

About





Selecting "About" from the Light-O-Rama Sequencer's Help menu displays the version of the Sequencer that you are running, your Light-O-Rama license information, and information about your computer. When contacting Light-O-Rama for help with the Sequencer, being ready with the information displayed in the “About” window can assist in getting your problem resolved faster.



If you create a ticket with the Light-O-Rama Help Desk, you can use the "Copy to Clipboard" button to copy the information shown in the window so that your can paste it into your ticket. This will assist in getting your issue resolved faster.
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Adding Effects





Light-O-Rama gives you the tools to make your lights do amazing things. In addition to simply turning them on and off, you can turn them on to varying levels of brightness, have them fade up or down, shimmer, or twinkle. You can make RGB lights change to any color. And with motion effects, you can apply colorful patterns to pixel-based props.



The process involves assigning these effects to grid rows in a sequence using the Sequencer. The sections below will describe how to create effects using the toolbar. However, most tools also have a shortcut key, which will be noted below. In addition, most tools can be accessed using the grid's right-click context menu. 



To summarize, you can add effects by using any of the following methods:



•the toolbar
•keyboard shortcuts
•the right-click context menu


When using the toolbar, only one Select Action can be active at a time. Click on the icon for the tool in order to make it active. The active tool will have a border drawn around it.



•When the Select tool is active, the standard mouse pointer is displayed when you move the mouse over the grid, and the mouse can be used to select grid cells.
•When any other tool is active, the mouse pointer specified in Cursor preferences is displayed, and effects will be placed in cells that are selected.


When using keyboard shortcuts or the right-click context menu to create effects, the Select Action on the toolbar is ignored.





Basic Operations: Max Intensity, Min Intensity, Fade Up, and Fade Down



To start adding effects to a sequence using the toolbar, the first step is to set the Select Action to "Create". This is important! If you leave the Select Action as "Select", then no effects will be created.



Now set the Intensity Range. The range defaults to 0-100, which is usually fine for starting out. If you want different values, then type the numbers into the 2 boxes. The order of the numbers does not matter: entering 0 in the first box and 50 in the second has the same effect as entering 50 in the first box and 0 in the second. You can use the "Presets" button to quickly set common ranges.



Now choose the "Slope". 





	Slope Tool


	Button


	Action





	Max Intensity


	[image: 16_on]


	Applies the selected effect at the maximum value in the intensity range





	Min Intensity


	[image: 16_off]


	Applies the selected effect at the minimum value in the intensity range. If the minimum intensity is 0%, this will erase any existing effects where it is applied.





	Fade up


	[image: ToolsToolbarFadeUp]


	Ramps the selected effect from the minimum value in the intensity range to the maximum value in the intensity range





	Fade down


	[image: ToolsToolbarFadeDown]


	Ramps the selected effect from the maximum value in the intensity range to the minimum value in the intensity range










Now choose the Effect Type:





	Effect Type


	Description





	[image: ChannelEffect]

 Channel Effect


	Simple effects originally meant to control AC-powered lights. However these effects can also be applied to RGB lights and pixels.





	[image: 16_color_fade]

 Color Fade


	Applies a color transition to an RGB light. However, these effects work equally well on RGB pixels.





	[image: spiral16d]

  Motion Effect


	an effect intended for pixel-based display elements created by the Motion Effect Generator or the SuperStar Sequencer. The motion effect that will be applied when drawing on the grid is the one currently displayed in the Playback Window. Motion Effects can only be placed on Motion Effect Rows, and require a Pro level license. Furthermore, motion effects can only be displayed on lights connected to Enhanced LOR networks, or DMX networks. They cannot be displayed on LOR networks that are not enhanced. Lastly, they cannot be used in a stand-alone sequence that is loaded into a controller.





	[image: ss_16]

 SuperStar Effect


	These effects are created using the SuperStar Sequencer, but the data is stored in the S5 Sequencer's file.










For a channel type, choose the specific effect:





	Channel Effect


	Description





	[image: turn_on]

  On


	the light is turned on (no shimmer or twinkle)





	[image: 16_shimmer]

  Shimmer


	causes your lights to quickly vary between on and off at a constant high rate.





	[image: 16_twinkle]

  Twinkle


	causes your lights to quickly vary between on and off at a random rate.





	[image: 16_dmx_set_intensity]

  DMX Intensity


	this is useful for sending DMX commands to DMX devices that require specific DMX values (like some moving head lights). The DMX protocol supports intensities from zero to 255, and so this effect gives you precise control over the DMX intensities sent to a device. Please note that not all Light-O-Rama controllers support this functionality; DMX intensity events sent to a controller that does not support them will simply be ignored. To check whether any particular controller supports it, please refer to that controller's documentation.










After making those choices and then moving your cursor over the sequence grid, your cursor will change to a pencil [image: PencilCursor] indicating that you are in "effect drawing mode". Click the left mouse button and drag over some cells. When you release the mouse button those cells will be filled with the effect you chose, at the intensity range you chose, and reflecting the tool type you chose.



[image: FadeUpEffect]



In the example above, an effect was applied to a regular channel row. However, this technique applies equally well to RGB channel rows. The only difference is that RGB channel rows need a color. If the color fade tool is open, then the color currently shown in the tool is used for the effect. If not, then the color shown on the toolbar (on the color fade button) is used.



