ProAudio, and Show Control. Part I: Introduction is relatively brief and is intended to be read before using SFX. The first
chapter of Part I, Chapter 1: Introduction, is an introduction to this guide and SFX. Chapter 2: Getting Started will explain
the basic working concepts of SFX and provide you with a short tutorial to get you acquainted with the application. We
recommend that you read the first two chapters of this Guide before running SFX. Then, launch SFX and work along with the
Example Workspace section (page 20) in Chapter 2.

Part 11 of this guide is areference section that explains each of the mgjor components of SFX, devoting to each an entire
chapter. The chapters in this section are intended to introduce you to more of the features of SFX. Part 111: Miscellaneous
covers more advanced topics.
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Requirements

Pentium 11 500 M Hz processor or better.

256 MB of RAM

Windows XP or Windows 2000

Video resolution of at least 800 x 600 (1024 x 768 preferable)

CD-ROM drive

Sound Card(s) with DirectX support (e.g. Echo Layla/Gina— http://www.EchoA udio.com)
Parallel/USB port

NN N ) ) ) )

The Windows DirectX technology must beinstalled for SFX to work properly. SFX is compatible with any sound cards that
have true DirectX sound drivers. DirectX is shipped with SFX or can be downloaded fromMicrosoft’ s WWW home page at:

http://www.microsoft.com/DirectX

Product Line

SFX is aline of products, each with different features and characteristics. The SFX product line is composed of Standard,
ProAudio, and Show Control. This guide will contain all possible features and functionality for the entire product line. Some
features listed below may not be in the SFX edition you own. To determine the edition of SFX you own, select fromthe main
menu Help | About. The Help dialog boxwill list the exact product(s) you have.

To Upgrade your edition fromone level to another, select from SFX’ s main menu, Help | Upgrade Edition for instructions.

The Standard edition does not limit the number of opened Cues files and Effects files per workspace. It gives you four stereo
output channels per Cues view, and limits you to four simultaneous sound cues per stereo output. Sound effect types
included in the Standard edition are the Wave file, MIDI sequence, and CD track. In addition to the A utofollow and Wait cues
contained in every edition, Standard also includes MIDI Command, Trigger, and Restart. The Array view is included with
Standard, as well as Keyboard and MIDI triggering.

The ProAudio edition is similar to the Standard edition, except it allows eight stereo outputs and places no limitation on the
number of simultaneous sound cues. The ProA udio also contains multipart Wave files so that you can create one Wave cue
composed of up to eight separate Wave files all synchronized together. Also with ProAudio, you can create loop segments in
your Wave cues.

The Show Control edition is the Standard edition, but includes the MIDI Show Control effect type and the M Cl effect type.
Also, MIDI Time Codeis included. Various show control plug-ins are also part of the Show Control Edition.

Product Overview

SFXis atheatrical, sound playback and show control software application, and is designed to aid the sound designer and the
sound technician in creating, maintaining, and executing sound effects or music for alive entertainment environment. With all
the features and ease of use, SFX not only replaces traditional sound playback equipment, but it also provides you with
possibilities that were not previously practical or even possible. For instance, one of SFX' s key features is its ability to play
multiple sound effects through one or more sound cards by using the DirectX technology. SFXis also capable of show
control through MI1DI Commands, MIDI Show Control, and MIDI Time Code.

SFX can playback a number of effects. The sound effects that SFX can playback are Wave files, MIDI sequences, and audio
tracks froma CD-ROM. Along with sound effects, SFX is capable of playing other effects such as MIDI Commands to
external MIDI devices and MIDI Show Control commands. Sound effects can be linked into sequences through Waits,
Autofollows, and Trigger cues, or cues can be executed through MIDI Time Code.

A robust interface allows you to place and size windows wherever you like on the desktop, choosing to include or not include
whatever windows or features you want or don’ t want. Fonts, backgrounds, and colors are customizable as well. Drag-and-
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drop is also included providing you with the convenience of simply dragging sound effect files fromyour desktop right onto
SFX and into your cuelist. In addition, multiple cue lists can be opened on the desktop simultaneously.

Each cue list has a number of other windows, or “ views” associated with it. Each view has a particular task or function. For
example, the Go Button view triggers cues and the Notes view displays user-entered information about each cue.

By default, SFX displays a Cuesfilein a Cuesview. The Cues view is really just a Cue List, with each cue listed one after
another. Alternatively, you may display this list in adifferent way through the Array view. The Array view is still a Cue List,
but each cue is displayed within alarge button in the Array. The buttons are contained in alist that you can scroll through.
To play acuein the Array (through the Instant Play feature) you click on the button with the cuein it. The Array view works
well in an environment that is more spontaneous than a specifically scripted show. The Cues view and the Array view are
synchronized together, so selections made in one view are reflected in the other view.

What’ sNew in Version 5.6

Building on the successes of version 5.0, version 5.6 adds many powerful features including:
?  24-bit and 32-bit, 44.1 kHz and 48 kHz wave files under Windows XP
?  Multipart Wave cues to synchronize multi-channel playback of wave files in the ProA udio edition
? DirectX 8.1 features with and other enhancements for Windows XP and Windows 2000

SFX 5.6 also added other updates including Notes background color, renumbering cues fromanywhere in the cue list, and a
tweaked Fade effect. The wave cue effect has had its looping features moved to a special Effect Property tab under the Wave
cue properties. Act, scene, and page information has also been included on the Attributes Property page for the cues, and the
Trigger effect type has been renamed to the Command effect type.

For acomplete list of changes, see the ReadMe.txkt file located in the SFX folder on your computer.

Digital Sound

SFXis adigital sound playback application that plays the following sound effects files: Wave files ((wav), MIDI sequences
(.mid), and audio tracks froman audio CD in the CD-ROM. Sound effects are played through one or more sound cards in the
computer.

Editing

SFX s strictly asound playback application and does not allow you to do any digital editing on the effects. Many excellent
software products exist out there already for this purpose. See Sonic Foundry (www.SonicFoundry.com) and Syntrillium
(www.Syntrillium.com) for sound editing and related software. Some of these products also have “ CD ripping” abilities which
mean they can convert audio CD tracks into Wave files, which is the preferred format of playback in SFX. You will also find it
easier to work with Wave files then CD tracks. Stand-alone rippers may also be found at www.download.com.

Playback

SFX is designed to chiefly playback sound effects. These sound effects are recorded on the hard disk or on aCD in the CD-
ROM. SFX can also play special cues such as MIDI commands, M Cl commands, and MIDI Show Control messages
(depending on the edition of SFX).
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Sound Cards

SFX will support sound cards that have proper support of the Windows’ DirectX technology. Such sound cards will have
DirectX or WDM drivers available. A driver is a software programthat interfaces the operating systemwith the hardware of
the sound card. Examples of sound cards compatible with SFX are the Echo line of cards (www.EchoA udio.com).

Product Support

Product Support for Stage Research products is available to registered users. Please consult this documentation and the
READMEfilefirst if you have any questions. If you do not find answers here, Stage Research maintains aWorld Wide Web
site with afully searchable Knowledge Base as well as a Customer Service and Technical Support number.

World Wide Web: http://www.StageResearch.com

e-mail: InNfo@StageResearch.com

Customer Service, Technical Service, and other Inquires: 1-800-929-1708 or 440-717-7510
Mail address: PO BOX 470417, Cleveland OH 44147

NN N )

Email Newsgroup

Join the SFX User' s email newsgroup to converse with other users and stay up on the world of SFX! Seethelink to the
newsgroup fromour web site, or go to:

http://groups.yahoo.com/group/SFX_Users/

Conventions

SFX follows the Microsoft Windows convention, and you should be familiar with using it before attempting to use SFX. This
guide assumes you have abasic knowledge of the Windows environment.

This guide will also make references to sequences of menu itemseparated by the“[' (pipe) character. Menu itemor buttons
will be represented in all capitals. For exanple, “ Select FILE| SAVEAS...” specifies the File menu and the Save As... item
under that menu.
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| nstallation

Connect the hardware key to your first parallel port (printer port) if you have a parallel key, or to a USB port if you have a USB
key. If you do not connect the key to your computer, SFX will run in " Demonstration" mode. If you received a USB key,
connect it after you have completed the install of the software.

Install SFX fromthe CD-ROM. During installation, the setup programwill install Microsoft DirectX. DirectX can also be

obtained directly fromMicrosoft’ s Web page at http://www.Microsoft.com/DirectX. If you do not install SFXin the
recommended location, you may have problems with the Example workspace (see Exanple Workspace page 20).

Updates

After you install SFX fromthe CD, you should check the Stage Research web site for any recent updates and install themas
well (see Product Support page 12).

Patch, Groups, and Volumes

Because SFX has the ability to play multiple sound

/ SFX's Patching Scheme to Sound Card Outputs \\ effects through one or more sound card outputs,
you must specify where you want your output

Sound Card Outputs patched. Thereare two devices that need patching:
“";_":f;";‘:‘g:“ Sound Cuipues 1 8.2 Sound Dupula 3 & 4 Wave playback devices and MIDI playback
T .ol
Pl Y
e i T

devices.

SFX Groups ane
paiched o fhe sound 1!’:‘-73 Group 1
cand outputs

[ 57 Group 2 || s Group 3 || s7x Group 4 | SFX gives you up to four Groups for Standard and
Show Control and eight Groups for ProAudio. Each
Group is a stereo pair that can be patched to a

N P
3 R ~
Sound s in. o K e _ ' ' stereo output. For instance, in atypical stereo
assigned 10 one or more Sound Effact .
Groups for output / sound card setup, it would be one Group to one
— sound card, but in a multichannel sound card setup,
you could assign each Group to a stereo pair on

that sound card.

In turn, your cues can be Assigned to one or more of these Groups. You can have more than one Group patched to a stereo
output. The diagramat above shows afour channel (two stereo) system. In this instance, three Groups are patched to the
sound card outputs: Thefirst two Groups to the first stereo pair, and the third Group to the second stereo pair. Next, the
sound cues are assigned to the Groups with some cues even being assigned to more than one Group. This allows you to send
acue to any output as well as multiple outputs.

Patching provides you with alayer between the sound effects files and the sound cards. Instead of specifying the sound card
directly in the sound effect, you assign the effect to aGroup that in turn is patched to the sound card. Your effects only
“see” Group numbers, and if you move a show from one computer systemto another, those Group assignments remain intact
regardless of what type of sound cards are available.

You can play more than one sound effect to the same Group at the same time.

Another way to visual SFX’ s patching scheme is by thinking of it like a mixer:
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Mixer Model
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You can set up aGroup as “ preemptive” meaning that only one sound effect will play on that Group, and when another effect
begins to play, it will halt the first.

Setting up the Default Patch and Default Volumes

Each Cue List contains its own independent Patch. When anew Cue List is created, it initializes its own patch by copying the
settings fromthe Default Patch. Changing the Patch in the Default Patch will have no effect on Effects files or Cues files that

are already created.

During installation, the setup programwill automatically setup the Default Patch, but you should examine it before you begin
creating shows. The Default Patch and Default Volumes are used by the Cues files as templates when Cues files are initially
created.

To see the Default Patch and Default Volumes: Prétiisroia (| Daskiis Dataull Wave Paich | Defaull MIDI Pal
1. Select fromthe main menu TOOLS | G

OETIONSand the “ Options” dialog box EI?:;NEI | [Laytn2d 172 bralog (2] El L:

will appear. Bicin 2 ik

2. Select the DEFAULT WAVEPATCH tab  Freeepi | |Lasta24 34 Anslog 7] -] o

or DEFAULT MIDI PATCH tab, or Growp 3 2,

DEFAULT VOLUMEtab. Fresept | | Lapta24 575 Analoa 4] ) 1e

Group 4 Cu

Preempt | | Lata2d 7/5 bralog 5] s

This DEFAULT WAVEPATCH tab displays the

=]

Groups’ patching to the output sound cards. It shows Ep'f:;“ Zﬂ [Nans Selacted =]
which Groups are patched to which sound card Eint
drivers. Click onthe DEFAULT MIDI PATCH tab to dppis 7 | None Selocted |
see which Groups are patched to which MIDI G ™
instrument drivers. The Group nunmbers for MIDI and FPreempt | Nare Selected =l
Wave refer to the same Groups (i.e. there is not a Gt &

b

separate set of eight Groups for each Wave and MIDI).  Fiesmpt | [None Selected

Click the DEFAULT VOLUM Etab to seethe volume
levels that new cues will beinitially set to when they are created.
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The Default Patch exists for you so that you can configure it once, and then not have to worry about patching each time you

create anew Cue List.

Effects File

' tfects - SRExampleEffects =E <
Ingest  w [=':,.--.: |i'-:.:- e | e mamps Sk T!
Type | Drescription g
= EBoard Room Applauss
Bormb Fall 01
Car Chirp Loop
3 Car Hom 01
mave  Chimes?x [
£ ! [i2]
Far Help, Press Fl Bekctediol o

SFX utilizes two types of files. Thefirst filetypeis the Effects
file. Effects files contain links to effects on your computer and,
instead of using filenames for the effect names -- which tend to
be cryptically named -- you can assign the effects any names
you want. Effects listed in the Effects view do not have to be
strictly sound effect files, but can be other effect types such as
MIDI commands, etc. Sincethis view acts as alibrarian of your
effects, you don’ t directly playback the effects fromthis file;

it sonly there to help you organize your effects. You can play
asample of the effects in this view, though, to get an idea of
what it sounds like before you add it to a Cues List. You may
want to create an Effects file for each type of effect. For

instance, you can have an Effects file that contains links to different types of doorbell effects, and you might also have an
Effects file that contains links to environmental sounds.

When you create actual Cue Lists, you can draw upon the effects that are located in this file.

The use of Effects files is optional. You can always just create your cues fromdragging-and-dropping fromWindows Explorer

or fromSFX’ s Effects Tool Box

Cues File

The second type of file used by SFX is the Cuesfile. Cues files are your Cue Lists and contain the sound effects and other
effects that will be played back during a performance. They also contain Notes and other extrainformation that will be
displayed during playback. Effectsin the Cues files are obtained fromone or more Effects files, directly fromdrag-and-drop
fromthe Windows BExplorer, or fromdrag-and-drop fromthe Effects Tool Box.

"0 {A) Clies - SRExBmploShow B
Ingng - E Zpepad w |ﬁ¢dam w | Digdetio !?luplﬂint > | (ea] !
G | Status | Type | Description F
100 <00:00> Wave Knocking on Doorwith Knuckles 3times
200 <0000 Wave  StfGund
®300 <0150 Waove  MusicO0003
. <03 Wil WAIT 8.000
| 000 Ve Sifesler Laughs Male O] ]
4.00 Slop STOR G300 MusicO0003
AN <aP> Wiaws Telesbones Rinn M : _:.T'.'
| ot s presz L Gipt i
T (8] Feodes - SIERampind B w5 Iﬁfﬁlm‘mg %ﬁ a7 5100 Uksiconong >
8 s T s R | 5%
This cue will autamatically play | “_“":_lml 0P S At
|
| Y] WEATT 1068 e
B ! B
i < 1| m || g | oD
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Work space

A workspace s a set of Effects and Cues files, the locations of their windows on the desktop, and individual settings relating
to those files and windows.

You will probably have a separate workspace for each show you work on. When you want to create a new show, you first
create a new workspace. Then, you create or

open any nurber of Effects and Cues files in E“fhﬁﬁ“;‘_‘::"‘w'“‘“‘“' S SiEL )
that workspace. When you close the | ole el =] 1jo]e] e =0l
workspace, SFX will save what files you had AT T 3 (@ i 3
opened, where on the screen they were, and biwt v | Souii v |Reciace w [Domin | Pupetiee || pemmm—m
any extra settings belonging to that particular SH L S | Desoripton —
workspace (e.g. trigger settings, etc.). 250 woDE War SHGET | E%
300 <01:54> Wave MusicDOD0D3 | r"-#ﬁ
If you are working on multiple shows, you DOBEr Wait WAIT 9,000 @
. . . <00-04> Wave Sinister Laughs Mz LH
probably will have multiple workspaces, with 400 S STOPGICOMush | @
each workspace customized to fit the needs of FY i O ] o |
H Fir b, l'-unl' 3 —— _ ol.o8 . —
that particular show. | o =) (TSIt @ = M
aec[ 3 Soew|[ | pee[ o ] os
[Cick tha Go Butten fo sxsclte uss | mjwiniwi]||iw | ooy
=
Far Hnk, Pres FL =i I— ——I—-IE— it [t

| o Hiolp, Frwas P 00000, 07 |

Desktops

Each workspace contains two desktops, called the Edit Desktop and the Play Desktop. The desktops provide you with two
areas to display your views. Also, when you arein the Play Desktop, you will not be able to make any modification to the files
that are opened there. You can move and size the windows (if they’ re not locked, see page 22), but you can not make any
changes to the effects or cues. The Play Desktop adds alayer of security to your show, protecting it frombeing modified. In
the Edit Desktop, you may change your Cue Lists and other information, and even run your show. The Edit Desktop can be
password protected so that you can ensure that your show will not be changed by anyone but yourself.

(EMEFi i en Predmsiarshowrcanisal - SEwsimpls [py] [.I2%] You can configure the windows opened
F;._;LT?:J mlc'" T“' l slafe mlome] on your desktop differently for each of
S — the two desktops. For example, in the

0 [ETEes SHE S ey BEE % o0 iarking anoe. o || 208 Edit Desktop you m'ght have an Effects
LA ' file displayed on the left side of the
pt =i i'?{f“ ng m” p&?“ i R . desktop so that you may add sound

i e e T | L s SN effects to your Cues file. But, in the Play

00 <O15H> W Musio0D0S . : : Desktop, you may have that same Effects

e i WAIT 8.000 ———_—______ W fileminimized so that it is out of the way.

g T g‘?‘g%ﬁfﬁﬁ'&ﬂa & If you close awindow completely in one
I el (B of the desktops, though, it will also

s ite disappear fromthe other desktop as well.
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Typically, when you are creating your
show and running through rehearsals,
you may choose to use the Edit Desktop.
In this desktop, you can add and edit
cues, or make quick changes to your
show such as volume adjustments or
entering in Notes about the cues. Then, when you move into actual performances, you should switch to the Play Desktop to
prohibit inadvertent or purposeful changes to your show. Also, in the Play Desktop, certain features and toolbars associated

For Halp, Pran 1 WNAMN i
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with creating a modifying a show will disappear to give you a cleaner desktop. You will also gain a slight performance boost
in the Play desktop.

To switch desktops:
1 Select fromthe main menu VIEW | SWITCH DESKTOP.

Views

A view is another name for “ window” and implies that it is a visual element to access your data. When you open up an
Effects file in SFX, for example, you will seeit displayed on your desktop in aview. This view, called the Effectsview, is a
window with alist of effects and controls in it. Opening a Cues File will open up many views, with each view showing you
some different aspect of your data.