[image: ApplyRGBChannelColorEffect]



In the example above, a colorized effect was applied to an RGB Channel Row. This technique applies equally well to Motion Effect Rows. When you do, it will apply the color to all of the pixels in the prop (a ColorWash motion effect). The only difference is the way the resulting motion effect is displayed in the grid. In the picture below, the display of motion effect names option is enabled.



[image: ApplyMotionRowColorEffect]



You can even use the same technique to create loops in animation sequences. Loops don't use color, so it is more like the first example.



[image: ApplyLoopRowEffect]



Each channel effect (on, shimmer, twinkle, and DMX intensity) has its own pattern when displayed on the sequence grid. This makes it easy to identify what your sequence is doing without even playing it back. The patterns are applied to both regular channel rows and RGB channel rows.



[image: ChannelEffectPatterns]





Keyboard Shortcuts for Basic Operations



All of the actions listed above can be performed using keyboard shortcuts. The actions listed below are also available on the right-click context menu.





	Tool


	Shortcut Key


	Action





	Max Intensity


	[image: key-dark32-A]


	applies the selected toolbar effect at the maximum value in the intensity range





	Min Intensity


	[image: key-dark32-I]


	applies the selected toolbar effect at the minimum value in the intensity range





	Fade up


	[image: key-dark32-U]


	ramps the selected toolbar effect from the minimum value in the intensity range to the maximum value in the intensity range





	Fade down


	[image: key-dark32-D]


	ramps the selected toolbar effect from the maximum value in the intensity range to the minimum value in the intensity range





	On


	[image: key-dark32-N]


	set selected cells to the ON effect at max toolbar intensity (ignores the toolbar effect selection)





	Shimmer


	[image: key-dark32-S]


	set selected cells to the SHIMMER effect at max toolbar intensity (ignores the toolbar effect selection)





	Twinkle


	[image: key-dark32-T]


	set selected cells to the TWINKLE effect at max toolbar intensity (ignores the toolbar effect selection)





	Any


	[image: key-dark32-Enter]


	Use the currently selected tool (from the toolbar) on the grid selection












Intelligent Fade Tool  [image: ToolsToolbarIntelligentFade]



When using your mouse, the intelligent fade tool will create a:



•Fade Up when you use it by clicking and dragging left-to-right
•Fade Down when clicking or dragging right-to-left
•Fill if you click without dragging


This tool is not available when using the keyboard. Use the shortcuts for fade-up, fade-down, and fill instead.





Fill Tool  [image: ToolsToolbarFill]





	Shortcut Key:


	[image: key-dark32-F]










The Fill tool can be used to create smooth fades from one effect to another. For example, if a fade up from 10% to 40% is followed by the lights being off, which is followed by a fade up from 20% to 80%, then applying the Fill tool on the area where the lights are off will make it into a fade down from 40% to 20%:



[image: Before a fill...]Before a fill...



    

[image: ... and after a fill]... and after a fill





It can also be used in a similar manner on RGB channels to smoothly fade from one color to another.



[image: Before a fill...]Before a fill...



    

[image: ... and after a fill]... and after a fill





The Fill tool can also be used on Motion Effect Rows.



[image: Before a fill...]Before a fill...





[image: ... and after a fill]... and after a fill





With motion effects, the Fill tool tries to perform a cross-fade. However, you will achieve better results by creating the cross-fade yourself (which requires a second motion effects row):



[image: Cross fading the 2 effects using a second motion effect row]Cross fading the 2 effects using a second motion effect row





The Fill tool does not do anything when used on cells that contain an effect.



The Intelligent Fade tool and the Color Fade tool can also be used to apply fills in certain situations.





Chase Tool  [image: ToolsToolbarChase]





	Shortcut Key:


	[image: key-dark32-H]










The Chase tool can be used to take a pattern and "chase" it through several channels over a time range. For example:



[image: Before a chase...]Before a chase...





[image: ... and after a chase]... and after a chase





Exactly what is chased, and where it is chased to, depends upon how you click-and-drag (or, if using the keyboard, how you expanded the selection). The lighting effects in the corner that you started dragging from will be chased to the corner that you finished dragging to so that, for example, you could chase effects "up" or "down" through channels.



The effects that are chased will include everything up to and including the last lighting effect in the channel that you start dragging from (or, if dragging backwards, everything from the first lighting effect).



The Chase tool can also be used on RGB channels:



[image: Before an RGB chase...]Before an RGB chase...





[image: ... and after an RGB chase]... and after an RGB chase





The Chase tool can also be used on Motion Effect Rows:



[image: Before a motion effect chase...]Before a motion effect chase...





[image: ... and after a motion effect chase]... and after a motion effect chase





The Chase tool has additional options that can be accessed by clicking on the small down arrow to the right of the chase button.



[image: The Chase Options menu]The Chase Options menu



•Row Mode: 
•Auto: chase each prop if the effect being chased is a motion effect and that motion row applies to the entire prop (not a subsection); otherwise chase each row
•Chase Each Row: perform the chase on each row in the selected area 
•Chase Each Prop: perform the chase on the first row of each prop in the selected area (makes a difference on pixel props with multiple motion effect rows)
•Clear Selection First: clears the chase area of any existing effects before placing the new effects that are part of the chase.
•Same Row Type: if selected, the chase will only occur on rows of the same type as the first row. For example, if the first row is a regular channel, any RGB channels or motion effect rows will be skipped. If there is no check mark next to this option, then the chase will proceed through all selected rows, regardless of type.


For example, consider the following sequence, and imagine that you want to chase the second fade up in the first channel:



[image: Before chasing the second fade]Before chasing the second fade





If you had "Clear selection first" turned on, the chase would overwrite the ends of the existing fades in some of the other channels:



[image: After chasing the second fade, with "Clear selection first" enabled]After chasing the second fade, with "Clear selection first" enabled





But with "Clear selection first" turned off, the existing effects are kept in place:



[image: After chasing the second fade, with "Clear selection first" disabled]After chasing the second fade, with "Clear selection first" disabled









Motion Effect Tool  [image: spiral16d]



After selecting one or more cells on a motion effect row with this tool active, the Motion Effect Generator will open. Create your effect and then click the OK button to close the Motion Effect Generator. The new effect will be placed in the selected cells. This tool requires a Pro level license.





SuperStar Tool  [image: ss_16]



After selecting one or more cells on a motion effect row with this tool active, the SuperStar Sequencer will open. After you finish your sequencing in SuperStar, close SuperStar by clicking on the Red X in the upper right of the program (there is no need to use SuperStar's save function). You will then be returned to the S5 Sequencer and your new SuperStar effects will be automatically saved as part of the S5 Sequencer's sequence. They will be displayed in the selected cells as a single effect at the maximum value in the toolbar's intensity range, This tool requires a Pro level license.





Color Fade Tool  [image: 16_color_fade]





	Shortcut Key:


	[image: key-dark32-O]










Note: the colors displayed on your screen will not necessarily match those shown by your actual RGB lights; you may have to experiment to determine colors that wind up looking the way you want, and different RGB devices may show different colors when sent the same intensities.



The Color Fade tool can be used to apply colors to RGB channels and Motion Effect Rows. Setting the Effect Type to "Color" on the toolbar displays a set of buttons that enables you to specify the colors to be used:



[image: ColorFadeToolButtons]



With the Color Fade tool selected, clicking and dragging an area of an RGB channel or multiple RGB channels will cause that area to become those colors:



[image: ColorFadeForwards]

Applying a color fade to an RGB channel



If you drag backwards, however, the colors will be applied in reverse order (this also happens if you are using the keyboard, and expand the selection from right to left instead of left to right):



[image: ColorFadeBackwards]

Applying a color fade to an RGB channel by dragging backwards



If the "On Click - Fill" box is checked in the window and you click on an empty cell (as opposed to clicking-and-dragging) will cause the Color Fade tool to perform a fill, smoothly fading from the preceding color to the following color:



[image: ColorFadeBeforeFill]        [image: ColorFadeAfterFill]

Before clicking the empty area...            ... and after clicking the empty area



If the "On Click - Fill" box is not checked and you click on an empty cell, then the color sample will be applied to the cell that was clicked.



The Color Fade toolbar buttons give several ways to select the colors to be used:



•The "Choose" buttons on either side will open a color picker dialog to specify the color for that side
•The "Copy" button on either side will copy the color from the opposite side
•The "Swap" button will move the two colors to their opposite sides
•The "Random" buttons on either side will apply a random color for that side
•The "Random" button in the "Both Colors" section will apply random colors to both sides


The Color Fade tool takes into account the selected effect on the toolbar. For example, here is a twinkling color fade:



[image: ColorFadeTwinkle]

A twinkling color fade









Advanced SD Card Wizard





LOR Hub can create very powerful shows for MP3 Directors. Most users can use the 'Simple SD Card' Creation button, however you want to use the Advanced SD wizard if any of the following are true:



•You are using Pixels or a large number of channels and need to increase the speed of the network
•You are using intensity files, and/or want to use LOR Enhanced networking protocol (if your license supports it)
•You are using multiple generations of LOR controllers some of which support enhanced mode or high speed.
•You have a G3 or higher multi-port director and wish to use more than the first port
•You have a G4 Director and want to use 'director link' 
•You need to change any of the Misc options as shown in Step 5 (not common)
•You need to change any of the advanced throttling options (not recommended)




When using Advanced Mode to create an SD card, either by creating a new show or editing an existing show, the SD Card Wizard will appear.  



Depending on the Director type selected, if this is a new show or not, and other options, some of these steps may not appear or some options may not be available.



When editing an SD card, the options here will default to the options of the current show on the card.



Step 1 - Update existing sequences or not



NEW show: When creating a new Sequence, there is nothing that needs to be done here, just press NEXT

[image: wizard1new]



Existing Show: If you are editing a show you will be asked if you would like to update the existing sequences on the SD card or not:

[image: wizard1edit]





NOTE: if you are editing a Multi-Director SD Card set, you MUST update the sequences each time. Ask and No are not available.



Selecting Yes will search your computer for the sequence originally used to create the SD card. If it is found, any changes in the sequence on the computer will be moved to the SD card. This is recommended.

Selecting 'Ask' will prompt you for each sequence that is found on the computer that is also on the SD card. There you can select yes or no.

Selecting 'No' will leave the existing sequence on the SD card as-is. No changes from the computer for that sequence will be moved.



Step 2 - Linked Directors or Single Director



When creating an SD card/SD card set for a new show you'll be asked if this show will be part of a Multi-Director Link show or not.

[image: linkdirector]



In this step you need to tell the wizard if you are going to be using Linked Directors or not. For most users, the 'I am using a single MP3 director' should be selected.  



Select the other option only if ALL of these are true:

a.You plan on using MORE THAN 1 director to run this show.
b.ALL of the directors you plan to use in this show are Generation 4
c.ALL of the directors you plan to use support Director Link


For existing shows, you can not change this once the SD card is written. For new shows, once you have moved past step 3, you can no longer change this. If you do need to change it at step 4 or later, cancel the wizard and start again.