View Purpose

Effects Displays thefile links in an Effects file

Cues Displays the effects in a Cues file to be played back during a
performance

Array Same as Cues, but displays the Cues file as an array of buttons
(available in the Standard edition and above)

Go Button Plays the currently selected cue

Notes Displays the user-entered information about the currently
selected cue

Cue Status Displays the playing state of acue

M enu and the Active View

Themenu is displayed at the top of the screen immediately under the caption bar. The menu is dynamic and will change
depending on which viewis active. You can determine which view is active by looking at the views’ caption bars. The bar that
is highlighted is the view that is active. To activate aview, click anywhere on the view (such as the view’' s caption bar).

File Edit Cuess: Wiew Tools Window I-.l.e_lp

When you activate a view, the menu will change to accommodate the special features for that particular view. It isimportant
to remember that if you want to access certain features that affect a certain view, you must activate that viewto make those
features available. For exanple, if you want to renumber cues in your Cue List, you must activate the view that holds the Cue
List in order to renumber it. Or, if you want to save one of your Effects views, you need to click on that view and then select
fromthe menu, FILE| SAVE

Some features do not affect any particular view and are available regardless of what view is active. There are also some
features that are available to more than one view, but work differently. For instance, EDIT | CUT is available to the Cues view
and the Notes view. Selecting CUT while the Cues view is active will remove the currently selected effect. If the Notes view
was selected, the currently selected text in that view would be deleted.

Toolbar

Thetoolbar is the bar of buttons found directly beneath the menu. The toolbar stays the same regardless of what view is
active. Functions found in the toolbar can also be found in the menu.
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Switch Enable Time
Open Save Copy Creshtop  Triggers Caode
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N Help
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Wakspace Wiews

To show/hide the Toolbar:
1 Select fromthe main menu VIEW | TOOLBAR and the toolbar will hide if it is visible or show if it was hidden.

Effects Tool Box

The Effects Tool Boxis afloating control panel on the desktop that you can use to easily add effects (see below Effect Types)
to the Effects views and the Cues views. Note: not all effect types may be present in your edition of SFX. The following
figure depicts the Show Control and ProA udio edition of SFX.

ToolBox | |

iave file “ f —— Ml Sequence
CD Track D —— Ml Command
Ml Shaw Contral . :"ﬁ';t_ ——— MCI Command
Autotollow IJ.—& E it
Fade k ﬁ Stop
Command -@- Restart
hdema I

To add an effect from the Tool Box to an Effects view or Cues view:
1. dick and hold down on the button of the effect in the Effects Tool Box.
2. Drag the mouseto the location in the Effects view or Cues view you want to add this effect and release the
mouse button.

To show/hide the Effects Toolbar:

1. Select fromthe main menu VIEW | EFFECTS TOOLBAR and the Effects Toolbar will hide if it is visible or show if
it was hidden.

Effect Types

SFX contains various types of sound effects and other effects depending on the edition of SFX you own. Along with sound
effects like Wave files and M DI files there are also other “ effects” that performother functions other than sound effect
playback. Forinstance, the Memo cueis simply an empty effect that displays aline of text in the Cues view. For more detailed
descriptions of the following effect types, please see the chapter entitled Effect Types (page 59).

Effect Type Edition Available
Wavefile All
MIDI Sequence Standard, ProAudio, Show Control

CD Track Standard, ProA udio, Show Control
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MIDI Command Standard, ProAudio, Show Control
MIDI Show Control Show Control

MClI Command Show Control

Autofollow All

Wait All

Fade All

Stop All

Command Standard, ProAudio, Show Control
Restart Standard, ProAudio, Show Control
Memo All

Wave file - awave file is the Windows standard audio file. Wave files end with the extension .wav.

MIDI Sequence - aserious of MIDI notes that are played through a MIDI synthesizer, such as a synthesizer chip on asound
card.

CD Track - an audio track(s) froman audio compact disc placed in the computer’ s CD-ROM.
MIDI Command - aMIDI message that is played to an external MIDI device to trigger it in some manner.
MIDI Show Control - a standardized MIDI message used to communicate with other entertainment equipment.

MCI Command - (Media Control Interface) a high-level command interface to multimedia devices and resources such as .avi
files, video discs, etc.

Wait - atype of delay cue that links two cues together. When the cue preceding the Wait is played, the Wait delays a user-
defined number of seconds before triggering the following cue.

Autofollow - atype of delay cuethat links two cues together. An Autofollow waits for the previous cue to complete before
triggering the following cue.

Restart - acue that will delay a user-defined number of seconds before selecting another cue and executing it. This cueis
typically used to make a cue list circular.

Command- acuethat activates another cue, cue list, or time code clock. Each Command cue contains many different command
choices.

Fade - a cue that modifies the volume of atargeted cue. These cues change volume logarithmically over the user-defined time
to ensure smooth fading.

Stop - acuethat halts playback of one or more targeted cues.

Men - a cue that does not do anything but provide aline of text in the Cues view. You can type any information you want in
here.
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Thefirst time you launch SFX; it will automatically open up to the example workspace. To open the Example workspace up
manually, select from SFX’ s main menu File | Open Workspace and navigate to My Documents\SFX. Load the SRExample
workspace found there.

The example workspace and corresponding files should be located under My Documents\SFX after you run the programfor
thefirst time. If you run SFX, and the files are not there, create an SFX folder under My Documents and then copy all the files
found in the C\Program Files\SFX\Documents folder. Then open the Workspace up manually.

Thefirst time you load the SRExample show, it may report that it is missing the files. See Locating Files (page 30 and page 40)
to have SFX find thefiles for you.

This workspace contains one Effects file and one Cues file. Initially, you will be in the Edit Desktop. To determine which
desktop you arein, look at the main SFX window caption bar. It should have the name of SFX, the current workspace name,
and aword in brackets. The word will either be “ [play]” or “[edit].” Ifitis“[play]” select fromthe main menu VIEW | SWITCH
DESKTOPto return to the Edit Desktop.

Different Views

The Effects files and the Cues files are represented on-screen by one or more views (windows) each.

The Effects file is represented on-screen by the Effects view, and for the

EX Fifiits - SRExampleEffects (=7
T———F 7 . SRBxampleworkspaceis titled “ Effects - SRExanmpleEffects.”
oot v | ookt Fiowines | Flor o | son “ SRExampleEffects” is the name of thefile.
Type | Description !“}]!
\Wave  Board Room Applause El The Cues file is represented by anumber of views. The main view is the
Eomb Fall 01 Cues view and for the Example workspaceis titled, “ Cues -
Mave  Car Chirp Loop SRBampleshow” . Similar to the Effects view, “ SRExampleShow” is the
Mave  CarHorn 01 name of the Cues file. Along with the Cues view are the Notes view, the Go
vave  ChimesTk button view :
wn Cresture Breath 01 and acouple | @ [#}Cues - SRExampleShirer =] E3
RS '?I'EEITLIFE ?I’Ej&th L5 fw] of Cue Izt W iEpl::cuI * |F|c|:lac|: B |Ilv|:k:h: | Propeihies.. i
< | ' > Status A e — = — et ey
For Help, Press F1 sk views Each |Q#  |Descripion =
of theother |[¥5.00 Telephone Ring 01
views display adifferent aspect of the Cues file. & AUTOEOLLOW
Notice the Notes view. The Notes view displays user-entered
text about the currently selected cue. Click on any cuein the HUTOFOI‘,LDW
Cues view and you will see the text in the Notes view change. Telephone Ring 01
Try clicking to other cues to see their notes. Some cues may 6.00 Music00001 -
not have any notes associated with them ir; [P e R P iy it e
g

Click on the first cuein the Cues view. Notice the yellow circle
before the cue number. This dot tells you the current state of the cue. Yellow means the cueis “ cued” and ready to be

played. Click on the Go button. Notice that there are two Go buttons on the screen. Thereis alarge Go Button view and there
is asmaller Go button in atoolbar contained within the Cues view. Both performthe same function. When you click the Go
button, the dot will change fromyellow to green, the cue will begin playing, and the selection bar will drop down to the next
cue. When the cue has finished playing the green dot will disappear. Click on Go again to play the newly selected cue.

To halt playback, click on the PANIC button in the Toolbar (see Toolbar page 18).

Along with the Wavefiles in the Cues view, you may notice other cues like Wait and A utofollow. Wait and A utofollow cues
are used to sequence cues together. For example, click on a cue directly before an A utofollow cue. Next, click on one of the
Go buttons. Notice how the selection bar first jumps down to the Autofollow and then jumps on to the following cue. When
thefirst cue finishes, the autofollow will automatically send a Go command to the following cue without you having to click Go
asecond time.
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Wait is similar to A utofollow except it starts to execute as soon as the preceding cue begins to play; it doesn’ t wait for the cue
to finish.

A's cues are executing, you can watch their status in a column in the Cues view:

To see the Status column:
1. Makethe Cues view active by clicking on it.
2. Select fromthe main menu CUES|STATUS COLUMN

The default format for the Status colurmn is Time Remaining.

To change the format for the Status Column:
1. Makethe Cues view active by clicking on it.
2. Select fromthe main menu CUES | STATUSFORMAT and a popup menu will appear
3. Select either TIMEREMAINING, TIME ELAPSED, or PERCENTA GE COMPLETED.

Click on the first cue again and click on the Go button. In the Cues view you can watch the seconds tick down in the Status
colurm for that cue.

Now click on a cue preceding a Wait cue. When you click the Go button, you will notice that both the cue and the following
Wait begin executing at the same time. After the Wait reaches zero, it will automatically playing the following cue. Using
Waits and A utofollows you can add reliable automation to your effect playback. For example:

QL00 <523 Steady Rain
<0:.08> Wait 8.000
Q200 <004~ Thunder - Loud
Autofollow
Q300 <008 Thunder - Low runble
Autofollow
<0:.23> Wait 23.000
Q400 <008 Thunder - Loud

When you click Go for the first cue it will start to play over five minutes of rain. Eight seconds after the Go, “ Thunder - Load”
will betriggered. When that finishes, “ Thunder - Low Rumble” will be played. Next notice the A utofollow/Wait sequence
immediately after Q3.00. This means that as soon as Q3.00 has completed, the Wait 23.00 will begin to execute, and when 23
seconds are up, Q4.00 will be triggered. All this will happen with only one click on the Go button.

Play Desktop

You should still be in the Edit Desktop. The name of the desktop is listed in brackets in SFX’ s main caption bar. In this
desktop you are able to modify your shows by changing the Effects and Cues lists as well as the properties of the effects
listed there. But before we begin making changes, you should be aware of the other desktop, the Play Desktop. The Play
Desktop is essentially identical to the Edit Desktop except that it will not allow you to make changes to your files. Typically,
you would use the Play Desktop when you are in production, where you would want to make sure that none of your files get
purposefully or accidentally modified. Also, you can place your windows differently on each desktop, so, for example, the
Cues view in the Edit Desktop can be a different size and place on the Play Desktop.

To switch to the other desktop:
1. Select fromthe main menu VIEW | SWITCH DESKTOP.

In each desktop you also have the option of “locking” the views so that they can not be moved, sized, or closed. You may
want to do this in the Play desktop for a performance to avoid any accidental view closing or movements.

To lock the views:
1. Select fromthe main menu VIEWS|LOCK VIEWS.
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f— or —
1. Click the Lock Views toolbar button.

When the views are locked, you will see a message in the caption bar and a check mark will appear before the LOCK views

menu item.

Go back to the Edit Desktop for the next topic.

| nserting Cues

Before inserting cues into the Cues view, make sure you are in the Edit Desktop (See Desktops page 17). There are a number
of ways to insert Cues into a Cues view (See Inserting page 34), and for this example, we will drag-and-drop fromWindows

Bxplorer.
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Toinsert a cue from Windows Explorer:

1. Open Windows BExplorer by
selecting from SFX' s main menu
Tools | Windows Explorer (or by
opening Windows Explorer
through Windows Start menu).
Resize and move the Windows
Bxplorer window so that you can
see SFX’ s cuelist.

2. Navigate to afolder that contains
Wavefiles.

3. Clickon aWavefileand hold the
mouse button down as you drag
the mouse over your Cues view
in SFX.

4. Release the mouse button over
the cue you want to insert this
new cue before.

There are other ways to insert cues. For example, you can drag effects fromthe Effects view and drop theminto the Cues view

or you can drag effects fromthe Effects Tool Box (see page 19).

In the Effects view you may use the mouse in conjunction with the CTRL and ALT keys to select more than one effect for
insertion. You may only select one cue at atime in the Cues view, though.

After you have inserted an effect, it will be selected. You can typein text in the Notes window or you may click the
PROPERTIES button in the Cues view to change the cue’ s description or other attributes. The cue’ s description can be no

longer than 256 characters.

Executing Cues

To execute your show, click on thefirst cue in the Cues view. It will then

become highlighted indicating that it is the next cue to execute. Then, click on
the GO button. You should see a green dot appear before the cue as well as

hearing the cue execute. Also notice that the selection bar immediately
dropped down to the following cue. When you are ready for that cueto

execute, click the GO button. If you click the GO button before a prior playing
cueis finished executing, you will notice that the cues both play at the same
time and overlap. With SFX Standard, you can overlap as many as four effects,

and ProAudio is only limited by computer power and memory.

&0 (A} GO - SRExa... |=) " 59|
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Conclusion

By completing the previous topics you now should have a basic understanding of how SFX works. At this point, you should
experiment with adding effects and building shows in the Cues view. Parts |l and Il are designed to be used as areference, so
when you get stuck on something you can look it up in those pages. You may also want to visit the Stage Research Web
page at http://www.StageResearch.com. On the Web page you can find a Show Case section that features examples of actual
shows that have used SFX.
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3 Working with Effects

Effects view
Inserting
INSERT Button
Drag-and-drop: Effects Tool Box
Drag-and-drop: Explorer, Folder
Deleting
Properties
Paying Sanple
Sorting
Fonts and Sze
Columms
Integrity Check
Locating Files
Patch
Printing

Effects View

The Effects view is the window that displays the information froman Effects file (* .sou file). You can use these views to
organize your sound effects (or other effects such as M DI Commands) to give your effects descriptive names, instead of just
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cryptic file names. The Effects view is not intended to have effects played back fromit; that’ s what the Cues view is for.
Think of the Effects view as a“ library” of your effects. When you are creating a Cue List (through a Cues View) you can draw

upon the effects found in the Effects views. pe — -

| ¥ Effects - SRExampleEffects =) 0/Ed
It isn’ t necessary to utilize the Effects views, as you can just Ineet  w | e | Pioperhes I ]gm“ ,5
as easily create cues directly into your Cues views. The : . o
Effects view is just a method to organize effects within SFX. Type | Description

fia Board Roorm Applauss

The Effects view can be sized and placed anywhere on the Bomb Fall 01
desktop. Multiple Effects views can be opened on the Car Chirp Loop
desktop at the same time. Immediately below the caption bar Car Hoim 01
of this view is atoolbar. The buttons in the toolbar are also wave  Chimes? v
available as items in the menu when this view is made active £ i [i2]
by clicking on the view’ s caption bar. For Help, Pross Fi Selecked 0 y

When this view is active, the menu will appear like this:
IFiIe Edit  Effects Miew Tools  SWindow Help|

The Effects view is disabled in the Play Desktop, and you may not make any modification to it there.

To create a new Effects file:
1. Fromthe main menu select FILE|NEW and a“ New” dialog boxwill appear.
2. Click on “ Effects.”

3. Clickon OK.
r.l';'.lp.gn L‘i"@ﬁ To open an existing Effects file:
: : T 1. Fromthe main menu select FILE | OPEN an
= -l - Do E “Open” dialog boxwill appesr.
| Dfutosave FX My Sounds cou 2. Inthe"“File Types” combo boxselect “ Effects
,:IIEE.EH-ID FX mﬁmﬁm (* .SOU)" )
e 3. Select the Effects file.
| 7 polete me.sou 4. Click“Open”.
Flemama: | Open
Fles of ypet | Effects [ aou) x| Cancel |
I Cues [* g | ———
Efiects e : |
Al Filee 77 s
| nserting

You have a number of ways to insert effects into the Effects view:

Click on the INSERT button in the view’ s toolbar

With the view active, select fromthe menu EFFECTS | INSERT
Drag-and-drop effects fromthe Effects Tool Box

Drag-and-drop or paste effects fromother Effects views or Cues views
Drag-and-drop effects from Windows Explorer or open folders

NN ) ) N

INSERT Button

Click on the INSERT button in the Effects view’ s toolbar. A menu will be displayed under the button of the type of effects
that you may insert into thelist. Click on thetype of effect you want to add, and follow the instructions in the following
dialogs.
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If you do not supply a Description for the files you add, SFX will provide you with a default description.

Drag-and-drop: Effects Tool Box

The Effects Tool Box (see Effects Tool Box page 19) is the control panel floating on the desktop. The Tool
Box contains the effect types that you can usein SFX. Some effect types (such as A utofollows and
Waits) have no meaning in the Effects view and therefore will not be added to the list.

To add an effect from the Tool Box to an Effects view:
1. dlick and hold down on the button of the effect in the Effects Tool Box.
2. Drag the mouseto the location in the Effects view you want to add this effect and release the
mouse button.

Drag-and-drop: Explorer, Folder

You may insert more then one sound effect at atime through drag-and-drop. To do so, open Windows
Bplorer and open the folder containing your sound effect files. Use the mouse to select multiple files (by
using the CTRL or SHIFT keys will clicking the left mouse button). Once you have one or more files
selected, use the mouse to click and hold down on one of the selected files, drag the mouse pointer into the Effects view’ s list,
and then release the mouse button. Effects added this way have default Description names of their file names, but you may
change the description by clicking on the PROPERTIES toolbar button.

ma il (o] F
HEEGCY

You can also drag-and-drop from other Effects views or Cues views by using the procedure discussed above. If you want to
drag an effect (copy) in the same view, you must hold down the SHIFT key. You can move an effect by holding down the
ALT key during the drag and drop operation.

Deleting

To delete one or more effects in an Effects window, select those effects and click on the DELETE button in the Effects view’ s
toolbar. You can also select fromthe menu EDIT | CUT or EDIT | DELETE when the Effects view is active.

Properties
Effect Properties Ed| The properties of an effect can include the effect’ s name, thefile
Wave | Effects | alibutes Miser | | name, the cue number, volume, group assignments, triggers, and

1 2 2 o 5 B T B
oy ihbos] | saited | merr) | sa| el ] o || OLNE'S-

To access an effect’ s properties:
1. Click on the effect you wish to the properties of.
. | 2. Click on the PROPERTIES button and the * Effect
== Property” dialog boxwill be displayed.

Gang | Gang | Geng | | Gang |

e [0 [0 [0

A0 s 1000 &
[ o ] cwced | G |

Playing Sample

To play an effect, click on the PLAY SAMPLE button in the Effects view’ s toolbar. While the effect is playing, the button will
change to STOP SAMPLE, and by clicking on it, SFX will halt playback.
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Sorting

You can sort the effects in the Effects view in two ways: by Description and by Type. Sorting is done alphabetically by
examining either the Description field or the Type field.

To sort the effects in the Effects view:

1. Clickonthe SORT button in the Effects view and a popup menu will appear.
2. Select either DESCRIPTION or TYPE fromthe menu and the effects will be sorted.

Font and Size

You may change the font and size of the text in the Effects view.

Select fromthe main menu TOOLS | OPTIONS and an “ Options” dialog box will appear.
Click on the DESKTOP tab.

In the section titled “ Fonts” click on the BEFFECT S button and a“ Font” dialog will appear.
Make afont selection.

Click OK in the “ Fonts” dialog.

Click OK in the “ Options” dialog.

Ok wWwNE

Columns

The Effects view displays two columns of information. Thefirst column lists the effect’ s type, and the second colunn shows
its description.

To change the color of the columns:
1. Select fromthe main menu TOOLS |OPTIONS and an “ Options” dialog box will appear.
2. Click on the DESKTOPtab.
3. Inthe section titled “ Colunn Colors” click on the EFFECTS button.
4. An " Hfects Columrmn Colors” dialog box will appear.
5. Usethe combo boxes to make your color selections.

I ntegrity Check

An integrity check will examine the Effects file to make sure that all the effects listed there are still valid. The chief reason an
integrity check will fail is if there are effects listed in the Effects view that are no longer on the hard drive, or have been moved
to another areaon the hard drive.

Todo anintegrity check:
1. Makethe Effects view active by clicking on it.
2. Select fromthe main menu EFFECTS | CHECK EFFECT INTEGRITY.

You will be notified the results of the integrity check. If the integrity check does not pass, a message stating the problemwill

appear and the offending effects will have black X’ s placed before their types in the Effects view. You should then check the
Properties of the effects that have not passed to determine the exact nature of failure.

L ocating Files

If you' ve moved files on your hard drive and would like to automatically update themin your Effects view, you can have SFX
automatically update your Effects file.
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To locate missing files:
1. Makethe Effects view active by clicking on it.
2. Select fromthe main menu EFFECTS |LOCATEFILES.

SFX will then examine each effect and its location on the hard disk. If it encounters effects that it can not locate, it will prompt
you to search for those files.

You have two options when locating files:

? Display all matches and prompt you to select the correct match for each effect, or
?  Automatically select the first match found for each effect.

Patch

The patch for an Effects file affects the output of Play Sample for this view.

‘Patch 213 To change the patch of an Effects list:
= 1 Makethe Effects view active by clicking
Wave Patch | Wi Patch | onit.
Group 1 TR = 2. Select fromthe main menu EFFECTS |
%’ﬂ}l * nsiog 12 = PATCH and a* Patch” dialog boxwill
Presmpt | |Lada24 34 Anatag (2] - appear .
Gleup3 3. Clickonthe WAVEPATCH or MIDI
Preampt | [Loriazd 57 Aroog (4] = PATCH tab.
R e e — 4. Usethe combo boxes to select output
_Preanpi | [Loke24 778 Andlos 5] zl devices for all, some, or none of the
Giradip 5 « .
[FiEEE| |-H-ur-= Selecied ﬂ Groups”.
Gpe e =" 5. If you want only one sound effect to play
Preampt | [Filane Sekected | on a Group, punch-in the PREEM PT
Group ? | button by clicking on it. When acue
H‘bﬂ oo Selcied = begins to play on a preempted Group that
F‘:::mﬂ [Fians Sehoied = already has a cue playing, the currently
s playing cue will be halted so that the new
IT!  Careel | e | Hew | cue can begin to play.

Changes made in this patch dialog will only affect the associated Effect List. To change the patch of other Effects Lists, you
must make themactive and repeat the above directions. Changes to the Patch here do NOT affect the Default Patch, and,
likewise, changes to the Default Patch do not affect the patch in already created Effects Lists.

Printing

To print an Effects file, make the Effects view active and select fromthe menu FILE| PRINT. You can further select which
properties of the effects to print. To change which properties will appear on the printout, click on the OPTIONS button in the
PRINT dialog.
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Working with Cues

Cues View

Font, Size and Color

Inserting
INSERT Button
Drag-and-drop: Effects Tool Box
Drag-and-drop: Explore, Folder

Inserting Special Efects

Replace

Deleting

Properties

Maying Cues

Panic

Patch

Show Control & Triggers

Go To Cue

Seek Cue To Time

Renumbering Cues

Clear All Time Code

Learn Time Code

Sort

Integrity Check
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Locate Files
PayList Mode
Columms
Printing
Cues View
0 TA] Cues - SRExampleShowr® =] | TheCuesview is the view that displays the
o= = f.;ml :nem v [odis__|Ppmims || o — ] information froma Cues file (* .sfxfile). The
S o Bt b = ——| Cuesviewisyour cue list. The Cues view is
Qs Status| Type | Description |_*| associated with other views that display other
¥6.00 <0057 " Music00001 ) aspects of the Cues file. These other views
700 <00:08> Fade FADE (8.000) G6.00 MusicD0001 are the Go Button view, the Notes view, the
®200 <01:00> Music00001 Cue Status view, and the Array View. Closing
kL <128 Asioa, this view will close the Cues file and all
<0000 WAIT 0.000 associated Cues file views.
<[00 Fad FADE (9.000) G8.00 Music00001
<00:00> Wa WAIT 0,000 The Cues view can be sized and placed
<(k03> Fade FADE (3.000) G9.00 Music00002 anywhere on the desktop. Multiple Cues
10,00 op  STOP QB.00, Q9.00 views can be opened on the desktop at the
11.00 =00:13> Wave Chimes7x | sametime. Immediately below the caption bar
4TAE A Diiiod Pl i Wil ini = | of this view is two toolbars. Thebuttonsin
e L] | thefirst toolbar are also available as items in
the main menu. The Cues view' s toolbar is disabled in the Play Desktop.
When this view is active, the menu will appear like this:
File Edit Cues: Wiew Tools Window Help

The second Cues view toolbar is the Go Toolbar, and contains only one button: a Go Button. Clicking on this button, like the
Go Button view, will cause the selected cue to play. This Go Button is similar to the GO Button view. This toolbar is remains

activein both desktops.

I i Dk e b 1oL R il ]

2| slefu aigiel )]

Fio e Teh Mok tb%

SFX supports multiple Cues file. Each opened Cues sl o (i

fileis assigned aletter to differentiate it fromthe = T i
other opened files. This letter is displayed in curly = Ry e |
brackets in the caption bar of all the associated O oy g : _—
views. All views belonging to the same file will have r&”;ﬁ;ﬂ”ummcm Lol o
the same Cue List letter. Therefore, the view titled e R oRE B I
“{B} Go" is associated with the view titled “ { B} e - — —— )
Notes” , while the view titled “ { A} Go” is associated — -1" DT TR e = s
with a set of views all designated with the letter - I GO!?
‘ {A}” * fonminaeates e wlive o .n:-arush G 0 T ._I e
Far s, BT T - S
To create anew Cues file: v | '
1. Fromthe main menu select FILE[NEW | Leiajainl  ws om |ﬂ:_|"_.:”_i —="
and a“ New” dialog boxwill appear. e e 63w @
2. Clickon*“ Cues.” e ;:-|--- — oL
3. Clickon OK. A = e e
[ 0 |

To open an existing Cues file:

(SR
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Fromthe main menu select FILE | OPEN an “ Open” dialog boxwill appear.
Inthe“ File Types” combo box select “ Cues (*.sfx)” .

Select the Cues file.

Click “ Open”.

A wbdpE

Font, Size and Color

You may change the font the text in the Cues view:

Select fromthe main menu TOOLS | OPTIONS and an “ Options” dialog boxwill appear.
Click on the DESKTOP tab.

In the section titled “ Fonts” click on the CUES button and a*“ Font” dialog will appear.
Make afont selection.

Click OK in the “ Fonts” dialog.

Click OK in the “ Options” dialog.

Ok wWwNE

To change the color of the columns of text as well as the background color in the Cues view.
1 Select fromthe main menu TOOLS | OPTIONS and an “ Options” dialog box will appear.
2. Click onthe DESKTOPtab.
3. Inthesection titled “ Column & Background Colors” click on the CUES button and a*“ Cues Column Colors”
dialog will appear.
4. Makeacolor selection.
5. Click OK in the “ Cues Colunn Colors” dialog.
6. Click OK inthe*“ Options” dialog.

| nserting

You have anumber of ways to insert cues into the Cues view:

Click on the INSERT button in the view' s toolbar

With the view active, select fromthe menu CUES | INSERT
Drag-and-drop effects fromthe Effects Tool Box.

Drag-and-drop or paste effects fromother Cues views or Effects views
Drag-and-drop effects from Explorer or open folders

NN ) ) N

Toinsert CD Tracks, MIDI Commands, or M IDI Show Control effects, you must first create these effects in an Effects view
and then, using one of the above methods, insert theminto a Cues view. Or, you can also insert those effects directly fromthe
Effects Tool Box (see below).

INSERT Button

Toinsert an effect by using the INSERT button:
1. Inthe Cues View, select the cue you wish to have follow your new cue.
2. Inthe Effects view(s), select the effect(s) to insert.
3. Click on the INSERT button in the Cues view and a popup menu will appear listing all Effects views and the
effects selected within each one.
4. Select the menu item corresponding to the effect you wish to insert.

Drag-and-drop: Effects Tool Box

The Effects Tool Box (See Effects Tool Box page 19) is the control panel floating on the desktop. The Tool Box contains the
effect types that you can use in SFX.
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To add an effect from the Tool Box to a Cues view:
1. Click and hold down on the button of the effect in the Effects Tool Box.
2. Drag the mouseto thelocation in the Cues view you want to add this effect and release the mouse button.

Drag-and-drop: Explorer, Folder

You may insert more then one cue at atime through drag-and-drop. To do so, open Windows BExplorer and open the folder
containing your sound effect files. Use the mouse to select multiple files (by using the CTRL or SHIFT keys will clicking the
left mouse button). Once you have one or more effects selected, use the mouse to click and hold down on one of the selected
effects, drag the mouse pointer into the Cues view' s list, and then release the mouse button. SFX will use the file names as
their descriptions, but you may change themto whatever you desire through the PROPERTIES button.

You can also drag-and-drop fromother Cues views or Effects views by using the procedure discussed above. If you want to

drag an effect (copy) in the same view, you must hold down the SHIFT key. You can move an effect by holding down the
ALT key during the drag and drop operation.

| nserting Special Effects

Along with sound effects that you can add fromthe Effects window or directly fromWindows BExplorer, you can add certain
special effectsto enhance playback of your show. To insert a special cue, click on the INSERT SPECIAL button in the Cues
view toolbar, or drag-and-drop it fromthe Effects Tool Box. Following is alist of effects and their usage (for further
information about each effect type see Chapter 9 - Effect Types page 59):

Special Cue Action

Autofollow When the preceding cue completes, send a GO to the following cue.

Wait Wait n seconds after the previous cue begins playing before
sending a GO to the following cue.

Restart Select auser-defined cue and wait n seconds before sending a GO.
Availablein the Standard and above editions.

Command Activate acuein this or another cue list. Command can be play,

pause, stop, go to, etc.. Available in the Standard and above
editions. Command cues can also control SFX’ s time code clock.

Fade Fade the volume (up or down) of a user-defined cue over n seconds.
Stop Stop playback of a user-defined cue or cues.
M emo An empty cue used only to display text.

If you want to add MIDI Show Control, MIDI Command, and M Cl Command effects, you may create themin an Effects view
and then insert themin the Cues view just like you were adding a Wavefile, or you can drag-and-drop themfromthe Effects
Tool Box. MIDI Show Control and M Cl is part of the Show Control edition, while MIDI commands are part of Standard.

Note that you may not put some special effects in some sequences. For example, you may not put two Autofollows in arow,
or you may not start a show with an Autofollow or aWait.

Replace

Toreplace a cue:
1. Inthe Cues View, select the cue you wish to replace.
1. Inthe Effects view(s), select the effect(s) to insert.
2. Click on the REPLA CE button in the Cues view and popup menu will appear listing each of the Effects views and
the effects selected within each one.
3. Select the menu item corresponding to the effect you wish to insert and a dialog box will prompt you to continue.
4. Click YESif you want to replace the cue.
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Deleting

To delete acue in a Cues window, select the cue and click on the DELETE button in the Cues view' s toolbar. You can also
select fromthe menu EDIT | CUT or EDIT | DELETE fromthe menu when the Cues view is active.

Properties

The properties of a cue can include the cue’ s name, the file name, the cue number, volume, group assignments, triggers, and
others.

To access acue’ s properties:

1. Click on the cue you wish to the properties of.
2. Click on the PROPERTIES button and the “ Effect Property” dialog boxwill be displayed.

Playing Cues

There are anumber of ways to play acue;
Go Button view,

Right mouse button,

Time Code,

Trigger cue,

Keyboard trigger,

MIDI Command trigger, and

MIDI Show Control

NN ) ) ) ) )

Go Button View
Clicking on the associated GO Button view will cause the currently selected cue to play, and the selection bar to automatically
drop down to the next effect.

Right mouse button
You may enable the right mouse button to act as GO for the { A} Cues view (See Options - Preferences page 51).

Time Code
Each cue may be triggered by a Time Code value.

Command cue
A special cue added to this or another Cue List that will activate a specific cue or notify thelist to GO.

Keyboard trigger
Each cue may be triggered by its own individual keystroke, or by a keystroke that notifies a specific list to GO.

M IDI Command trigger
Each cue may be triggered by its own individual MIDI note, or by a MIDI note that notifies a specific list to GO.

M IDI Show Control
A special MIDI command that notifies alist or cueto play.
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Panic

To halt cues fromplaying, click on the PANIC button in the toolbar (see page 18) or hit the ESC key.

Patch

‘Paich B3 <] The patch for a Cues file affects the output of the cues in the
e Paich | i pisi] corresponding Cues view, and does not affect the patch in any
St other Effects or Cues view.
Fresmpt | [Lapla2a 142 dnatog 2] |
Giroun 2 To change the patch of a Cues view:
g&‘%’gﬂj JLankiad 3t bnog 3 = 1. Makethe Cues view active by clicking on it.
Fieampt | [Loa24 576 Analog 4] =] 2. Select fromthe main menu CUES|PATCH and a
Bl iy e = “Patch” dialog boxwill appear.
e ks 248 oo = 3. Click on the WAVE PATCH or MIDI PATCH tab.
Eirigh] |Mane Selected -] 4. Usethe combo boxes to select output devices for
Grps — all, some, or none of the “ Groups” .
fffﬁﬁﬂ [Flan= Selected = 5. If you want only one sound effect to play on a
Preempt | |Mans Selacted =i Group, punch-in the PREEM PT button by clicking
Geoupd . on it. When acue begins to play on a preempted
ipieage] | Hore Seecied = Group that already has a cue playing, the currently
playing cue will be halted so that the new cue can
ok | Casel | ek | Hew | begin o play.

Changes made in this patch dialog will only affect the associated Cue List. To change the patch of other cue lists, you must
make them active and repeat the above directions. Changes to this Patch will not affect the Default Patch, and, likewise,
changes to the Default Patch do not affect the patch in already created cues lists.

To assign cues to output to these Groups:

Click on the PROPERTIES button and the “ Effect Property” dialog boxwill appear.

Select the group or groups you wish to output to, and adjust the volume levels.

1. Select the cue you want to assign to agroup(s).
2

3. Select the MIXERtab.

4.

5. Clickon OK.

Show Control & Triggers

The Standard edition and the Show Control
edition include various show control features. You
can have acuellist be triggered by external MIDI
Show Control, exernal MIDI Commands, and
Keyboard triggers.

To change the M IDI Show Control settings, or the
Keyboard and M IDI Command triggers for a Cue
List:

1. Makethe Cues view active by
clicking on it.
2. Select fromthe main menu CUES|

SHOW CONTROL & TRIGGERS and
a*“ Show Control & Triggers” dialog
boxwill appear.

Settings in this dialog only affect the active Cue

Show Control & Triggers 2B
Trigge: |
| B¢ Use HIDI Show Control
W Trigges by MIDE commands.
Cornmeand Vake  Maleoity Command Vaus Welocky
Gﬂ|‘3}1Nme On ﬂl"l ::j e :‘"J] PIq}lEMone _:_”U :‘Jiﬂ _'—'_j
Mext | Hone =l =0 =] Pause [Nene S = | = |
F'|e'-l|h‘clnc _vJ'[U j[ﬂ ﬂ StD@ENGnc L”D jﬂU ﬂ
[ Capture friom [MID voke NT- 1[1]]. Channe 1 elicity of 128 = AMY |
W Tiigoes by Eeyboard commands
Go F3P3':\:- F'Ia:,'f"h?"“’E
Wt |} one F'aug-_:-[“l:ﬂc
Praw Mana Stm%ﬂc\m
o I T
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List, and if you have multiple Cue Lists, you must set their options separately.

Note: Before receiving MIDI Show Control and MIDI command messages, you must first tell SFX where these M DI messages
originate. See MIDI Command Messages page 69 and MIDI Show Control page 73.

When the “ Enable M1DI Show Control” checkboxis checked, this Cue List will accept M SC messages.

The MIDI Command Triggers are MIDI notes from external sources that affect this Cue List as awhole.

The Keyboard Triggers work similarly to the MIDI Command Triggers.

Go to Cue

To jump directly to a cue enter the cue number(letter) in this dialog box and hit OK.

Seek Cueto Time

To seek to a specific location in the currently selected effect, use the Seek Cue to Time feature by selecting fromthe main
menu CUES | SEEK CUETO TIME, and a Seek Cue To Time dialog boxwill appear. You may seek by using minutes:seconds,
milliseconds, or SMPTEtime code.

Renumbering Cues

As you add cues to the end of a Cue List, they are automatically numbered. C'Henumher Cues m@ﬁ
You have a choice between numbering cues by Letter or by Number. At
any time, you can renumber your cue list by activating this feature. Reramber by
™ Laker (4. B, C.ele]
To renumber the entire list: = Mumbet  fincrement: m |

1. Makethe Cues view active by clicking on it.

2. Select fromthe main menu CUES | RENUMBER ALL CUES
and a“ Renumber Cues” dialog boxwill appear.

3. Select either “ Letter” or “ Number” and click OK. Your Cue
List will then be completely renumbered.

(%" Starl with fesl cus
™ Siart vith selected cue

Eegn renumbering weth rumber: |1.00 ﬂ

You can also select to renumber the cue list fromthe very first cue, or from
the selected cue. Thereis aso an option to begin numbering cues with a | oK I Cancel | Halp |
specific number or letter.