Step 3 - Generation and Ports



If in the previous step you selected that you are using multiple MP3 directors, the check box selection has already been made for you and you can not change it. If you selected the default single MP3 director, the wizard now needs to determine if you have a G3 OR NEWER MP3 director.  



If you have a G3MP3 director or newer, you should select the check box here. Once this is selected you can also specify the number of ports that your MP3 director has. 



If you are creating a set of SD cards for Linked directors, the number of ports here is the number of total ports on your FIRST (Master) director. You will be able to add your additional directors in Step 4.



[image: wizard3]



Remember, if you are creating a linked director set of SD cards, the number of ports here is the number of total ports on your FIRST (Master) director.  





Step 4 - Port information



Step 4 differs slightly if you are using a single director, or if you are creating a Linked Director set.  



For Single Director shows:



[image: singledirector]



In this example, the user selected that they had a 4 port G4 director being used as a single (not multi-director) setup.

•Port: The physical port number of the director
•Net/Univ: The LOR Network or DMX universe that this port will control
•Protocol: The data protocol in use: LOR, ELOR (Enhanced LOR) or DMX.  
•Speed: The speed of the network. DMX universe speed can not be changed.
•Comment: User comment if desired.


The LOR Networks or DMX Universes to be written are selected based on the SD Card Priority system and can not be changed.  



The Wizard will allow you to quickly set the parameters of the MP3 director to the same as this computer. This is very handy if you have been using a computer to test and tune your show. Once you are satisfied with how the computer runs the show, you can press the '...configure the communications parameters...' button and the wizard will configure each port to run the same as the computer.



If you would like to manually configure the ports, clicking on a row will bring up the settings of that port:

[image: singleportsettings]



•Net/Univ: The LOR Network or DMX universe that this port will control. You can not change this as it is selected by the priority system.
•Protocol: The data protocol in use: LOR, LOR/ELOR (LOR AND Enhanced LOR) or DMX. Depending on your license level, you may be restricted from using DMX or ELOR.
•Speed: The speed of the network.  


Protocol and Speed go Hand-In-Hand. If a port is using LOR devices:

Select the communications speed that will be used to broadcast lighting commands. The recommended setting (57.6) will suffice for many users' displays. If you have many controllers that are far distances apart, a slower speed may help; if your sequences use many rapid lighting commands, a faster speed may help.



•G3 directors (and higher) have additional speeds of 500K and 1000K available. The 500K speed is approximately four times faster than the previous high speed of 115.4K, but is only supported on Generation 3 (G3) devices with updated firmware.


•The 1000K speed can ONLY be used with networks that only contain PixCon16 controllers or Pixie family controllers. No other LOR controllers support 1000K.


•For directors that have multiple ports, you can specify a different speed(s) for each port. The MP3 Director will keep both networks synced even if your show uses multiple ports at different speeds.


•If your license supports Enhanced LOR Protocol and you are creating a card for a G3 or above director, an additional option may be available depending on the first sequence loaded. If the first sequence has both Normal LOR and Enhanced LOR commands available, you can select if you want BOTH to be written to the card (checked). If you do not have a G3 controller, or you do not have a license that supports Enhanced LOR protocol, or if your sequence does not have both types of networks, then this option is not available. There is no option that will allow for only Enhanced commands, even if your sequence has both available.


If a port is using DMX devices

DMX Universes run at a fixed speed, and therefore the options to change port speed are not available.



•Comment: User comment if desired.


For Multi-Director shows:



[image: multidirectornetworkselect]



Step 4 for Multi-Director shows has many additional features to support these more complex shows. 



In the list, each director is a group of ports. In this example, there are 2 four port directors in use. To add a director, simply click the bottom line of the table. The wizard will then ask you how many ports are on the director you are adding:



[image: twoor4portlink]



You may add any number or combination of 2 and 4 port linkable directors to a show. HOWEVER please be aware that ALL directors MUST be Director-Link capable.  You can not mix linkable and older non-linkable directors in the same show.



Once added, your new director will appear:

[image: multidirectoraddnew]

Here we have added a 3rd 2-port linkable director.



To change the order or remove a director, first click on the first column of the director you would like to change. Once you click, control icons will be shown. Remember, you should click on the 'Director' column. If you click on any other column:you will be presented the port settings for that particular port.



[image: multiportcontrolicons]



▪Up Arrow: Move this director UP the chain
▪Down Arrow: Move this director DOWN the chain
▪Red X: Delete this director from the chain


The Wizard will allow you to quickly set the parameters of all the MP3 directors to the same as this computer. This is very handy if you have been using a computer to test and tune your show. Once you are satisfied with how the computer runs the show, you can press the '...configure the communications parameters...' button and the wizard will configure each port to run the same as the computer.



If you would like to manually configure the ports, clicking on a row will bring up the settings of that port: Please remember that since Port 1 is the 'Link' connection between MP3 directors, you can not assign or change any of it's parameters.



[image: multidirectorportsettings]





Unlike in a Single Director show, a Multi-Director show allows for changing which LOR network or DMX universe is attached to a port, and even allows for a port to be skipped entirely

•Net/Univ: The LOR Network or DMX universe that this port will control. This drop-down contains all the networks that are available in the first sequence that was added to the show. If a network or universe was not in use in that first sequence, it is not shown here.
•Protocol: The data protocol in use: LOR, LOR/ELOR (LOR AND Enhanced LOR) or DMX. Depending on your license level, you may be restricted from using DMX or ELOR.
•Speed: The speed of the network. 