Clear All Time Code

BT Cane 0y e e e vive Tome Coddi Gloks " the Show Control version of SFX, the Clear All Time Code

option is made available to you. By selecting this option, SFX

Inzet !Spav.al - }Hsﬂlan& - | Delete | Properlies. . | aa! |

G will clear the Use Time Code flag in all of the cues in the currently

Si | Smusl jlincs: s | DesRipton active Cues view. Thetime code values themselves are not

500 <00:01> 03:00:10.25 BOATHRNZ
6.00 <00:09> 03:00:16.12 CARCRASH
®700 <01:37> 03:00:22.16 DF_B1
©8.00 <04:08> 03:00;26.15 DM_BF4
$900 <«03:33> 03:00:31.06 Epinephrine 304 part 01

erased, and you may reactivate a cue by selecting that cue and
clicking on the Properties button.

i

End of Show

Foe Help, Press F1 [Q1zon | Gl
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Learn Time Code

In the Show Control version of SFX, the Learn Time Code option is made available to you. Selecting this option o
automatically time stamp your cues as you play themmanually. While this itemis checked, and time code is playing, each time
you GO on acue, that cue will be automatically stamped with the current time code. To turn off the Learn Time Code feature,
select it again fromthe menu, use its hotkey combination, or hit the ESC key.

Sort

In adifferent manner then the Effects view, you can sort the cue in your Cues view. You can either sort the effects by Cue
Number or by Time Code.

To sort the cues in the Cues view:
1. Makethe Cues view active by clicking on it.
2. Select fromthe main menu CUES | SORT and a popup menu will appear.
3. Select either CUENUMBER or TIM E CODE fromthe menu and the Cues view will be sorted.

If acue does not have a cue number or atime code value when sorted by that field, that cue will be sorted along with the cue
preceding it.

I ntegrity Check

Anintegrity check will examine the Cues file to make sure that all the cues listed there are still valid. The chief reason an
integrity check will fail is if there are cues listed in the Cues view that are no longer on the hard drive, or have been moved to
another area on the hard drive.

Todo anintegrity check:
1. Makethe Cues view active by clicking on it.
2. Select fromthe main menu CUES | CHECK EFFECT INTEGRITY.

You will be notified the results of the integrity check. If the integrity check does not pass, a message stating the problemwill

appear and the offending cues will have black X’ s placed before their Cue Numbers. You should then check the Properties of
the cues that have not passed to determine the exact nature of failure.

L ocate Files

If you’ ve moved files on your hard drive and would like to automatically update themin your Cues view, you can have SFX
automatically update your Cues file.

To locate missing files:
1. Makethe Cues view active by clicking on it.
2. Select fromthe main menu CUES | LOCATEFILES.

SFX will then examine each effect and its location on the hard disk. If it encounters effects that it can not locate, it will prompt
you to search for those files.

You have two options when locating files:

? Display all matches and prompt you to select the correct match for each effect, or
?  Autometically select the first match found for each effect.

PlayList M ode
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PlayList Mode is covered in-depth in Chapter 16 (see page 93).
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Columns

The Cues View can display up to six columns of information:

Column Description

Sate A colored circle representing the current state of the cue (see below).
Q# Cue Number

Status* Time Hapsed, Time Remaining, or Percentage Completed

Type* The type of effect.

Time Code* Thetime code value the cue will be executed.
Description The cue' s description.
Columnswith a* can be toggled on or off.

To change which columns are displayed:
1. Makethe Cues view active by clicking on it.
2. Select fromthe main menu CUES. Notice the menu items titled: STATUS COLUMN, TYPE COLUMN and TIME
CODE COLUMN. A check mark before the menu itemindicates that that column is displayed.
3. Totogglethe state of acolumn, click on its menu item.

The State Column displays a small colored circle to indicate its current state. The meanings of the colors are:

Color M eaning
Yellow- Cued
Geen- Playing
Red - Paused
Blue- Seeking
Black X -  Error

That Status Column displays the current execution status of the cue in Time Remaining, Time Hapsed, or Percentage
Cormpleted.

To change how the Status Column displays time:
1. Makethe Cues view active by clicking on it.
2. Select fromthe main menu CUES | STATUS FORMAT and a popup menu will appear with the following three
menu items: TIME REMAINING, TIME ELAPSED, and PERCENTA GE COM PLETED.
3. Choose one of the three menu items.

Printing

To print a Cues file, make the Cues view active and select fromthe menu FILE | PRINT. You can further select which
properties of the cues to print. To change which properties will appear on the printout, click on the OPTIONS button in the
PRINT dialog.
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Working with Notes

Notes View

Entering Notes

Script Information Toolbar
Fonts, Color and Size

Notes View
[ 7 tﬁ} s Sﬂt-mpleé s ,.-_ ﬁ The Notes view is_awindow_ associated with Cues
- n . - = files. The Notes view contains an area where you may
At |l = seene 2 = Paefr = enter in text information about the currently selected

When voul're ready fo execute The cross-fade. dick GO, This
cue starts &t no volurme, bub with the Tollowing two FADES,
one increases the volume on G9 and the ofher decreases the
valurne on O8]

For Help, Press Fi (o ) B |

cue. When you select a different cue, the Notes view
will display the information for just that cue.

Contained within the Notes view, is a dockable Script
Information toolbar that you can fill in with the Act,
Scene, and Page number for the selected cue. You do
not haveto have aNotes view, and you can closeit by
clicking on the Close button in the Notes view' s
caption bar. If you do not have a Notes view on your

desktop, you can create one by making the Cues view active and selecting fromthe menu VIEW |[NOTES. You may only have

one Notes view per Cues file.

Entering Notes

To enter information about a cue into the Notes view, first select the cue in the Cues view, and then click on the text region in
the Notes view. You may only change this information in the Edit Desktop. Information you typeis automatically saved with
the cue. You are limited to 10,000 characters per each cue. If you find that you are unable to edit this region, you may bein

the Play Desktop (see page 22).

Script Information Toolbar

The Script Information toolbar is a dockable window containing places for you to list the Act, Scene, and Page number for the

cue. This toolbar is not editable in the Play Desktop.
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To toggle the Script Information Toolbar on and off, make the Notes view active and select fromthe menu NOTES | SCRIPT
INFO TOOLBAR.

Font, Size and Color

You may change the font the text in the Notes view.
7. Select fromthe main menu TOOLS|OPTIONS and an “ Options” dialog boxwill appear.
8. Click on the DESKTOPtab.
9. Inthesection titled “ Fonts” click on the NOTES button and a“ Font” dialog will appear.
10. Make afont selection.
11. Click OK inthe*“ Fonts” dialog.
12. Click OK in the“ Options” dialog.

To change the color of the background color in the Notes view:
7.  Select fromthe main menu TOOLS | OPTIONS and an “ Options” dialog boxwill appear.
8. Click on the DESKTOPtab.
9. Inthesection titled “ Colurn & Background Colors” click on the NOTES button and a*“ Notes Background
Color” dialog will appear.
10. Make acolor selection.
11. Click OK in the “ Notes Background Color” dialog.
12. Click OK in the“ Options” dialog.
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6 Working with Cue Status

Cue Status View

Adding a Cue Satus View
Removing a Cue Status View
Button Toolbar

Satus Displays

Cue Status View

(A —— : | — E=i| TheCue Status view is associated with Cues files. You may have up to
“ir {8} 12.00 onex2 IS-J — &85 | sixteen Cue Status views per Cues file. The Cues Status views display
‘ ' ANz cue execution information and provide you with away to Pause, Stop, or
_ ; i Seek an effect. As cues are cued and played, they will be assigned to an
«1I I | I | o | »‘ 1096 B0 available Cue Status view (if any are available). When a cue conpletes, it
| A | will free its Cue Status view so that another cue may useiit.

Adding a Cue Status View

To add another Cue Status view, make the Cues view active and select fromthe menu VIEW | CUESTATUS|NEW CUE
STATUS.

Removing a Cue Status View

To remove a Cue Status view, make that view active and click on the Close button in the upper-right corner of the Cues
Status’ s caption bar.
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Button Toolbar

The Button toolbar is the small window contained in the Cue Status view with buttons to control playback of the assigned
cue. The button functions are Seek Reverse, Resume, Pause, Stop, and Seek Forward.

Status Displays

The Cue Status views display three different time values: Percentage Completed (along with a progress bar), Time Bapsed,
and Time Remaining.
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7/  Working with Array

Array View

Instant Play

Seek Buttons

GO Button

Auto Advance
Satus

Integrity Check
Locating Files
Renumbering Cues
Patch

Show Control & Triggers
Printing

Array View

The Array view is very similar to the Cues view, but is an alternate way to display the Cue List. The Array view is available in

the Standard and above editions of SFX.

Todisplay the Array view:
1. Makethe Cues view active by clicking on it.

2. Select fromthe menu VIEW |ARRAY or VIEW | BOTH to have the Cues view and the Array view both visible on

your desktop.

Like other views, the Array view is movable and sizable.
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The Array view is atall window containing alist populated with buttons. Each button corresponds to a single cue, and to see
other buttons, use the scroll bar to scroll up and down. To play a cue, select the button and click on the GO button at that
bottom of the screen. The color schemes of the buttons match schemes used by the Cues view:

21 (B) Array - My Cue Lis.... |~ | Color M eaning
| 00 BAROCK = Yellow - Cued
| U BAL k. Green- Playing
Red - Paused
Blue- Seeking
2.00 Batman Black- Error

The button with the thick border is the cue that is currently selected.
e { The Array view is synchronized with its corresponding Cues view, so changes made in
3.00 Bell 1 oneview are reflected in the other. There is akey difference when playing cues in an
Array view though: When playing a cue in the Array view, the selection will not drop
_ down until the Cue has completed. This is different than the Cues view, which selects
4 00 BOATDWN | the next cue immediately.

| nstant Play

500 BOATHRNZ

With Instant Play, you can setup Array to play acue when its button is selected, instead
= | of waiting until the GO button is clicked.

<0354

To enable Instant Play:
1. Makethe Array view active by clicking on it.
2. Select fromthe menu ARRAY | INSTANT PLAY to toggle Instant Play
on/off.

When Instant Play is enabled, the GO Button displayed at the bottom of the window, will change to a white boxwith the
lettering, “ Instant Play.”

Cues that are played in this manner will not advance automatically to the next cue.

Seek Buttons

You have the option of displaying Seek Reverse and Seek Forward button in the Array view.

To enable the seek buttons:
1. Makethe Array view active by clicking on it.
2. Select fromthe main menu ARRAY | SEEK BUTTONS.

When the Seek Buttons are enabled, they will be displayed above the GO Button (if the GO Button is enabled, see below) at
the bottom of the view.

To Seek through a cue, select that cue and click and hold the appropriate seek button. You can change how quickly seeking
occurs.

To change the seek rate:
1. Fromthe main menu select TOOLS | OPTIONS and the “ Options” dialog box will appear.
2. Select the PREFERENCES tab.
3. Adjust the" Seek Speed” slider.

GO Button

You have the option of displaying the GO button in the Array view.
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To enable the GO Button:
1. MaketheArray view active by clicking on it.
2. Select fromthe main menu ARRAY | GO BUTTON.

When the GO Button is active it will be displayed at the very bottomof the Array view.

Auto Advance

With Auto Advance, when a selected cue ends, Array will automatically select the following cue.
To toggle the Auto Advance feature:

1. MaketheArray view active by clicking on it.

2. Select fromthe main menu ARRAY |AUTO ADVANCE

When Auto Advance is on, acheck mark will appear before the above menu item. NOTE: When Instant Play is enabled, Auto
Advance will be ignored.

Status

Below thelist of buttons is a progress bar indicating the completion percentage of the currently selected cue. To theright of
the progress bar is a space filled with a number indicating Completion Percentage, Time Bapsed, or Time Remaining.

To change howthe Status displays time:
1. Makethe Array view active by clicking on it.
2. Select fromthe main menu ARRAY | STATUSFORMAT and a popup menu will appear with the following three
menu items: TIMEREMAINING, TIME ELAPSED, and PERCENTA GE COM PLETED.
3. Choose one of the three menu items.

| ntegrity Check

See Integrity Check (page 40).

L ocating Files

See Locating Files (page 30).

Patch

See Patch (page 40).

Show Control & Triggers

See Show Control & Triggers (page 398).

Printing

See Printing (page 42).
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8 Options

Options
Preferences
Desktop

Default Wave Patch
Default MIDI Patch
Default Volume
Tools

MIDI Command Control
MIDI Show Control
Folders
Optimization

Options

The* Options” dialog box contains different settings that control how SFX operates. You can customize these settings to
configure SFX to your liking. Some of the following tabs may not be available depending on the edition of SFX you own.

To activate the “ Options” dialog box:
1. Select fromthe main menu TOOLS | OPTIONS and the “ Options” dialog box will appear.
2. Select the appropriate tab for the settings you wish to change (see below).
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Preferences

Prolwences |  Desbton | Do WavsPach |

[ - Parfom Frbagrity Check o file apen

[ Backug Cues fles svey |1 _1; RS

Cuez filaz are backad wp az special tercporany
recaveiylies i the Backup s fakdo [see
Fakders 1a5) ard as aclual paiméanent dugkcates
irva spacizl Backup falder located in 1he zame
folder = the oiginal Cuss Rl

W Lo Last ied wnnkzpace

[ Amtomaticaly sove workspaoe on close o ot

Crefizul MIDH Palch | Drefaudt Welume

¥ Aulornaticalp rumber cues b
O Lelber [, BTk
= Murber  [inciemant: I! j ]
[™ Hide decimal in cie rumbers
[ Cughwnbers for AU TOFOLL D and Wil Tz
[ i numbcss dos coes following AU T OFOLLOW 281 TS
[ Pramp whan #zarting il Ts and RESTART:

Perform Integrity Check on
file open

If this itemis checked SFX will perform
an integrity check on Effects files and
Cues file when they are opened.
During the integrity check, SFX will
confirmthat each cue and/or effect is
valid. SFX will make sure those sound
effects files do indeed exist on the hard

drive. If theintegrity check fails, SFX
will notify you and it will mark the
failed cues with black * X s.

™ Righl reciise bullon i GO for Cuss sisar |
s Ballen &

= haadrze Butlan Doy

Diefaidl Cue Stalis vizws: [2 ‘:I,:J
Defadl WAl secords |3 5‘-’

[+ Flash Male: caalicn when new rales sppesr Defadt FADE soconds: |3 =

Backup Cues files every n
minutes

When this option is enabled, SFX will make routine recovery files of your active cues files and save themto
the Autosave directory (See Folders page 56). If you lose power or have some other catastrophe, SFX will recover the files for
you the next time you launch it.

In addition, SFX will save aduplicate your Cues files to afolder named backup located in the same folder of the original file.

Load last used workspace
If this option is enabled SFX will automatically open the last used workspace when you launch SFX.

Automatically save workspace on close or exit
If this option is enabled SFX will automatically save your current workspace when you close it or ext the program.

Right mouse button is GO! for Cues view

You may designate the right mouse button as a GO button for the specified Cue List: the Cue List containing the {letter} in its
caption bar.

Flash Notes caption when new notes appear

If checked, SFX will flash the Notes view when the text within that view changes which occurs when cues are selected. You
can set the view to flash to alert the operator that important information has just been displayed, and that it requires his or her
attention.

Automatically number cues by

When inserting cues into the Cues View, you can have SFX automatically provide those cues with cue numbers or letters. If
this itemis checked, cues added to the end of the list will have a number/letter provided for them, but cues inserted in-between
existing cues will be ignored. If you specify to number by Number, you must also specify an increment value.

To renumber your cues you may either select an individual cue and change its Properties (See
Properties page 37), or you may renumber the entire cue list (See Renumbering Cues page 40).

Hide decimal in cue numbers

If this option is checked, cue numbers will only be displayed with the letter or number to the left of the decimal point. For
example, cue numbers will appear as 1, 2, A, etc. Without this option checked, the cue numbers will displayed as 1.00, 2.50,
A.00, etc.
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Cue numbers for Autofollows and Waits

If this option is checked, A utofollows and Waits will display cue numbers. If not checked, the cue numbers for those cues will
be blank.

Cue numbers for cues following Autofollows, and Waits

If this option is checked, cues after Autofollows and Waits will display cue numbers. If not checked, the cue numbers for
those cues will be blank.

Prompt when inserting Waits and Restarts

If this option is checked, SFX will display the Property dialog for Waits and Restarts when you insert theminto the Cue List.
Otherwise, SFX will add the cues using their default values.

Default Cue Status views

The number of Cue Status views to create when you New or Open a Cues file. You can set the default to be Othrough 16
views.

Default Wait seconds
The number of seconds to set the Delay Time of aWait if the user does not specify one.

Default Fade seconds
The number of seconds to set the Delay Time of a Fade if the user does not specify one.

Desktop

Prcl : Deskiop Detauit Wave Paich Decfadi MOl Paich | Diefaubv
Desktop Background el | Defaitwave | Defa atch | Dol
: . | P
You can specify the background colors EAUER e Rt lay Desktop Backoround
for the Edit and Play desktop. Making Backgiound coler. ‘ Backeround eolor;
the backgrounds different colors will .
help you to easily identify which desktop I~ imags e [ e BRI macn | Tie e |
you arein. | _..E | _]
Background color — Edk Deskicn Passwaid . - Shan o Giid i
The button displays the current color for Chenge. I Snap views to gid sze ok [T =]
the corresponding desktop. To change Fins e
the color, click on the button. e e (=% L
o e 2 I Db gainge | Preven. |
Image Moles. | 60 Bulon.. |
Along with a colored background, you - Colurin & Background Colors
can also specify a Bitmap (* .brmp) image Efectz. | Cuss. | Mot |

to display on the desktop. If you select

an image, you can specify Center, Tile, or Fit for that image. Center will center the image vertically and horizontally on the
desktop, Tile will place use your image to cover the desktop as if it were laying floor tiles, and Fit will stretch your image to
cover the entire desktop.

Edit Desktop Password

You can assign a password to the Edit Desktop so that nobody but persons knowing the password can make changes to the
Cues files. To remove a password, enter the Old Password, leave the New Password blank, and click on OK.

Fonts

Each of the views (except the Cues Status view) has fonts that can be user defined. You may change the typeface as well as
the size and color. This way you can select fonts and sizes that are more readable to you.
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Column & Background Colors

You can change the colunmn colors for the text in the Effects and Cues view, as well as changing the background color for the
Effects, Cues, and Notes view. Click the appropriate button to make changes.

Snap to Grid

You can setup an invisible grid on your desktop that will help you in aligning your views. When moving views on the
desktop they will snap to the nearest grid intersection. You may want to use this option if you like your views precisely lined
up.

Screen Saver
If this option is checked, the Windows screen saver will not appear when SFX is running.

Default Wave Patch

Group, Preempt, Device

Each Cues file and Effects file has its separate Patch. When anew Cues file or Effects file is created, SFX copies the Default
Patch. Any changes to the Default Patch after afile has been created will not affect that file’ s patch. To make changesto a
file' s patch you must select that file' s patch (See Patch page 31 and page 40). The Default Patch is used only as a template for
newly created Effects and Cues files.

Default M IDI Patch

See Default Wave Patch above.

Default Volume

Preleences | Deskicp | DefoktavePaich | Defud MIDI Paich b GrOUp,ASSign,Gang,Slider

1 2 3 4 1 B T 1]

[ eip| _wion| Awin| _Awen| s _swen] Aem|  The Default Volume s used atemplate for newly created Effects.

Al A e e |2 When an effect is inserted into an Effects list, its volume and
Group assignments are copied fromthis page. Changesto this
page will not affect volumes and assignments of already created
effects.

[ Gerg | Geng [ Gang | Geng [ Gang | Gang [ Gang | Geng

L: A -wﬂ:l—-nﬁr—-n‘.[i d:lu-_-‘\ﬂr_ﬂ r_da

RF  « «f =« «®f «f @ af

T [efedt Yolume & 03ad onlp &1 aterplate for nes Res. Changss it wl HOT afect files
pieviciik cregted.

To change tha voluma el acue bl Ihat cue, efick PROPERTIES, ad sslect the MIFER tah

Tools

Tools are user-defined links to other applications that are listed in the main menu's TOOLS menu. When you click on atool
fromthe menu, SFX will launch that application for you.

Menu contents

The applications that will be displayed in the TOOLS menu. To modify the settings for atool, click on the name of the tool.
You may then change any of the below settings.
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Add
Prompts you to Browse for the application you wish to add as atool.
Remove
Deletes the currently selected tool in the Menu contents ' D e o | I e e R S L2 SR A Ao |
. Tonlz t M0 Cammand Conlrol | MIDI Showy Contiol

window.

Ienu cortents:

Add...

Move Up &V est Hardviane Koy | Q

W irdoves Enplorer Femave |

Swaps the currently selected tool with the tool aboveit.

Move Down i Do
Swaps the currently selected tool with the tool below it.

Menu Text Pl Lest i&T esl Hadware Key

The text that will be displayed in the menu. Use the Command  [C:\Pragram Fles\SP\Hardwaretieya
ampersand character (* &”) before another character to pagunents |

designate it as a quick-key choice. Forinstance, “ & Wave

Editor” will be displayed in the menu as “ Wave Editor” . Initial directons [T \Progiem Fles\SPX\HardwareX ey

Command I” Promgt for arqurants

The path and file name of the application to launch.

Arguments
This field is optional. Any values that you may add to the command line of the application such as file names, etc. go here.

Initial Directory
This field is optional. The directory that the tool will launch from.

Prompt for arguments
If checked, SFX will prompt you for the Command Line arguments before it launches the corresponding tool.

M I1DI Command Control

Incoming MIDI Command Device

The MIDI input device that will receive the MIDI note

messages. The settings in this page will also affect MIDI Iricomtrig MBI Connmrand: Dievica: MIDH cheree] o aceest cammerds an:
capture settings for MIDI command effects.

Took: MIDI Command Conbinl | IEM Shaowe Cantrol |

| Layda24 MIDI [9) = |m

XN

MIDI channel to accept commands on
The channel SFX will respond to.
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M IDI Show Control

Took: | MIDI Command Condral

SF# monilors the Command Fomate of

1L Sk Lonteod

Sefect the Device [D[g] that 5F wil manitar,

| F= Command Formats

SFX will monitor M SC messages direct at the following

Commarsd Formats: Devica 1Dz formats: 10h - Sound, 17h - Audio Effects Devices, and
10h - Sound [General) E.'?E fisd 7Fh - All Types. You may not change these formats.
17h - Audio Effacts Devices 02h | |
7Fh - Alliypes i Device IDs

gg: You can assign SFX one or more Device IDs. Device ID
07h voumay seleet  7Fhis always assigned.
ggt OneS of MOre.
1n¢w'¢-g$hnwl:nn‘||.:ﬂ: Iél‘ghh |n00m |ng ShOW COﬂtrOl
[ Lantazs MIDI 1] -] ggh The MIDI input device that will receive the MIDI Show
UE:: Control messages.
OFh
10k
¥ Slave Tima Code Syl
iy Slave Time Code
When enabled, cue will halt playing when time code
halts. If unchecked, cue will continue to execute after
time code stops.
Folders
Autosave files Tos |  MIDiCommandCortiol | MIDI Show Canirel Folderz
Thefolder vyhere SFX will place the Backun fies folder
autosaved files.
|rnents avd Setthgs\brad\My DocumentsA\SEAulozawe’ Browiso...

Cues, Effects, & Workspace files

The folder where SFX will default to when
saving or opening Cues, Effects, and
Workspace files.

Sound Effects folder

The folder where SFX will default to when
looking for sound effects.

Optimization

Cuez, Effects, & Wrekzpaca fles foldes:
| C:ADacuments and 5 etbngshbradMy DocumentshS Py

Hrowese..

)

Sourd Eflects folder,
Il': §Pragram FileshS P0G oundsh

Browize,..

Samples, Channels, Bits

The default sampling rate, number of channels, and bit depth SFX will playback Wavefiles.

Allow Emulated Sound Card Drivers
SFX will allow non DirectX/WDM drivers to be displayed. These types of non-DirectX/WDM drivers are not recommended to

be used with SFX.
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Effect Types

Effect Types
Effect Properties
Effects
Attributes
Trigger
Mixer
Qutput
Wave
MIDI Sequence
MIDI Command
CD Track
MIDI Show Control (M SC)
M edia Control Interface (M Cl)
Autofollow
Wait
Fade
Stop
Command
Restart
Meno

Fuglins
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Effect Types

The basic elements of SFX are its different effect types. An effect typeis simply acue that SFX can playback. Examples
include Wave files, MIDI sequences, Autofollows, etc. For information about inserting effects see page 28, and for inserting
cues see page 34. Described below in detail are the effect types included with SFX. Please note that your version of SFX may
not contain all of the following effect types.

Effect Properties

Each effect (cue) has properties that you can change, such as Cue Number or Description. Some properties are unique to a
specific effect type (such as track number for a CD effect), while some are common to all cues (such as Cue Number).

To access acue’ s properties:
1. Click on the cue you wish to the properties of in the Cues view.
2. Click on the PROPERTIES button and the “ Effect Property” dialog boxwill be displayed.

The Effect Properties dialog box contains one or more tabs that you may select that will give you attributes to view or change.
Below is alist of common tabs found in most if not all of the effect types:

Effects

Certain effect types have an Effects tab with special settings for that cue. See the appropriate effect type for a description of
its effects.

Attributes

Effoct Pro partias The Attributes tab is common with all effect
types, and contains the description and the
cue number for the cue. A default description

\ave | Effects  Altrbutes | Trigger | Miser |

Eua i £ 3 - Page is created for you if you do not explicitly
fl=® = | (= i RS specify one when the cueis created. The
Descriptian Attributes tab also contains Script
fKnack.at tha dace Information, such as Act, Scene, and Page,
Motaz and an areafor Notes. This information is
Biob: *1 wias ouk 2 he docks vesterdan simply a duplication of the Notes view.
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Trigger

The Trigger tab is available to most
effect types where triggering of that cue
would make sense. For instance, the
Autofollow is not triggerable, but the
Waveis.

An individual cue can betriggered by
MIDI Time Code, aMIDI Command,
and/or through a keystroke.

MIDI Time Codeis only availablein the
Show Control edition.

‘Effoct Properties

\ave | Effects | Abuter Trisger | Miser |

i [% Troges by MIDE Time Code Mows Mrues Secomds Frames)
. g = =
jo el Hih SR

Resel

| v Triogesed by MIDI Command

[ Command Vaue  Weloelp [128=4NY)
]Eﬂhi’mgﬂm Changs _:_-“3 j|123 j

| Capius from [MIDI Yoke NT: 1 [{]L Charnel 1

| ¥ Tiggered by Feyboad

W * OnPress © OnAskacs
For additional information about triggers, '
see the chapters dealing with Keyboard
and MIDI triggers. hosly_|
M ixer
‘Effect Propertics In the Mixer tab you can assign your cue to
: o one or more Groups (see Patch page 40) and
i e e ’izmh‘ml T"g“” z J : : : . adjust the volume for each of those groups.
gyl ey = el et B The Mixer tab is only available to effect types
== = . like the Wave file and the CD Track effect
ol types.
i[5 Standard and Show Control editions allow the
HRHEE first four Groups, while ProA udio adds Groups
Garg | _ BGeng Gang Gang Gang Geng
Lis .|| 48 ' | |1
R: {5 8 |8 dR iz}
Comcel | Amb |
Output
The Output tab is used by the MIDI Command, MIDI (Erfact Proportios

Sequence, and M SC effect types to assign an output or
outputs to transfer datathrough. Click on the MIDI
device to output this effect to. To change the outputs
listed in this window, go to the Patch dialog box (see
Patch page 40).

MIDI Command | Attibutes | Trggen  Cutput

HIDE Dukput Device]s]

8. 58 Livel MIDI Soren[1]
Larla24 MIDEm0T :

Cick on the MIDE Outpul deviee 1o select e MIDE davice ol autput.
Aovalzbla MIC Oulput Devices can be patched in 1he main meau. Cues(Eflects) | Patch

o]

Concel | Apob |
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Wave

The Wave effect plays aWavefile (wav). You supply the file name and the description of the Wave file when you create it.

"'[ﬁui:l"p,;j perlies New to version 5.6, Wave files in ProAudio
can be composed of up to eight parts, with
each part assigned to a Group. Because of the
ﬁ multiple parts, you can playback wave files in
Groupl |rm5F>< [ala Filesh Mudlicharneh 22 b\ Epinephiine 304 part (Moway 2111:"5:';:_1“ S M100 amulti-channel way where each of the parts

Groug? |rm5FH [ala Filmshbulichannef 32 b Epnephons 304 pait 02 way J gﬁﬁ-;ﬁ]h:“‘“““ are perfectly synchronized with each other. If

| 003:38.T50 . . .
" multiple groups, just copy its path name to
Graupd |rEsA PR Data Fies\bullichenne? 22 b Epnephons 308 pait (4 way | T 2 B 32 Smpe 44100
tist] it LT each of the parts under the Wave tab.
GraupS [45FH Dala FilestMullichanne 32 b Epiephrine 304 part 06 wav _J 2 B 32 g

Group§ |rlshSFA Data Fies\Mulichernet 2 bEpriephims 308 pait D6 sy _] oy s Also in the ProAudio version of SFX, you

Group? [EshSF Data Files\Mulicharnei32 b Epiephrne 304 part 07 wav J Trh: 2 B 32 Smgs W00 have the ability to loop sections of the wave

Wave | Eifectz | Alibites | Trigger | Mier |

15850 . .
T:: 7 Bi: 32 S 43100 file. These settings are found under the

D935 I0 Effects tab. To loop an effect infinitely,
| specify "999" in the Total Loops edit box.

Groug [1\5F Dt Fies\Mullichermef 32 bl Epnephene 308 pait 08 v

ot | Cocel |

Use the Mixer tab (see above) to assign
outputs for the effect. For Standard and Show Control, where thereis only onefilelisted in the Wave tab, that one file will be
assigned to all of the outputs you select in the Mixer tab. For ProAudio, each file in the Wave file corresponds directly to its
matching Group. If you want to play one wave file through multiple groups under ProAudio, copy the file name fromone part
to each of the other parts that you wish to output to.

M IDI Sequence

The MIDI Sequence effect plays .mid files, which are typically song files. Use the Output tab (see above) to assign the
sequenceto an output. Typically, the output of aMIDI Sequence is the sound card's MIDI synthesizer.

MIDI Command

The MIDI Commend effect type s "Effoct Propartios
generally used to transmit one or more -
individual M IDI notes to external MIDI MID! Cammend | Arieutes | Trgger | Gutpur |
gear. For instance, you may use MIDI MIDI Command
FOE:TBndS Ito Chan[\%? Dslcer_les onaMIDI Eodaddialtolin S5l | hI;u[: ;m:amlthmm e
1 consoleor a mixer. C4h] Frogram Change. O05|0EN| e
g Sk Proam Ehenas: B12(0Eh - e = _ Capuet |
In the M1DI Command Effect Properties __| MiDi Dala el
dialog, you can " capture" the MIDI L
information fromanother external, MIDI MID! Yelacity
device. The MIDI input port and channel <
are listed at the bottom of the Properties 1]
dialog box, and to change them, see EE T | T |
Options:MIDI Commend Control page 55. Ceplure from [MIDI Yoke NT: 1 (111 Chennel 1
The MIDI Command tab has two different ok |  Cowsl | Awb |

views: Builder View and Data View. In
Builder View, you have an interface that will guide you in construction MI1DI commands, and will display the information in
both decimal and hexadecimal. Switch to Data View to work with the raw M1DI data, or to capture SysEx messages.

Use the Output tab to select the proper MIDI output device to transfer that datato.



Chapter 9 Effect Types 63

CD Track

‘Effect Properties

The CD Track effect gives you the ability to

Disc |.&mh1,t,e::i Triger | Miker |

playback whole audio CDs, single tracks, or
portions of tracks froman audio CD located in
your CD-ROM drive. CD output will be
routed to your Default Playback Device as

COr D
CO_fudio_0: =] _ Py |
1~ PlayEnlue CD
1% Play Specified (Track - Minutes : Seconds . Frames|
- Stait
B0 A0 H0 | Rt |
— Diralioes
o I s I s (™

Leava Dusaton al Oz bo plap remaindar of back.

specified by Windows, and the SFX Mixer will
be ineffective.

If you have more than one CD-ROM drive,
you can select the drive to play fromin the
"CD Drive" combo box.

You can specify the track number to play,
along with a beginning start time and/or an

end time. If you leave the Duration timeto all
zeros, the cue will play fromthe start time to

M IDI Show Control (M SC)

the end of track.

MIDI Show Control cues are used to control external devices that understand this superset of MIDI and is only availablein
the Show Control edition. For detailed information about the M1DI Show Control effect type and how to use M SC, please see

the entire chapter devoted to it on page 73.

M edia Control Interface (M Cl)

The MCI command effect takes specific information about the device to be controlled and is only available in the Show
Control edition.. Please see the manufacturer's documentation for the M Cl command format expected.

Autofollow

The Autofollow effect is a cue that links two cues
together, so that when the previous cue finishes, the
following cue is automatically executed. You would use
an Autofollow cue if you wanted to link two or more
cues together without having to hit multiple GOs.

AUTOFOLLOW
<00:04> DoorBell

Wait
® <01:10> Rain
<00:02> WAIT 4.000

<00:15>  WAIT 15.000
<00:00> Thunder - near

The Wait effect is similar to the A utofollow effect, except in two
important cases: a Wait is not contingent on the previous cue
completing, and with a Wait, you must supply atime value. Also,
aWait cue begins automatically executing at the same time as the
previous cue. Because of this, you can overlap the playing of
cues.
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Fade

|"ﬁgm;l Braperiise 53| The Fade effect modifies the volume of atargeted
’ T T cue, and can _aquust the volur'r_l? in either agreater or
: lesser level giving you the ability to Fade up or
Face s elech S himiei | down any sound effect cue (Wave, MIDI
[ QU 00 Epinephvine: 304 part 18 = Sequence, or CD Track).
Digaton ol lads ¢ secands
A ™ \when fade completes, siop Faded Ellect With a Fade, you must select the effect to Fade,
il 7 input the seconds the Fade will occur over, and
S .;T,,:1 whether the Fade should occur as Linear or
I Curve 2 Logarithmic. Bxperimenting with the different
' \ curves may be necessary to find the proper effect.
Usethe Mixer tab (see above Mixer) to set thefinal
volume level.
Cancel. | hhy |

It is suggested that if you use a Fade to fade a cue
out, and will not be bringing the volume back up, that you follow the Fade cue with an Autofollow and a Stop (see Stop
below) to halt playing of the silent cue. This will save CPU resources.

Fading over multiple groups: If you want to Fade fromone Group to another, the targeted effect must be playing on all
channels that will be involved with the Fade. For example, if you want to Fade an effect from Group 1 to Group 2, the original
effect must by assigned to both Group 1 and Group 2, and the volume of Group 2 should be set to no volume (-100 dB).

Fade in: Creating a Fade-in is just like a Fade-out, except you set the volume faders differently. To performa Fade-in of acue,
start with the Wave file you want to fade in. Select its Properties and in its Mixer tab, drag the faders down and thus setting it
for no volume. Next, create your Fade cuein the cue list somewhere after the cue to be faded. Finally, in the Fade' s Properties
dialog box, select that file to fade, the time, the curve, and in the Mixer tab, drag the sliders to the level you wish the cueto
have when the Fade completes.

Stop

The Stop effect is used to halt playback of one or more targeted cues. Just click each cue that you want stopped when this
Cueis executed.

Command

The Command effect is a multifaceted effect type that is composed of many different commands. Command cues are used to
activate other cues, cue lists, or the time code clock. The graphic at right displays the Properties dialog box for the Trigger
effect.

The available Commands of a Command effect are: Cue Effect, Play Effect, Pause Effect, Stop Effect, Go To Effect, Cue List, Go
List, Pause List, Stop List, Panic List, Panic All, Set Clock, Start Clock, Stop Clock.
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26.00 Command Set Clock to 01:00:00.00
st AUTOFOLLOW
Cammand Start Clocl
27.00 Command Go List: {A} SEExampleShaw
28.00 Command Goto Effect: {A} SRExampleShow "Q4 00 STOP Q3.00 Music0000D3"
23.00 Command Play Effect; {B} Main List "QF.00 Dog Barking 01"
3000 Command Play Effect; {A} SRExampleShow "Q11.00 Chimes 7"

For example, you can use the Command effect to start playback of a cue in the current Cues view, or of another Cues view.
You can also use it to send Go commands to another Cues view. Command cues can be used to manage the SFX's MIDI Time
Code clock, too. The many different commands allow you to do varying things to any of your Cues views.

Example: You have a cue list on your desktop that contains several Wave files, which are sound effects played during your
production. In asecond cue list, you have only MIDI Commands that trigger your light board. To manage them, you create a
third cue list and drag-in Command cues that Go List to the appropriate other cue list. This leaves your operator with a simple,
single cue list that is actually activating the other lists.

Restart

The Restart effect will Go To a selected cue and, after waiting a user defined number of seconds, executeit. You would mainly
use a Restart cuein a Cue list that automatically plays over and over again.

M emo

The Memo effect is nothing more than a one-line description that you can add to your Cuelist. You may want to use Memo
cues to provide visual breaks between cues, or to start off cue sequences with descriptive names. For exarmple, you may
precede a sequence with aMemo cue of " Thunderstorm' followed by a Wait 0.0, and then numerous other linked cues.