Protocol and Speed go Hand-In-Hand. If a port is using LOR devices:
Select the communications speed that will be used to broadcast lighting commands. The recommended setting (57.6) will suffice for many users' displays. If you have many controllers that are far distances apart, a slower speed may help; if your sequences use many rapid lighting commands, a faster speed may help.



•G3 directors (and higher) have additional speeds of 500K and 1000K available. The 500K speed is approximately four times faster than the previous high speed of 115.4K, but is only supported on Generation 3 (G3) devices with updated firmware.
•The 1000K speed can ONLY be used with networks that only contain PixCon16 controllers or Pixie family controllers. No other LOR controllers support 1000K.
•For directors that have multiple ports, you can specify a different speed(s) for each port. The MP3 Director will keep both networks synced even if your show uses multiple ports at different speeds.


If your license supports Enhanced LOR Protocol and you are creating a card for a G3 or above director, an additional option may be available depending on the first sequence loaded. If the first sequence has both Normal LOR and Enhanced LOR commands available, you can select if you want BOTH to be written to the card (checked). If you do not have a G3 controller, or you do not have a license that supports Enhanced LOR protocol, or if your sequence does not have both types of networks, then this option is not available. There is no option that will allow for only Enhanced commands, even if your sequence has both available.



If a port is using DMX devices

DMX Universes run at a fixed speed, and therefore the options to change port speed are not available.



•Comment: User comment if desired.


•Don't Use This Port: Press this button if you do not want to use this particular port in your show. It will then be disabled:


    [image: disabledport]



Step 5 - Misc Options



Here is where you can specify different options that your show or hardware may require. For most users, the defaults are OK:

[image: wizard5]



•Lock Step: If you have a very large display, selecting "lock step" may help the different controllers used in the display react with a higher degree of synchronization. This is not supported on all controller types, and the level of firmware in the controllers must be 3.0 or higher.


•Set MP3 player's internal clock: If you wish to add a file to the SD card to set the MP3 director's internal clock, check the box that says so. Note that there are also other ways to set the director's clock.


•Strip MP3 Header Information: Some MP3s may have a large data block before the actual music data. For example, an MP3 may have several high-resolution pictures in its ID3 Tags. The MP3 director will correctly ignore this data, however it does take time to find the actual start of the music file. Stripping this data will allow the MP3 director to start playing the sequence faster.


•Keep lights ON at end if using DMX:  Previously if one or both ports were controlling DMX Universes the MP3 director would always shut off all the lights. Checking this box will allow channels in DMX universes controlled by the MP3 director to remain in the last state they were sent. If you leave a light on at the end of a sequence, that light will remain on until the start of the next sequence.


•Show can not be interrupted by input triggers:  Once this show has started on the MP3 director, pressing an input will not interrupt the show - it will run to completion.


•Advanced Throttling Options: The advanced options button will bring up an additional window that allows you to change parameters which relate to how data will be transmitted from your MP3 Director.  Unless a specific issue is preventing your MP3 Director from working correctly, you should not change these options.


Step 6 - Ready to Create SD Card/Cards



At this point Hub is ready to create your SD card show or SD card set. Press the Create SD card button, and Hub will start the process. It can take some time to create an SD card show depending on the complexity of your sequences, number of networks, etc. Once the process is complete, Hub will let you know.



While writing the SD card, you will see the SD Card status screen:

[image: sdwritestatus]





Multi-Director SD card sets:  



Hub will tell you the total number of SD cards that are required for your show. Please remember that these cards need to be placed into the correct directors and should be labeled to avoid confusion. 



When it is time to change cards, Hub will pause and let you know with a message on screen:



[image: nextsdcard]



Please be aware that there are no checks or validations that happen when changing cards, Hub will overwrite the show on all subsequent cards without warning.  





It may take several minutes per sequence to create your SD card. Once complete, you will see this message:



[image: sdcardready]





Applying and Using MotionPaks





MotionPaks are the exciting new way to customize your LOR purchased sequences. MotionPaks allow you to add programming for custom props that you build or purchase from Light-O-Rama.



For example, LOR sells 'Singing Faces' - ready-to-go items for your display. Once you have purchased the hardware prop, you can then go to our sequence store and purchase the programming to make them work. LOR Hub will then take the MotionPak and combine it with your sequence. You will only ever have to pay for programming you want, saving money.



MotionPaks are a lot like sequences - but they only contain the programming for specific elements. You use LOR Hub to combine the MotionPak with the existing Base Sequence





Advanced Port Configuration





The Advanced Port Configuration screen allows you to change many parameters on a port-by-port basis.  



[image: portsettings]

Advanced Port Configuration



Starting Universe of Port, Number of Nodes (Pixels), and Triplet Channel Order work nearly the same as they do on the simple configuration with the exception that they only affect the selected port, not the whole board.  



Starting Channel of Port: Setting this allows for a port to start at a channel other than 1. Please note that it is best to leave the starting channel for a port at 1 to reduce confusion.



Number of Null Pixels:  Most pixel strings have a limit on the length of wire between any 2 pixels. This is because each pixel 'regenerates' the signal for the next pixel in line. However, there may be instances where the distance to your first pixel exceeds this length. In this case, null pixels can be used between the board and the first 'real' pixel on the string. The only thing these NULL pixels do is re-generate the signal. They do not consume any channels or light up. Select the number of those null pixels here.