Plug-Ins

SFX supports future plug-in effects. Please see our Web page for available plug-ins.
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10

Keyboard Triggers

Keyboard Triggers
Keyboard Triggers

In the Standard and above editions of SFX, you can assign keystrokes in SFX that will trigger some of its functions such as

GO, STOP, PANIC, etc, or you can assign keystroke combinations to play specific cues. Note: some key combinations are
aready assigned to menu function in SFX. You should avoid themwhen choosing your own key combinations.

To assign a keystroke to an individual cue:
1. Select the cuein the Cues view.
2. Click on the PROPERTIES button in the
Cues view and a*“ Properties” dialog box

will appear.

3. Ifthecueis atriggerable cue, select the
TRIGGER tab.

4. Checkthe" Triggered by Keyboard” check
box.

5. Clickin the edit box.

6. Click any keystroke combination on the
keyboard and you will see the keys you’ ve
pressed in the edit box.

Wae | Etiechs | Alibutes Tigger | Hier |

[ Tugger by MIDI Time Code [Howrs Mirules Seconds Frames]

: =
FErara ra e
[T Tiggersd by MIDI Cammand
[ B | [ |
Cgmi e froen T et T [T Ciraper
¥ Tiggeied by Espbaad
Chl +w 1% On Prezs ©  On Releass

7. Select “On Press” or“On Release.” On Press will play the cue when you press the keys while On Release will
wait until you' ve pressed and then released the keys.

Trigger |
To assign akeystroke to a cue list:
1. Makethe Cues view active by
clicking onit.
2. Select fromthe main menu CUES|

| T Trigget by MIE| commands.

| % Use MIDI Shaw Caniticl

SHOW CONTROL & TRIGGERS i |

i =F =0

and a“ Show Control & Triggers”

dialog boxwill appear. R

3. Checkthe“ Trigger by Keyboard

= =n = =
o i S = e i ===
= sl e

=

Welocty of 128 = ANY

commands” checkbox

4. Click the edit box of the command
you wish to add a keyboard
trigger.

5. Typethetrigger and you will see

W Tagget by Kepboaid commareds.

Gio |Fpacs Pl Mo
e [Hioe FMEiNI}I’H
Frew [Hone Stop [MNone

it appear in the box.

6. Repeat steps 4and 5for each command you wish to add keyboard triggers to.
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Totemporarily disable triggers:
1 Select fromthe main menu VIEW | ENABLE TRIGGERS. When this option is checked, triggers are enabled.
- Or -
1. Click on the ENABLE TRIGGERS toolbar button.
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11 MIDI Command
M essages

MIDI Command Messages
MIDI Command Effects
Triggering SFX with MIDI

M I1DI Command M essage

In the Standard and above edition of SFX, you can send and receive MIDI command messages. MIDI command messages are
really just MIDI notes such as Note On, Note Off, Control Change, etc.. Each MIDI note contains a number of data bytes that
define the exact function of the MIDI note.

M IDI Command Effects

To create aM IDI command effect to send “Effoct Pro perties
M DI commands to external devices (use one -
of the two following methods): MIDI Command | atitutes | Toggen | Dupun |
1. dClickand hold on the MIDI MID Command
i 5G| Hke On, US4136R] 0537 5
Commend effect i the Hfect o) ot O, D2 ) G e S TE)
ool Boxand drag It into the |C4k] Program Changs. O0S|0ER il Caphure!
Cues view. Release the mouse [T w o=
button over the cue you wish to | M D.ml DiataView
insert before. An “ Effect =
Property” dialog boxwill L H‘Dl‘mﬂ‘f
appear. |
2. Createthe MIDI Command il
message in this dialog. [ Wew ] Deee |
3. Patch the effect. See below. Coplune fiom [MID| Yoke NT: 1 (111 Chennel 1
ot | Comeel | Ak

Before patching the effect to an Output, you
must have an Output that is patched to a M DI output device:
1. Makethe Effects view (or the Cues view if the MIDI command is there) active by clicking on it.
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2. Select fromthe main menu EFFECTS (or CUES) | PATCH and a“ Patch” dialog boxwill appear.
3. Select the MIDI PATCH tab.
4. Assign one of the Groups aMIDI devicethat is outputting externally (i.e. don’ t select aMIDI synthesizer on the

sound card).
Finally, assign the effect to a Group:
In the MIDI Command Properties dialog box (click on the MIDI Command in your list and then click the Properties button),
select the Output tab and click on the MIDI output to the appropriate device.

For more information about using a M IDI Command, see MIDI Command page 62.

Triggering SFX with M 1Dl

To receive MIDI messages fromexternal devices to trigger SFX you first must select aMIDI input device and channel. If you
have not assigned a MIDI input device and channel in SFX; please do the following:

To select aM DI input device and channel:
1. Select fromthe main menu TOOLS | OPTIONS and the “ Options” dialog box will appear.
2. Select the MIDI COMMAND CONTROL tab.
3. Inthe*“Incoming MIDI Command Device” combo box, select the appropriate MIDI input device.
4. Inthe“MIDI channel...” combo box, select the channel that the MI1DI commands will be received on.

There are two ways you can have SFX triggered by MIDI commands. You can have the MIDI commands target the Cue Lists
or you can have the MIDI commands target individual cues — or both.

Toassigna M IDI command to an individual cue:

Wove | Effects | Albibutes  Trigest | Moer |

1. Select the cuein the Cues view.

2. Click on the PROPERTIES button in [ Tigger by MIDI Time Code [Hours: Mirles: S ecords Frames |
the Cues view and a*“ Properties” P g0 g = Rezst
dialog boxwill appear. —

3. Ifthecueis atriggerable cue, select ¥ Tuiggered by beIDI Cammers
the TRIGGER tab. Command Wialue - Milocily (126 = AMY]

4. Check the* Triggered by MIDI L = i I
Command” check box. : Captune froen [MID] Yoke HT: 1 [A]]. Charnel 1

5. Select the MIDI notein the I~ Tiiggeied By Kepbomd
“Command’ combo boxand typein a [ | # ot
valuein the“ Value” edit box =

6. Clickon OK.

Toassign M IDI commands to trigger a cue list:

1. Makethe Cues view active by
clicking onit. ¥ Trgge by MIDT cammands,

2. Select fromthe main menu CUES| Comimand Vakie  Velacily Command Vel Welacily
SHOW CONTROL & TRIGGERS GofNone =0 =0 = Fay|None = = A
and a“ Show Control & Triggers”  Mew[Hene | = L | |
dialog box will appear. {Praw|Heme B | L [T | = |

3. Checkthe* Trigger by MIDI | Capure fram MIDEYake NT: 1 [1]L, Charnel 1 Veloohy of 128 = ANY
commands” checkbox RN AL il b A B e L

4. Select the MIDI note in the combo box of the command you wish to add atrigger. Also, typein avalue.

5. Repeat step 4 for each command you wish to add keyboard triggers to.

6. Click OK.

Totemporarily disable triggers:

1. Select fromthe main menu VIEW | ENABLE TRIGGERS. When this option is checked, triggers are enabled.

- Or -

1. Click on the ENABLE TRIGGERS toolbar button.
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12 MIDI Time Code

MIDI Time Code
Format

Input

Qutput

Learn

Freeze

Set

M IDI Time Code

SFX Show Control edition contains MIDI Time Code features. MIDI Time Codeis a
protocol that divides time between hours, minutes, seconds, and frames. Time codeis
commonly used to synchronize separate devices. SFX can generate or chase MIDI time
code.

To access SFX’ sMIDI Time Code:
1 Select fromthe main menu VIEW | TIME CODE and the Time Code toolbar
will be displayed under the menu.

TI|SMF‘1'E 20Drep | tnput, | gupm...| ﬂl > = |1[ 07.00:41.18 M |

To display the Time Code values for each cue in the Cues view:
1. Makethe Cues view active by clicking on it.
2. Select fromthe main menu CUESto display the Cues view menu.

3. Clickthe TIME CODE COLUMN menu itemto toggle it. If thereis acheck before the menu item, the Time Code

column is already displayed.

To assign a cue time code:
1 Usethe LEARN button (described below).
- Or -

Fie ¥iew Tods Help

Ol &) _

Flisg-Irs

Cuskomize. .,

opEions. ..
Tirme: Code

ommand Intarface
Enable Plug-Ins

Test Hardwears key
Windows Explorer

[=
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1. Select the cuein the Cues view.
2. Click on the PROPERTIES button and the “ Effect Property” dialog boxwill appear.
3. Iftheeffect is triggerable, click on the TRIGGER tab.
4. Checkthe*“ Trigger by MIDI Time Code...” check box.
5. Assign time code values in the “ Hours” , “ Minutes” , “ Seconds” , and " Frames” edit boxes.
6. ClickOl.
‘ot | Type |T|me Code | Description il
L0 Caommand Sel Clock to 02:00:00.00
Ao AUTOFOLLOW
Command Start Clock
JO0 '‘Wave 02:00:02.068 Epinephrine 304
K00 MS 02:00:04.18 <Lighting (General)> <Device 05> <G0> <>
LOD MEI 02:00:13.13 =<Lighting (General}> <Device 05> <GO> <>
h.OD RSO 02:00:19.058 <Lighting (General)> <Device 05> <G0> Q725>
M.OD RASE 02.00:24.28 <Lighting (General)> <Device 05> <GD> <Q#33>
C.a0 MSC 02:00:33.10 <Lighting (General)> <Device 05> <G0> <=
BO0 Command 02:00:41.1%8 Stop Clock "
Format

Time codeis generated in anumber of different formats. The formats typically differ by the number of frames. SFX supports
frame rates of 24 fps, 25 fps, 30 fps, 30-drop fps, and the computer clock. To change the format of the time code, drop-down
the combo boxin the time code dialog bar and select atime code format.

| nput

To chase MIDI time code froman external source, click on the OUTPUT button and select the M DI device fromwhich the
time code is to be received from.

Output

To output MIDI time code to an external source, click on the OUTPUT and select the MIDI deviceto send time code.

Freeze

While time code is running you can click on the freeze button to stop the display fromchanging. Whilein “freeze” time code
is still running, but the display in the time code dialog bar is not changing. This is especially helpful if you are trying to
determine the time code of an event whileit is playing.

Learn

To automatically time stamp your cues as you play them manually, see page 40.

Set

To manually set the time code to avalue, click on the SET button. A dialog boxwill prompt you to insert the time code value.
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13 MIDI Show Control

MIDI Show Control
SFX as a Controller
Controlling SFX

Commands

MIDI Show Control

MIDI Show Control is included with the Show Control edition of SFX. MIDI Show Control (M SC) is an industry standardized
MIDI messaging protocol used by various manufactures. M SCis used to interface various pieces of entertainment equipment
and machinery together with the purpose of centrally controlling them. You may find controlling devices or controlling SFX
through M SC much easier than through standard MIDI.

SFX can serve both as a controlling device and a controlled device. A controlling device sends M SC messages to other

devices, while a controlled device only receives messages. You can use SFXto control other M SC pieces of equipment, or
you can have M SC capable gear control SFX.

SFX as a Controller

To create aM IDI Show Control effect to send M SC
messages to external devices (follow one of these
two methods): Commanid Format: |01 Lighting (General] -

1. Click and hold on the M SC effect in o T
@ Mumber, |43 3 List: |

Command {01 GO | Devieeln:[08 < [P BRNN 2B
— |DODREF

i = T
the Effect Tool Boxand drag it into the O Path:]

Cues view. Release the mouse button
over the cue you wish to insert before.
An “ Effect Property” dialog boxwill
appear. Play
2. Createthe M SC message in this dialog. 4'
Consult the manufacturer’ s
documentation for the specifics on how to trigger their device.
3. Patch the effect. See below.

Before patching the effect to a Group, you must have a Group that is patched to a M I DI output device:
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M ake the Effects view (or the Cues view if the M SC command is there) active by clicking on it.

Select fromthe main menu EFFECTS (or CUES) | PATCH and a*“ Patch” dialog boxwill appear..

Select the MIDI PATCH tab.

Assign one of the Groups aM DI device that is outputting externally (i.e. don’ t select aMIDI synthesizer on the
sound card).

A wbdpE

Finally, to assign the effect or cue to a Group:
In the M SC Properties dialog box (click on the MSC cue in your list and then click the Properties button), select the Output tab
and click on the MIDI output to the appropriate device.

Controlling SFX

All MIDI Show Control devices fall into one or more “ command” categories (e.g. Lighting, Sound, etc.) which are assigned a
hexadecimal number between 00h and 7Fh. A M SC message is directed at one or all of these categories. SFX recognizes
messages addressed to the command formats of 10h General Sound, 17h Audio Effects Devices, and 7Fh All Types. These
categories are hard-coded in SFX and can not be changed. Within these categories, each individual device is assigned a
unique 1D(s) number to further differentiate it from other devices.

In order for SFX to recognize M SC messages, you must assign SFX with adevice ID or IDs. You can assign SFX with more
than one device ID. You might do this if you want to send messages to a Group of devices. In addition, SFX will always
recognize the ID of 7Fh (All Types).

To accept M SC message and assign device I Ds:
1. Select fromthe main menu TOOLS | OPTIONS and the “ Options” dialog will appear.
2. Select the MIDI SHOW CONTROL tab.
3. Inthe*Incoming Show Control” combo box, select the appropriate MIDI input device where the M SC commands
will originate from.
4. Select one or more device IDs in the “ Device IDs” list box.

Each cuelist can be individually enabled to recognize M SC messages.

To enable a cue list to recognize M SC messages:
1. Makethe Cues view active by clicking on it.
2. Select fromthe main menu CUES | SHOW CONTROL & TRIGGERS and the * Show Control & Triggers” dialog
boxwill appear.
3. Checkthe" Use MIDI Show Control” checkbox.

M SC messages are actually MI1DI System Exclusive messages with the following format:
FO 7F <device_I D> 02 <command_f or mat > <command> <dat a> F7

<devi ce_I D>is anumber specifying the intended receiver of the message. Device IDs range from00h - 7Fh with 7Fh being
the All Call ID and is representative of all devices.

<command_f or mat >is anumber specifying the type of equipment or machinery addressed. Command Formats range from
00h - 7Fh with 7Fh being All Types and addressing all command format. Many command formats are already specified by the
M SC standard. For example, the command formats that address SFX are 10h General Sound, 17h Audio Effects Devices, and
7Fh All Types.

<command>is the action for the M SC message. Typical commands are GO, RESET, ALL_OFF, etc.

<dat a> is specific information that will vary with each command. Data can include time code numbers and cue numbers as
well as other information. You must refer to each command to determine the exact format of the data.

Exanple:
FO 7F 09 02 01 01 34 33 2E 35 00 31 32 2E 31 00 35 F7
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This M SC messages tells Lighting, Device ID #0%h to GO on cue number 43.5in list 12.1 path 5.

SFX provides you with a GUI when creating M SC commands (see above SFX as a Controller page 73).

Commands

SFX understands a subset of the entire MIDI Show Control 1.0 standard and the details of those commands are listed below.
The format for each command is:
[ command] [ hex val ue]

[data] - what the command expects. Some fields maybe optional and will be marked so. The format for the data can be:
<cue nunber > thenumber of acue (e.g. 14.5)
<cue list> - thenumber of the CueList where{A} is1,{B} is 2 {C} is 3, and so on.
<tinme code> - timecodevalue
All other fields will be ignored.

[descri ption] - adescription of the command and how it will react with the <data>.
[example] - shows you a example message with explanation

SFX understands the following M SC messages:

o)

STOP
RESUME
TIMED_GO
LOAD
ALL_OFF
RESTORE
RESET
STANDBY_+
STANDBY _-
START_CLOCK
STOP_CLOCK
ZERO_CLOCK
SET_CLOCK

SFX M SC Command List

GO (01h)

<cue number> (optional)
<cue list> (optional)

?  If <cue number> and <cue list> are specified, SFX will play the cue in the <cue list> with the cue number of <cue
number>.

? If <cuelist> only is specified, SFX will play the next cuein that cue list that contains a cue number.

If <cue number> only is specified, SFX will play all cues, in all lists, with the cue number of <cue number>.

? If nothing is specified, SFX will play the next cue in { A} list that contains a cue number and all cues in the other
lists with the same cue number as the cuein {A}.

-~

Exanples:
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Audio Effects Devices, Device 02, GO Q#3.5 List 2:
FO 7F 02 02 17 01 33 2E 35 00 32 00 F7

All-types, Device 7F, GO (all cue lists using the next cue number in {A}):
FO 7F 7F 02 7F 01 00 OO F7

STOP (02h)

<cue number> (optional)
<cue list> (optional)

?  If <cue number> and <cue list> are specified, SFX will pause the cue in the <cue list> with the cue number of
<cue number>.

?  If <cuelist> only is specified, SFX will pause all cues in <cue list>.

If <cue number> only is specified, SFX will pause all cues, in all lists, with the cue number of <cue number>.

? If nothing is specified, SFX will pause all cues in al lists.

-~

Exanple:
Audio Effects Devices, Device OE, STOP Q#3 (in all lists):
FO 7F OE 02 17 02 33 00 00 F7

RESUVE (03h)

<cue number> (optional)
<cue list> (optional)

?  If <cue number> and <cue list> are specified, SFX will resume playing the paused cuein the <cue list> with the
cue number of <cue number>.

?  If <cuelist> only is specified, SFX will resume playing all paused cues in <cue list>.

?  If <cue number> only is specified, SFX will resume all paused cues, in all lists, with the cue number of <cue
number>.

? If nothing is specified, SFX will resume all paused cues in al lists.

Exanple:
Sound (General), Device 05, RESUME, (all cues in) List 1:
FO 7F 05 02 10 03 00 31 00 F7

TI MED_GO ( 04h)

LGAD

<cue number> (optional)
<cue list> (optional)
<time code> (ignored)

See above GO (00). The <time code> is ignored.
Exanple:

Audio Effects Devices, Device 0D, TIMED_GO Q#5 (in all lists):
FO 7F OD 02 17 04 00 00 00 00 00 35 00 00 F7

(05h)

<cue number>
<cue list> (optional)
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?  If <cue number> and <cue list> are specified, SFX will cue the cuein the <cue list> with the cue number of <cue
number>.

?  If <cue number> only is specified, SFX will cue all cues, in all lists, with the cue number of <cue number>.

Exanple:

Sound (General), Device 08, LOAD Q#10.75, List 2:
FO 7F 08 02 10 05 31 30 2E 37 35 00 32 00 F7

ALL_OFF (08h)
Pauses all cues in all lists.
Exanple:

Audio Effects Devices, Device 02, ALL_OFF:
FO 7F 02 02 17 08 F7

RESTORE ( 09h)

Resumes all paused cues in all lists.
Exanple:

Audio Effects Devices, Device 4B, RESTORE
FO 7F 4B 02 17 09 F7

RESET (0Ah)

Halts playback of all cues in all lists and sets the current selection to thefirst cue in all lists.
Exanple:

Audio Effects Devices, Device 60, RESET:
FO 7F 60 02 17 OA F7

STANDBY_+ (11h)
<cue list> (optional)
?  If <cuelist>is specified, selects and cues the next cue in <cue list>.
? If nothing is specified, selects and cues the next cuein { A} that contains a cue number, cues it, and selects and
cues in the other lists all cues with the same cue number as the cuein {A}.
Exanple:

Sound (General), Device 06, STANDBY_+ (next cuein) List 1:
FO 7F 06 02 10 11 31 F7

STANDBY - (12h)
<cue list> (optional)
?  If <cuelist>is specified, selects and cues the previous cuein <cue list>.
? If nothing is specified, selects and cues the previous cuein { A} that contains a cue number, cues it, and selects

and cues in the other lists all cues with the same cue number as the cuein {A}.

Exanple:
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Sound (General), Device 23, STANDBY _- (cues in all lists with the cue number of the next cue inthe { A}
cues list):

FO 7F 23 02 10 12 F7

START_CLOCK (15h)

<cue list> (optional) (ignored)
Starts MIDI Time Code.
Exanple:

Audio Effects Devices, Device 65, START _CLOCK:
FO 7F 65 02 17 15 F7

STOP_CLOCK (16h)

<cue list> (optional) (ignored)
Halts MIDI Time Code.
Exanple:

Sound (General), Device 7B, STOP_CLOCK:
FO 7F 7B 02 10 16 F7

ZERO CLOCK (17h)
<cue list> (ignored)

Sets the MIDI Time Code clock to 00:00:00.00.

Exanple:

Sound (General), Device 03, ZERO_CLOCK:
FO 7F 03 02 10 17 F7

SET_CLOCK (18h)

<cue list> (ignored)
<time code>

Sets the MIDI Time Code clock to <time code>.

Exanple:

Audio Effects Devices, Device 51, SET_CLOCK to 01:00:00.00.00:
FO 7F 51 02 17 18 01 00 00 00 00 F7
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14 Command I nterface

Command Interface

Commands

Command I nterface

The Command Interface is a special tool that gives you an alternate method of controlling SFX. With the Command Interface
dialog box, you can type in SFX commands, such as GO or SET DESCRIPTION "Door Sanmi'. You can also change volumes,
cue numbers, select cues, etc..

To enable the Command Interface:

1. Select fromthe main menu, Tools | Command Interface, and the Command Interface dialog box will appear.
2. Move and size the Command Interface anywhere on your desktop.

Commands

Commands are not case sensitive. Each command can have zero or more parameters following it.

<cue nunber > thenumber of acue preceded by the letter Q(e.g. Q14.5).

<cue list> - theletter of the CueList where{A} isA,{B} isB,{C} is C, and so on.
<title> - the title of the Cue/Effect list as displayed in the caption bar (e.g. "My Cues").
WORKSPA CE - aword in all capitals with no brackets is literal.

Parameters shown in square brackets [] are optional.
SFX Command Interface commands fall into athree categories:

1. Administrative Commands - commands that handle opening and closing files and workspaces as well as other
environment tasks.

2. Control Commands - commands that handle selecting, playing, and other manipulation of cues.

3. Property Commands - commands that change the properties of cues such as cue number, description, and
volume.
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Administrative Commands

The Administrative Commands are:

CLOSE
COLUMN
EXIT

HELP
LEARN
LIST

NEW

OPEN
OPTIONS
PRINT
QUIT
SAVE
SAVEALL
SAVEAS
SWITCH
TIMECODE

CLCSE

Parameters:
[WORKSPA CE or <cue list> or <title> or <>]

Closes aworkspace or Effects/Cues file.

?  If WORKSPA CE s specified, the workspace will be closed
?  <cuelist> or <title> will close the matching file

? If nothing is specified, the active file will be closed.

Exanmples:
CLOSE
CLOSEWORKSPACE
CLOSEA
CLOSE"My Cues"
COLUWN
Parameters:
TIMECODE or TYPE or STATUS [ELAPSE or PERCENT or REMAIN]
[ON | OFF]
[<cuelist>]

Displays or hides a column (TIMECODE, TYPE, or STATUS) in a Cues view.

? If TIMECODE or TYPEor STATUS only is specified, that colunn will be toggled shown or hidden.

?  If ON or OFF is specified, the column will be shown for ON and hidden for OFF.

?  With STATUSYyou can also then specify the format: ELAPSE or PERCENT or REM AIN which will change the
STATUS column to that format.

? If you do not include a <cue list>, SFX will assume the active Cues view.

Exanmples:
To show the Time Code column: COLUMN TIMECODE ON
To toggle the Status column: COLUMN STATUS
To display Time Remaining in the Status colunn: COLUMN STATUSREMAIN

To toggle Time Code column in the { B} Cues view: COLUMN TIMECODEB
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EXIT

Bdts SFX.

HELP

Launches SFX Help.

LEARN

Paranmeters:
[<cuelist>]

Toggles the Learn Time Code feature (see page 40) of the specified cue list.
? If no <cuelist>is specified, the active Cues view is assumed.

Exanples:
LEARN
LEARN B

LI ST

Parameters:
<cue list> or <title>

M akes the specified Effects/Cues view active.

Exanmples:
LIST "My Cues"
LISTB

NEW

Paraneters:
[CUES or EFFECTS or WORKSPA CE or <>]

Creates anew Cues file, or Effects file, or Workspace.
? If nothing is specified, SFX will prompt you to create a new Cues or Effects file.

Exanmples:
NEW
NEW EFFECTS

OPEN

Parameters:
[WORKSPACE] [<filename>]

Opens aWorkspace or Cues/Effects file.

? If nothing is specified, SFX will prompt you to open a Cues/Effects file.

? If WORKSPACE only is specified, SFX will prompt you to open aworkspace.

?  If WORKSPA CE and <filename> is specified, SFX will open the workspace with the file of <filename>.

Exanmples:
OPEN
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OPEN WORKSPA CE
OPEN "My Cues"
OPEN WORKSPACE"Main Show"

OPTI ONS

Displays the Options dialog box.

PRI NT

Parameters:
<cue list> or <title> or <>

Prints the Cues or Effects file.

Examples:
PRINT
PRINT "My Cues"
PRINT C

QUT
Bdts SFX. (Same as EXIT).

SAVE

Parameters:
[WORKSPA CE or <cue list> or <title> or <>]

Saves aworkspace or Effects/Cues file.

?  If WORKSPA CE s specified, the workspace will be saved.
?  <cuelist> or <title> will save the matching file

? If nothing is specified, the active file will be save.

Exanples:
SAVE
SAVEWORKSPACE
SAVEC
SAVE"My Cues"
SAVEALL

Saves all Cues and Effects files.

SAVEAS

Parameters:
[WORKSPA CE or <cue list> or <title> or <>]

Saves aworkspace or Effects/Cues file as a different name. Prompts you for the name to save thefile as.
?  If WORKSPA CE s specified, the workspace will be saved.

?  <cuelist> or <title> will save the matching file

? If nothing is specified, the active file will be save.

Exanmples:
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? If nothing is specified, the desktop will be switched to the other desktop.

SAVEAS
SAVEASWORKSPACE
SAVEASA
SAVEAS"My Cues"
SW TCH
Parameters:
[EDIT or PLAY]
Switches the desktop.
Exanples:
SWITCH
SWITCH EDIT
SWITCH PLAY
TI MECODE
Parameters:

[<timecode> or <timecode format> or PLAY or STOP or RESET or ON or OFF or SLAVE ON or SLAVE OFF INPUT #

or OUTPUT #]

Manipulates the SFX MIDI Time Code tool bar (see page 71).

If nothing is specified the SFX Time Code tool bar will be toggled shown or hidden.

<timecode> is in the form of hr:nrn:sc.fm(e.g.) 1:00:00.00 or in the formof arelative value; +2:01:02.00
<timecode format> can be 24, 25, 30, 30D, or CLOCK

SLAVE ON/OFF toggles the Save To Time check boxlocated in the Options dialog box

INPUT # is the number of the MIDI entry to select fromthe Input list

OUTPUT # is the number of the MIDI entry to select fromthe Output list

ESEENERVEES UV IS

Examples:

To show the Time Code tool bar:

To set atime code value:

To set the time code format to EBU25:
To start the time code clock:

Control Commands

The Control Commands are:

COPY
DELETE
GO

GOTO
NEXT
PANIC
PAUSE
PLAY
PREVIOUS
PROPERTIES
STOP
TRIGGER

TIMECODE ON
TIMECODE 1:58:00.00
TIMECODE 25
TIMECODEPLAY
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CcorPY

Parameters:
<cue#> TO <cue#> [<cue list>]

Copies one cue to another location.

?  <cue#> in the formof aletter or number with apreceding " Q" (e.g. Q5.5).

?  The cue will be copied to the location where the destination <cue#>would be. For instance, copying acueto
Q4.5would placeit after Q4.0.

? If no <cue list> is specified, the active Cues view is used.

Exanples:
COPY Q1TO Q54
COPY QA toQC5B

DELETE

Parameters:
[<cue#>] [<cue list>]

Deletes the cue specified.
?  If no <cue#> is specified, the selected cueis deleted.
? If no <cuelist>is specified, the active Cues view is used.

Examples:
DELETE
DELETEQ4.5
DELETEQ45C

Parameters:
[<cue#>] [<cue list>]

Sends a GO to the specified cue.
?  If a<cuet>is specified, the <cue#> is selected and then sent a GO command.
? If no <cue list> is specified, the active Cues view is assumed.

Exanples:
GO
GO Q5.75
GO Q45A

G&Oro

Parameters:
[<cue#>] [<cue list>]

Select the specified cue.
?  If no <cue#> is specified, the first cue is selected.
? If no <cuelist>is specified, the active Cues view is assumed.

Exanples:
GOTOQ10.3
GOTOQ5.75C
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NEXT

PANI C

PAUSE

PLAY

Parameters:
[<cuelist>]

Select the next cue in the specified cue list.

? If no <cuelist>is specified, the active Cues view is assumed.

Exanples:
NEXT
NEXT D

Parameters:
[<cuelist>]

Panics the specified cue list.
? If no <cuelist>is specified all lists are sent a panic.

Examples:
PANIC
PANICD

Parameters:
[<cue#>] [<cue list>]

Pauses the specified playing cue.
?  If no <cueft> is specified, the current cue is paused.

? If no <cue list> is specified, the active Cues view is assumed.

Exanples:
PAUSE
PAUSE Q6.0
PAUSEQ75E

Parameters:
[<cue#>] [<cue list>]

Plays the specified playing cue. Will also resume a paused cue.
?  If no <cue#> is specified, the current cue is played.

? If no <cue list> is specified, the active Cues view is assumed.

Exanples:
PLAY
PLAY Q6.0
PLAY Q75E

PREVI QUS

Parameters:
[<cuelist>]
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Select the previous cue in the specified cue list.
? If no <cue list>is specified, the active Cues view is assumed.

Exanples:
PREVIOUS
PREVIOUS A

PROPERTI ES

Parameters:
[WORKSPA CE| or [<cue#>] [<cue list>]

Displays the properties of the workspace or the specified cue.
? If WORKSPA CEis specified, the properties of the workspace will be displayed.
? If nothing is specified, the properties of the selected effect in the active view will be displayed.

Exanples:
PROPERTIES
PROPERTIES WORKSPA CE
PROPERTIES Q4.5

STOP

Parameters:
[<cue#>] [<cue list>]

Stops the specified playing cue.
?  If no <cue#> is specified, the current cueis stopped.
? If no <cuelist>is specified, the active Cues view is assumed.

Examples:
STOP
STOP Q6.0
STOPQ7.5E

TRI GGER

Parameters:
{<trigger> [<cue list>]) or ON or OFF

If the parameters are ON or OFF, the MIDI/Keyboard Triggers will be enabled or disabled, respectively. See
Keyboard Triggers on page 67 and MIDI Triggers on page 70.

If the parameters are <trigger>, assigns a GO trigger to the specified cue list.

?  <trigger>isin the formof akey such as [SPA CEBAR][Ctrl+][Alt+][Shift+] (<A SCII>[F1-F12}<controlkey>) or a
MIDI Notein the formof <hex>,<hex>[,<hex>]. For example, CTRL+T, SHIFT+F7, or 90,45,125.

? If no <cuelist> is specified, the active Cues view is assumed.

Exanples:
TRIGGERF5A
TRIGGER ON
TRIGGER OFF

Property Commands
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The Property Commands are:

SET ASSIGN

SET CUEH#

SET DESCRIPTION
SET TIME

SET TIMECODE
SET TRIGGER
SET UNASSIGN
SET VOLUME

SET ASSI GN

Parameters:
<group>
[<cuett>] [<cue list>]

Assigns the specified cue to agroup or groups.

?  <group>isin the formof one or more digits separated by commas (e.g. 1 or 2,3,4).
?  If no <cue#> is specified, the current cue is assumed.

? If no <cue list>is specified, the active Cues view is assumed.

Exanples:
SET ASSIGN 3
SET ASSIGN 3,6,9
SET ASSIGN 4,5 Q5.5

SET CUE#

Parameters:
<cue#>
[<cuet>] [<cuelist>]

Sets the specified cue to the cue number.

?  The<cue#>isin the formof aletter or number preceded by the letter Q (e.g. Q5.4).
?  If no <cue#> is specified, the current cue is assumed.

? If no <cuelist>is specified, the active Cues view is assumed.

Exanples:
SET CUE# Q6.9
SET CUE# Q7 Q85A

SET DESCRI PTI ON

Parameters:
<description>
[<cue#>] [<cue list>]

Sets the specified cue to the description.

?  Thedescription is the text found between to double quotes (e.g. "Door Slam'’).
?  If no <cue#> is specified, the current cueis assumed.

? If no <cuelist>is specified, the active Cues view is assumed.

Examples:
SET DESCRIPTION "Gass Breaking"
SET DESCRIPTION " Preshow Music" Q25
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SET TI ME

Parameters:
<time>
[<cuet>] [<cuelist>]

Sets the specified cue's delay or wait time to <time>. This is only valid for cues that have time values such as Waits
and Fades.

?  The<time> can be absolute or relative (e.g. 4.5 or +1 or -0.5).

?  If no <cue#> is specified, the current cue is assumed.

? If no <cue list> is specified, the active Cues view is assumed.

Exanples:
SET TIME4.5
SET TIME-2Q5A
SET TIME+15B

SET TI MECCDE

Parameters:
<timecode>
[<cue#>] [<cue list>]

Sets the specified cue to the timecode.

?  The <timecode> can be absolute or relative (e.g. 3:40:23.12 or +0:0:20.0).
?  If no <cue#> is specified, the current cueis assumed.

? If no <cuelist>is specified, the active Cues view is assumed.

Examples:
SET TIMECODE 1:01:02.03
SET TIMECODE -0:30:0.0 Q22.4

SET TRI GGER

Parameters:
<trigger>
[<cue#>] [<cue list>]

Sets the specified cue's trigger to <trigger>.

?  <trigger>isin the formof akey such as [Ctr+][Alt+][Shift+] (<A SClI>|F1-F12|<controlkey>) or aMIDI Note in
the formof <hex>,<hex>[,<hex>]. For exanple, CTRL+T, SHIFT+F7, or 90,45,125.

?  If no <cue#> is specified, the current cue is assumed.

? If no <cue list> is specified, the active Cues view is assumed.

Exanples:
SET TRIGGER F9
SET TRIGGER 81,45 Q18 A

SET UNASSI GN

Parameters:
<group>
[<cue#>] [<cuelist>]

Unassigns the group(s) fromthe specified cue.
?  <group>isin the formof one or more digits separated by commas (e.g. 1 or 2,34).
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?  If no <cue#> is specified, the current cue is assumed.
? If no <cue list>is specified, the active Cues view is assumed.

Exanples:
SET UNASSIGN 3
SET UNASSICN 3,6,9
SET UNASSIGN 4,5 Q5.5

SET VOLUME

Parameters:
<volume>
[<cuet>] [<cuelist>]

Set the volume of the specified cue.

?  <volume>is in the formof a group=volume[group=volume] and can be absolute or relative (see below examples).
?  If no <cue#> is specified, the current cue is assumed.

? If no <cuelist>is specified, the active Cues view is assumed.

Exanples:

SET VOLUME 3=30 Sets Group 3's volumeto -30 dB
for both channels

SET VOLUMEDO Sets Group 1's volume to -0 dB for
both channels (full volume).

SET VOLUM E 2=15,20,6=25 Sets Group 2s volumeto -15dB,
Group 3s volumeto -20dB, and
Group 6's volumeto -25db. If you
do not specify the group number,
SFEX will assume its the next
group.

SET VOLUME 10:0 Sets Group 1's volumeto -10dB
left channel and -0 dB right
channel.

SET VOLUM E 4=+10:+5 Raises Group 4's volume by 10 dB
on the left channel and 5dB on
the right channel.
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15 Startup Parameters

Startup Parameters

Startup Parameters

Startup parameters are information passed to SFX when it is launched.

You can specify, on the Target line, which workspace SFX should
load, and which cues list it should immediately start executing. To
access the Target line, right click on the SFX icon and select
PROPERTIES and then click on the SHORTCUT tab. You should
append the arguments here.

[[-e] [<WorkspacePath>] [-g<CuesTitle>]* [-h<hrs>] [-
n<m n>] [-s<sec>] [-f<frnse>] [-play] [-
<25]| 24| 30| 30d| cl ock>]

-e 1 editor mode (see below)

WorkspacePath :: full path name of workspace to load

-g<CuesTitle> :: send GO to cues window with title of
<CuesTitle>

-h<hrs> :: number of hours to initially set time codeto

-m<min> :: number of minutes to initially set time codeto

-s<sec> :: number of seconds to initially set time code to

-f<frms> :: number of frames to initially set time code to

-play :: start playing time code

-t<format> :: time code format = 24| 25| 30| 30d | clock

Editor Mode
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Aur [ Meemal windaw ]

Cormmert: |

[ FndT:vgnt... || changelean.. | | Advanced.. |.