Number of Zig-Zags: For some uses, it is much more efficient to continue to use pixels in reverse order. For example, you may create a left-to-right matrix that is 10 pixels wide by 17 pixels tall. The first row of pixels would be 1-10 from left to right. However, the most efficient way to build the next line is from right to left. Doing that will put pixel 11 under pixel 10, not on the left side as expected. Selecting the number of Zig Zags allows the Pixcon 16 to internally re-map those pixels so while physically it may be pixel 20 that is on the left, numerically it is #11.



Group: If you like, you can group one or more nodes into a single pixel. For example, if you set the group to 2, then every 2 nodes will act identically.



Max Intensity: DMX uses values of 0-255 to set an intensity. Setting a channel to 255 will tell the light to turn on at 100%. This field however lets you limit that at the port level. For example, perhaps the pixels attached to this port are brighter than your other pixels. You can adjust the Max Intensity of this port lower so that it more correctly matches the other pixels.



Reversed Node Order: Typically, the lowest number pixel is the closest to the controller. Selecting this option reverses that. When selected the HIGHEST pixel is now closest to the controller.



Quickly Configuring other ports:



There are two options available when updating the port to quickly update other ports on the same board. If neither option is selected than only this particular port will be updated when you press OK. If you select one or both, the following will occur:



•Checking 'Set Port Parameters...' and pressing OK will set all 16 ports to the same values as specified in the 'Port Parameters' - that is all ports will be updated with these parms but not any addresses.


•Checking 'Automatically compute Addresses...' and pressing ok will set this port to the address parameters specified, and then compute the correct addresses for all FOLLOWING ports, using the parameters here along with the number of nodes and if you are using 'Packed Pixels'. The 'Notes about Addressing the Pixcon 16' section has more information on how addressing will happen with this option.






Advanced Mode





Most users' network configuration settings can be handled using the Simple mode of the Network Preferences program. However, for certain types of configuration, the Advanced mode is required. These types include having more than sixteen DMX universes, and having DMX universes that use E1.31 instead of adapters. The Advanced mode also supports all of the same options that Simple mode does, so even if you do not need any advanced configuration options, you may still find that you prefer to use Advanced mode.



If at any time you are in Simple mode and see a device or port that is shown in yellow, that means that it is currently using advanced configuration options and can only be modified from Advanced mode.



Advanced mode has several different tabs and options:



•The LOR tab
•The DMX tab
•The Misc tab
•Find/Configure LOR PixCon16 Devices
•Export/Import configuration


[image: loradvancednetprefs]
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1: No errors or warnings found





Message Number: 1

Severity: Info

Summary: No errors or warnings found



If the LOR Verifier does not find any errors or warnings (other than those you have told it to ignore), it will output this message.
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2: Verification cancelled





Message Number: 2

Severity: Warning

Summary: Verification cancelled



If you hit the cancel button while the LOR Verifier is checking for problems, it will stop checking, display any issues that it has found to that point, and additionally display this message to warn you that there may be other issues that it would have found had it not been cancelled.



Note that it may not stop immediately when you hit the cancel button; it may finish its current check first.
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3: Light-O-Rama is not fully installed





Message Number: 3

Severity: Error

Summary: Light-O-Rama is not fully installed



The installation of Light-O-Rama is not complete. This could occur, for example, if the installation was interrupted, or if a registry cleanup utility deleted certain Light-O-Rama entries from your computer's Windows registry.



If the problem is that the registry entries have been deleted, you can solve it by running the LORPost utility, which is typically automatically run after installation. This utility can be found in the directory where you installed your Light-O-Rama program files, which is typically (but not always) C:\Program Files\Light-O-Rama.



Note that the LORPost utility will ask where your Light-O-Rama data files should be stored. If you already have a "Sequences" directory, and would like to keep your sequences there by default, tell it the directory one level above that directory. For example, if your sequences are stored in C:\LOR\Sequences, tell the LORPost utility to store your Light-O-Rama data files in C:\LOR.



Otherwise, try reinstalling Light-O-Rama, or uninstalling and then reinstalling.
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4: No registry entry for application path





Message Number: 4

Severity: Error

Summary: No registry entry for application path



A required Light-O-Rama entry in the Windows registry cannot be found. This could occur, for example, if the installation was interrupted, or if a registry cleanup utility deleted certain Light-O-Rama entries from your computer's Windows registry. You will not be able to use Light-O-Rama until this problem is resolved.



If the problem is that the registry entries have been deleted, you can solve it by running the LORPost utility, which is typically automatically run after installation. This utility can be found in the directory where you installed your Light-O-Rama program files, which is typically (but not always) C:\Program Files\Light-O-Rama.



Note that the LORPost utility will ask where your Light-O-Rama data files should be stored. If you already have a "Sequences" directory, and would like to keep your sequences there by default, tell it the directory one level above that directory. For example, if your sequences are stored in C:\LOR\Sequences, tell the LORPost utility to store your Light-O-Rama data files in C:\LOR.



Otherwise, try reinstalling Light-O-Rama, or uninstalling and then reinstalling.
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5: Application directory does not exist





Message Number: 5

Severity: Error

Summary: Application directory does not exist

Details: The name of the directory that is missing



The Windows registry says that the Light-O-Rama program files, such as the Sequencer and the Hardware Utility, can be found in a certain directory, but that directory does not actually exist. You will not be able to use Light-O-Rama until this problem is resolved.