[ oe  |[ Comesl |

Editor M ode allows you to run SFX without a hardware key, but you will not hear any output. Editor Mode is useful when
you want to do offline editing of your Cues and Effects files. For instance, you may want to use the Editor M ode when you
are modifying a show on a computer other than the playback computer. In this mode, SFX is not concerned with the location
of your sound files. If asound fileis not found, SFX will "fake" playing it. This is helpful when you are modifying a show on
adifferent computer that does not contain any of the sound files of the playback system

If you run Editor Mode with a hardware key installed, all output will be routed through the first sound card.
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Examples

SFX.exe " c:\Program Files\SFX\Documents\Alpha'
- launches SFX and loads the Alpha.worksfx workspace

SFX.exe " c\Program Files\SFX\Documents\Beta" -gBackground -g"Main Show"
- launches SFX, loads Beta workspace and sends a GO command to both the Cues
files Background.sfxand Main Show.sfx

SFX.exe " C\Program Files\SFX\Documents\Gamma" -h1-m15 -t30d -play
-launches SFX, loads the workspace Gamma, sets time code to 01:15:00:00, 30 Drop,
and begins running time code



Chapter 16 PlayList Mode 93

16 PlayList M ode

Overview

System Setup

Creating a Workspace

Creating an Effect List

Creating a Cue List

Patching a Cues view

Sdecting an Hfects view to Play
Maying the Cues

SHecting Alternate cues

Overview

SFX ProAudio can be setup to run like a multi-zone Jukebox that can draw frommultiple "play lists." Different play lists are
stored as Effects files, and when a Cues view is put in PlayList mode it can select an entire Effects list to playback. A typical
SFX Jukebox setup would include one or more Effects lists each containing alist of Wave files to playback. In addition, there
would be a Cues view for each " output zone" where the user can select (fromadropdown list) what Effects lists to output to
that zone. While in PlayList mode, cue playback is automatic, and when a cue finishes, the next cue automatically begins

playing.

System Setup

Organize your Wave (.wav) files in separate folders on your hard drive. Have each folder represent a different category. For
example, create afolder called "Hip Hop" and place all of your Hip Hop wavefiles there. Create another folder for your Oldies
and place the Oldies wavefiles there. Do this for each different category.

To have SFX automatically title your wave files when it imports them, create atext (.txt) file in the same folder, and with the
same name (except use the .txt extension) of the wavefile. Thetext file contains two lines: The first line, when imported by
SFX, will be placed first in the description, and the second line will be placed in brackets following it. For example, for the file
C\Songs\Rock\VVoodoo.wav, create a file C\Songs\Rock\Voodoo.txt that contains these two lines:

Voodoo Chile
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Hendrix, Jimmi
When SFX imports that file it will appear like this: "Voodoo Chile [Hendrix, Jimmi]".

Creating a Workspace

1) Launch SFX and select fromthe main menu, File | New Workspace, and a File New dialog box will appear.

2) Typein aname for this workspace, such as "MyJukebox' and click the Save button. You are now left with a blank
workspace.

Creating an Effect List

1) Select fromthe main menu File | New and the New dialog box will appear.
2) Select "Effects" and click the OK button. An Effects view will be created on your desktop.
3) Fromthe main menu, select Effects | Import Folder and the Browse for Folder dialog box will appear.

4) Navigateto one of the folders you created above (e.g. Hip Hop) and click OK. The Effects view will be populated with all
the .wav files in that folder. If SFX finds matching .tk files, it will have read themusing the text found there as
descriptions.

You can arrange the order of the effects in this view, but holding down the Alt key, and then dragging and dropping one
or more effects around the list. The order that the files are listed in this view, will be the order they are played when
copied to a Cues view later.

5) Saveyour Effects file, by selecting fromthe main menu File | Save and the Save dialog box will appear. Enter a name that
represents this category (e.g. Hip Hop or Classic Rock).

Repeat these 5 steps until you have created an Effects file for each of the categories you created on disk. You will be left with
one or more Effects views on your screen.

Creating a Cue List

1) Select fromthe main menu File | New and the New dialog box will appear.
2) Select Cues and click OK. A Cues view and other minimized views will appear on the screen.
3) Closeall the minimized views (GO Button, Notes, Cue Status) except any Effects views.

4) Toturn this Cues view into a PlayList, select the caption bar of the Cues view to make it active, and then select fromthe
main menu Cues | PlayList Mode. The caption bar of the Cues view will now say "PlayList Mode."

"PlayList Mode" means that when one cue has finished playing, the next cue will automatically start, as if there had been
an Autofollow cue between them. Also, only one cue will play at atime. If you try to start a second cue up while another
cueis already playing, the first cue will be faded out and stopped while the second cue begins to play.

5) Select fromthe main menu Cues | PlayList Toolbar to display the PlayList toolbar in the Cues view window.

Patching the Cues view

1) You must now select the output(s) for this Cues view. Click on the"Patch” button in the Cues view's PlayList toolbar and
the Patch dialog box will appear.

2) IntheWave Patch tab assign the Groups to sound card outputs.

3) Inthe Default Volume tab, punch in the group(s) where you wish to have the wave files in this Cues view to play through.
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You can also adjust the volume here.

4) Clickthe OK button.

Repeat the above 4 steps for each zone so that you are left with one or more Cues views, along with al the Effects views from
the previous steps.

Selecting an Effects view to Play

In each Cues view you must select which of the Effects views you wish to play to that zone.

1) Click on the combo boxin the PlayList toolbar, and it will drop down displaying the title of each of the open Effects views.
2) Click on the Effects view you wish to copy to this Cues view.

3) SFX will prompt you to "Replace all cues in thislist?' Click Yes, and the cues view will be filled with all of the effects in
the corresponding effects view.
4) Savethe Cues view by selecting File | Save, and enter in a name that represents what zone this cue list outputs to.

Repeat these 4 steps for each Cues view.

Playing the Cues

Click on the Go Button toolbar button to start playback. The select cue in the Cues view will begin playing. When it finishes,
the next cue will automatically begin playing, and when the list reaches the end, it will automatically start over.

Click the Go Button in the other Cues views to start themup.

If you click Go again, the next cue will begin playing, and the already playing cue will fade out and stop.

To stop playback you can either click on the Panic button in the PlayList toolbar, which will abruptly halt playback in that
Cues view, or you may click on the Stop button in the PlayList toolbar, which will fade out the currently playing effect and
stop it.

Selecting Alternate Cues

To play adifferent cuein the Cues View:

1) dlickonthe Alternate button in the PlayList toolbar and the Alternate dialog boxwill appear. The Alternate dialog boxis
an alphabetically sorted list of all the effects found in all the open Effects views.

2) Select an Effect and click Play Now! to have the effect immediately start playing (fading out and stop the already playing
cue) or Play Next to insert the effect as the cue to be played after the current playing cueis finished.

Once an Alternate cue has finished playing, it will automatically remove itself fromthe list.
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17 Troubleshooting

Troubleshooting

Troubleshooting

This chapter contains information on how to solve various problems you may encounter. If you do not find an answer here,
see Product Support page 12.

SF X does not recognize hardware key. -- or - SFX reads" SFX Demo v5.x -" in the top caption bar instead of " SFX V5.x -
Putting CD in drive causesit to automatically play.
Black * x in front of cue.

Cueisnot audible.

Echo Sound Card not seen by SFX.

Audio glitches.

CD cueisnot audible.

Maximum of four playing cues.

Only one cue playing back at a time.

Viewswill not move or close.

Can’ t find a feature in the main menu.

Can’ t Fade across Groups.

Can'’ t add effectsor cues.

Can’ t change Properties.

Can’ t drag-and-drop effectsor files.

MIDI Commandsdo not trigger external device.

Can’ tdoa MIDI capture.

MIDI Show Control cuesdo not trigger external device.
MIDI messagesare not triggering SFX.

Keyboard triggersare not triggering SFX.

MIDI Show Control messages are not triggering SFX.
Error/crash when launching SFX.

SFX crasheswhen opening a cuelist.

SF X does not recognize hardware key. -- or -- SFX reads" SFX Demo v5.x - " in thetop caption bar instead of " SFX V5.x

?  Thehardware key is not connected:
1 Bt SFX.
2. Connect the hardware key to the parallel port or USB port of your computer.
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3. Launch SFX again. If SFX still says " Demonstration” try running the SentM ed.exe programfound in the
HardwareKey folder under SFX.

?  Foraparallel port key: The communication settings in the BIOS are not set up to properly read the card. Reboot
your computer and enter the BIOS settings. Change the " Parallel Port Mode" in the BIOS from" Bi-directional -
EPP' to "SPP," "ECP," or "Normal." The BIOS port should also be set to 378h.

?  If this does not solve your problem, please see the Knowledge Base on the Stage Research web site:
http://www.StageResearch.com.

Putting CD in drive causesit to automatically play.
To disable the autoplay feature on your CD-ROM:
1. Select START | SETTINGS | CONTROL PANEL and the Control Panel dialog box will appear.
2. Select fromthe Control Panel menu VIEW | OPTIONS and the OPTIONS dialog box will appear.
3. Select the FILETYPEStab.
4. Select fromthe “ Registered file types” list box“ AudioCD.”
5. Clickthe EDIT button and the “ Edit File Type” dialog box will appear.
6. Inthe“Actions” list box, click on “ Play” and the click on the REM OVE button.

Black ‘ X" in front of cue.

Cause:

? Fileis not found.

? Fileisincorrect format.

? Patchis not setup.

?  Incompatible sound card.
Solution:

First, select fromthe main menu Cues | Patch and the Patch dialog box will appear. Select Wave Patch and verify that the
appropriate Groups are assigned to the correct sound card outputs. If no options exist in the dropdown boxes, it is
because you either do not have a sound card, or the sound card you have is incompatible with SFX (i.e. is has no DirectX
or WDM drivers). See your sound card manufacturer's web site.

If the patch is correct, click on the cuein the cue list and then click the Properties button. Once the Properties dialog box
appears, click on the Wave tab. Verify that the fileis located in the folder specified. If the full path is not displayed, SFX
uses the path defined in the Tools | Options | Folders settings.

Select the Mixer tab and verify that the cueis assigned to the desired Groups.

Cueisnot audible.
The possible problems and solutions are:
?  Volumeis zero:
Select the cue.
Click on the PROPERTIES button and the “ Effect Property” dialog boxwill appear.
Click on the MIXER tab.
The volume slider may be at zero.

AW

? Thecueis not assigned to a Group (see Patch, Groups, and Volumes page 14):
1. Select thecue.
2. Click on the PROPERTIES button and the “ Effect Property” dialog boxwill appear.
3. Clickon the MIXERtab.
4. The effect should have at least one of the Group buttons punched in. If not, select a Group and click
OK.
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5. Also, verify that the Group is patched to asound card. Make the Cues view (or Effects view) active by
clicking onit.

6. Select fromthe main menu CUES (or EFFECTS) | PATCH and the “ Patch” dialog boxwill appear. The
Group(s) you assigned your cue to should list asound card output. If it does not, select one.

Echo Sound Card not seen by SFX.
Causes

?  Breakout boxis not powered on.
?  DirectX is not enabled for the Echo sound card.
Solution
Make sure that the breakout box for the sound card is plugged in and turned on.
Download and install the latest drivers fromthe Echo (http://www.EchoA udio.com) web site.

Click the Windows Start button | Settings | Control Panel | System | Device Manager | Video, Sound, and Game Controllers
and click on the Echo driver. Click Properties and the Properties dialog box will appear. Select the DirectX/GSIF tab. Check
Enable DirectX. Click OK to all boxes and then reboot.

Audio glitches.
The buss that your hard drive is attached to determines the speed in which audio will flow off the hard drive, into
SFX, then finally into the sound card. It is HIGHLY recommended that DMA is enabled for the IDE channel that your
hard drive is attached. M ost IDE controller cards support DMA however you may need to download the latest IDE
driver fromthe manufacturer of your motherboard.

Windows 2000
1. From ControlPanel->System, find " Device Manger..." and click the button.
2. Findthe IDEATA/ATAPI controllers folder and open it.
3. Find the Primary IDE Channel and double click it (or right click and select Properties...)
4. Verify that the transfer mode is set to: "DMA if available”

It is important that the transfer mode is selected to "DMA if available” and that the Current Transfer M ode shows:
"UltraDMA Mode" If the Current Transfer Mode shows: "PIO Mode" then the data transfer will not keep up while
streaming audio in SFX and you may hear glitches.

CD cueisnot audible.
Audio CD drives have the ability to output Audio tracks directly to the sound card. Typically this is done by
physically connecting the audio output on the CD to the CD audio input on the sound card. There are a number of
sound cards that do not have the physical connector and although it is possibly to use the headphone jack on the
CD directly into your mixer, with Win2K and WinXP and a compatible CD player, you may enable Digital Audio and
have the CD route sound through the buss directly to the sound card.

Processing digital CD audio will require more horse power fromyour computer as the datais read then converted into
aformat that that sound card can use prior to output. It is also important to understand that the only way to route the
output is to assign your preferred audio device in Sounds and Multimedia.

1. Fromthe control panel find and click on " Sounds and M ultimedia”.
2. Click on the "Hardware" tab and find your CD drive in thelist. Select it and click the " Properties” button.

3. Click on the Properties tab and look for the option "Digital CD Playback”. By clicking this button, CD audio
will be routed digitally for this CD player. Click the OK button.
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4. Verify that you have selected the correct Preferred Sound Playback device as the CD audio will route only to
this device.

Maximum of four playing cues.
You are running the SFX Standard or the SFX Show Control edition. This is by design. In order to playback more
than four cues at one time, you can upgrade to the SFX ProAudio or the SFX ProA udio/Show Control editions
through the Stage Research web site.

Only one cue playing back at a time.

Cause:

Preempt for the cue's assigned Group is ON. In the Patch dialog box, you can specify that one or more groups arein
Preempt, which means that only one cue will play on that Group at atime.

Solution:

Click on the caption bar of the Cues list. The, select fromthe main menu, Cues | Patch | Wave Patch. M ake sure that
the Preempt buttons are off (the should be " punched” out).

Viewswill not move or close.

The desktop is locked (see Play Desktop page 22). To unlock the desktop, select fromthe main menu VIEW S | LOCK
VIEWS.

Can’ t find a feature in the main menu.
The appropriate view is not selected (see Menu and the Active View page 18). SFX' s main menu changes depending
on that view that is currently active. For example, when you click on the Cues view, the menu will change to include a
menu itemtitled CUES.

Can’ t Fade across Groups. Can’ t Fade from on Group to another.
The cueis not assigned to the Groups in question. For instance, if you want to Fade a cue from Group 1to Group 2,
you must assign the cue to both groups initially. Just set Group 2' s volumeto O.

Can'’ t add effectsor cues.
The possible problems and solutions are:
? If SFX s caption bar has theword “ [play]” in it, then you are in the Play Desktop (see Play Desktop page 22):
1. Select fromthe main menu VIEWS | SWITCH DESKTOP and the caption will change to “ [edit]” .

?  You may not put certain special effects next to each other; such as two A utofollows two Waits, or a Wait
followed by an Autofollow.

Can’ t change Properties.
See“ Can’ t add effect or cues” above.

Can'’ t drag-and-drop effectsor files.
See“ Can’ t add effect or cues” above.

Can’ tdoa MIDI capture.
To do aMIDI capture you must tell SEX what MIDI instrument and channel to capture messages from. See MIDI
Command Control page 55.

To select aM DI input device and channel:
1. Select fromthe main menu TOOLS | OPTIONS and the “ Options” dialog boxwill appear.
2. Select the MIDI COMMAND CONTROL tab.
3. Inthe“Incoming MIDI Command Device” combo box, select the appropriate MIDI input device.
4. Inthe“MIDI channel...” combo box, select the channel that the MIDI commands will be received on.
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MIDI Commandsdo not trigger external device.
The possible problems and solutions are:
?  TheMIDI Command is not assigned to a Group (see Patch, Groups, and VVolumes page 14):
1. Select thecue.
2. Click on the PROPERTIES button and the “ Effect Property” dialog box will appear.
3. Click onthe OUTPUT tab.
4. Theappropriate output should be selected (it will be highlighted). See MIDI Conmand Effects page 69.
5. The Group(s) you assigned your cue to should list aMIDI output device. If it does not, select one. Do
not select the MIDI synthesize on the sound card; you must select the device that corresponds with
the output jack on your sound card.

?  TheMIDI Command is sending on the wrong MIDI channel. When you send MIDI notes (Note On, Note Off,
Control Change, etc.) the low-byte represents the channel. For example, following is alist of Note On values you
would useto send to each of the sixteen channels:

Channel Note On value
1 80
2 81
3 82
4 83
5 84
6 84
7 86
8 87
9 88
10 89
11 8A
12 8B
13 8C
14 8D
15 8E
16 8F

MIDI Show Control cuesdo not trigger external device.
The possible problems and solutions are:
? The MSCmessageis not assigned to a Group (see Patch, Groups, and Volumes page 14):
1. Select thecue.
2. Click on the PROPERTIES button and the “ Effect Property” dialog boxwill appear.
3. Click onthe OUTPUT tab.
4. Theappropriate output should be selected (it will be highlighted). (see MIDI Show Control page 73).
5. The Group(s) you assigned your cue to should list aMIDI output device. If it does not, select one. Do
not select the MIDI synthesize on the sound card; you must select the device that corresponds with
the output jack on your sound card.

MIDI messagesare not triggering SFX.

The possible problems and solutions are:

?  TheEnable Keyboard/MIDI triggers setting is off:
1. There should be acheck mark next to the main menu itemVIEW | ENABLE TRIGGERS.

?  TheMIDI input device and channel are not selected, or are incorrectly selected (see Triggering SFX with MIDI

page 70):

1. Select fromthe main menu TOOLS | OPTIONS and the “ Options” dialog boxwill appear.
2. Select the MIDI COMMAND CONTROL tab.
3. Inthe"“Incoming MIDI Command Device” combo box, select the appropriate MIDI input device.
4. Inthe“MIDI channel...” combo box, select the channel that the M DI commands will be received on.
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Keyboard triggersare not triggering SFX.
The possible problems and solutions are:
?  TheEnable Keyboard/MIDI triggers setting is off:
1. There should be a check mark next to the main menu itemVIEW | ENABLE TRIGGERS.

MIDI Show Control messages are not triggering SFX.
The possible problems and solutions are:
? Thesending device’ s command format is not one of the formats that pertains to SFX ((see Controlling SFX
page 74).
? The M SCinput deviceis not selected, or is incorrectly selected (see Controlling SFX page 74):
1. Select fromthe main menu TOOLS | OPTIONS and the “ Options” dialog will appear.
2. Select the MIDI SHOW CONTROL tab.
3. Inthe“Incoming Show Control” combo box, select the appropriate MIDI input device where the MSC
commands will originate. Select one or more device IDs in the “ Device IDs” list box.
? Thecueslist’ s has M SC disabled:
1. Makethe Cues view active by clicking on it.
2. Select fromthe main menu CUES | SHOW CONTROL & TRIGGERS and the * Show Control & Triggers”
dialog boxwill appear.
3. Checkthe“Use MIDI Show Control” checkbox.

Error/crash when launching SFX.
If you receive an error or crash on starting SFX, the possible cause is that the PluginAudioBoxplg file is installed on your
machine and you do not have an AudioBox connected to your computer.

1. Close SFX.
2. Open My Computer and navigate to the folder where SFX is installed (typically C:\Program Files\SFX).

3. Deletethefile: PluginAudioBox.plg

SFX crasheswhen opening a cuelist.

No sound card is recognized by SFX. In SFX, select fromthe main menu Tools | Options | Default Wave Patch. If no devices
are available, you must install WDM or DirectX drivers for your sound card.
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