It is suggested to uninstall and reinstall Light-O-Rama.
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6: Verifier not running from LOR application path





Message Number: 6

Severity: Warning

Summary: Verifier not running from LOR application path

Details #1: The name of the directory that LOR program files should be contained in

Details #2: The name of the directory that the Verifier is running from



The various Light-O-Rama program files, such as the Sequencer and the Hardware Utility, are expected to be found in a certain Windows directory. The Verifier itself is one such program. However, the copy of the Verifier that you are running is actually contained in a different directory.



This may not be a problem, for example if you intentionally copied the Verifier to a different directory and ran it from there.  



However, it might indicate that you are using an old version of the Verifier from a previous installation, and that old Verifier may not be completely compatible with the current installation. Or, it might be indicative of a deeper problem with the installation of Light-O-Rama.



It is suggested that you run the Verifier from the same directory where the Light-O-Rama program files are installed. If you are doing so, and still get this error, consider uninstalling and reinstalling Light-O-Rama.
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7: Application file does not exist





Message Number: 7

Severity: Error

Summary: Application file does not exist

Details: The expected directory and filename of the missing application file



One of the Light-O-Rama program files, such as the Sequencer or the Hardware Utility, cannot be found.



Depending upon exactly what is missing, your shows may still be able to play. However, they may not, and in any case, something is definitely wrong.



It is suggested that you uninstall and reinstall Light-O-Rama.
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8: Unlicensed LOR demo version used





Message Number: 8

Severity: Error

Summary: Unlicensed LOR demo version used



Your Light-O-Rama software has not been registered. Until you register it, it will not actually control your lights (and will have  other limitations as well).



This may have occurred for various reasons - for example, it simply may be that you have not yet purchased a Light-O-Rama license. If you do have a license, though, you may not have entered it on this computer, or perhaps you have recently installed a new version of Light-O-Rama (in which case your license may or may not be valid for this new version). Or, perhaps your licensing information has been deleted from the Windows registry, perhaps by a registry cleanup tool.



If you have not yet purchased a license, you can do so from the Light-O-Rama website.



If you have already purchased one, try using it to register Light-O-Rama on this computer. If this does not work, perhaps you have already installed Light-O-Rama on the maximum number of computers covered by your license, or perhaps your license is for an older version of Light-O-Rama than the one that you are trying to run.
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9: Unsupported version of Windows Media Player





Message Number: 9

Severity: Warning

Summary: Unsupported version of Windows Media Player



The version of Windows Media Player installed on this computer is older than the minimum version required by Light-O-Rama, or, perhaps, Windows Media Player is not correctly installed.



You may still be able to use Light-O-Rama, but it will (at the very least) be severely limited - for example, musical sequences will not play. It is suggested that you install the latest version of Windows Media Player.
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10: No registry entry for user data path





Message Number: 10

Severity: Error

Summary: No registry entry for user data path



A required Light-O-Rama entry in the Windows registry cannot be found. This could occur, for example, if the installation was interrupted, or if a registry cleanup utility deleted certain Light-O-Rama entries from your computer's Windows registry.



Your shows will not run successfully until this problem is resolved.



If the problem is that the registry entries have been deleted, you can solve it by running the LORPost utility, which is typically automatically run after installation. This utility can be found in the directory where you installed your Light-O-Rama program files, which is typically (but not always) C:\Program Files\Light-O-Rama.



Note that the LORPost utility will ask where your Light-O-Rama data files should be stored. If you already have a "Sequences" directory, and would like to keep your sequences there by default, tell it the directory one level above that directory. For example, if your sequences are stored in C:\LOR\Sequences, tell the LORPost utility to store your Light-O-Rama data files in C:\LOR.



Otherwise, try reinstalling Light-O-Rama, or uninstalling and then reinstalling.
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11: User data directory does not exist





Message Number: 11

Severity: Error

Summary: User data directory does not exist

Details: The name of the missing directory



The directory that Light-O-Rama expects to find Light-O-Rama data files in does not exist. This could occur, for example, if the installation was interrupted, or if a registry cleanup utility deleted certain Light-O-Rama entries from your computer's Windows registry, or if the directory was deleted or renamed.



Your shows will not run successfully until this problem is resolved.



You may be able to solve this problem by running the LORPost utility, which is typically automatically run after installation. This utility can be found in the directory where you installed your Light-O-Rama program files, which is typically (but not always) C:\Program Files\Light-O-Rama.



Note that the LORPost utility will ask where your Light-O-Rama data files should be stored. If you already have a "Sequences" directory, and would like to keep your sequences there by default, tell it the directory one level above that directory. For example, if your sequences are stored in C:\LOR\Sequences, tell the LORPost utility to store your Light-O-Rama data files in C:\LOR.



Otherwise, try reinstalling Light-O-Rama, or uninstalling and then reinstalling.
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12: No registry entry for non-media data path





Message Number: 12

Severity: Warning

Summary: No registry entry for non-media data path



A required Light-O-Rama entry in the Windows registry cannot be found. This could occur, for example, if the installation was interrupted, or if a registry cleanup utility deleted certain Light-O-Rama entries from your computer's Windows registry.



Until this problem is resolved, it is possible that your shows will run successfully, but it is likely that they will not. Even if the shows themselves do run, certain sequences in them may not.



If the problem is that the registry entries have been deleted, you can solve it by running the LORPost utility, which is typically automatically run after installation. This utility can be found in the directory where you installed your Light-O-Rama program files, which is typically (but not always) C:\Program Files\Light-O-Rama.



Note that the LORPost utility will ask where your Light-O-Rama data files should be stored. If you already have a "Sequences" directory, and would like to keep your sequences there by default, tell it the directory one level above that directory. For example, if your sequences are stored in C:\LOR\Sequences, tell the LORPost utility to store your Light-O-Rama data files in C:\LOR.



Otherwise, try reinstalling Light-O-Rama, or uninstalling and then reinstalling.
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13: Non-media data directory does not exist





Message Number: 13

Severity: Warning

Summary: Non-media data directory does not exist

Details: The name of the missing directory



The directory that Light-O-Rama expects to find Light-O-Rama sequence files in does not exist. This could occur, for example, if the installation was interrupted, or if a registry cleanup utility deleted certain Light-O-Rama entries from your computer's Windows registry, or if the directory was deleted or renamed.



Until this problem is resolved, it is possible that your shows will run successfully, but it is likely that they will not. Even if the shows themselves do run, certain sequences in them may not.



You may be able to solve this problem by running the LORPost utility, which is typically automatically run after installation. This utility can be found in the directory where you installed your Light-O-Rama program files, which is typically (but not always) C:\Program Files\Light-O-Rama.



Note that the LORPost utility will ask where your Light-O-Rama data files should be stored. If you already have a "Sequences" directory, and would like to keep your sequences there by default, tell it the directory one level above that directory. For example, if your sequences are stored in C:\LOR\Sequences, tell the LORPost utility to store your Light-O-Rama data files in C:\LOR.



Otherwise, try reinstalling Light-O-Rama, or uninstalling and then reinstalling.
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14: No registry entry for media data path





Message Number: 14

Severity: Warning

Summary: No registry entry for media data path



A required Light-O-Rama entry in the Windows registry cannot be found. This could occur, for example, if the installation was interrupted, or if a registry cleanup utility deleted certain Light-O-Rama entries from your computer's Windows registry.



Until this problem is resolved, it is possible that your shows will run successfully, but it is likely that they will not. Even if the shows themselves do run, certain sequences in them may not.



If the problem is that the registry entries have been deleted, you can solve it by running the LORPost utility, which is typically automatically run after installation. This utility can be found in the directory where you installed your Light-O-Rama program files, which is typically (but not always) C:\Program Files\Light-O-Rama.



Note that the LORPost utility will ask where your Light-O-Rama data files should be stored. If you already have a "Sequences" directory, and would like to keep your sequences there by default, tell it the directory one level above that directory. For example, if your sequences are stored in C:\LOR\Sequences, tell the LORPost utility to store your Light-O-Rama data files in C:\LOR.



Otherwise, try reinstalling Light-O-Rama, or uninstalling and then reinstalling.
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15: Media data directory does not exist





Message Number: 15

Severity: Warning

Summary: Media data directory does not exist

Details: The name of the missing directory



The directory that Light-O-Rama expects to find audio and video files in does not exist. This could occur, for example, if the installation was interrupted, or if a registry cleanup utility deleted certain Light-O-Rama entries from your computer's Windows registry, or if the directory was deleted or renamed.



Until this problem is resolved, it is possible that your shows will run successfully, but it is likely that they will not. Even if the shows themselves do run, certain sequences in them may not.



You may be able to solve this problem by running the LORPost utility, which is typically automatically run after installation. This utility can be found in the directory where you installed your Light-O-Rama program files, which is typically (but not always) C:\Program Files\Light-O-Rama.



Note that the LORPost utility will ask where your Light-O-Rama data files should be stored. If you already have a "Sequences" directory, and would like to keep your sequences there by default, tell it the directory one level above that directory. For example, if your sequences are stored in C:\LOR\Sequences, tell the LORPost utility to store your Light-O-Rama data files in C:\LOR.



Otherwise, try reinstalling Light-O-Rama, or uninstalling and then reinstalling.
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16: Application file has unexpected version number





Message Number: 16

Severity: Error

Summary: Application file has unexpected version number

Details #1: The name of the application file

Details #2: The expected version number of the application file

Details #3: The actual version number of the application file



A certain Light-O-Rama program file, such as the Sequencer or the Hardware Utility, has a version number other than the one that the Verifier was expecting.



This may be because you are using an old version of the Verifier from a previous installation, and that old Verifier may not be completely compatible with the current installation. Or, it might be indicative of a deeper problem with the installation of Light-O-Rama.



Make sure that you are running the copy of the Verifier that is in the same directory where your current version of Light-O-Rama is installed. If you are doing so, it is suggested that you uninstall and reinstall Light-O-Rama.
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17: Weekly schedule file does not exist





Message Number: 17

Severity: Warning

Summary: Weekly schedule file does not exist

Details: The name of the missing file



The file which is supposed to contain your weekly schedule does not exist.



If you do not intend to have any shows scheduled via the weekly schedule, this is not an issue; any shows that you have scheduled via the calendar schedule should play as scheduled. But if you do intend to have shows scheduled via the weekly schedule, they will not be played until this problem is resolved.



Perhaps the file was renamed out of the way, in which case you can rename it back to the expected name. Or, perhaps it was deleted; check your computer's Recycle Bin. If neither of these is the problem, then you will have to recreate your weekly schedule via the Schedule Editor or the Simple Show Builder.
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18: Yearly schedule file does not exist





Message Number: 18

Severity: Warning

Summary: Yearly schedule file does not exist

Details: The name of the missing file



The file which is supposed to contain your calendar schedule does not exist.



If you do not intend to have any shows scheduled via the calendar schedule, this is not an issue; any shows that you have scheduled via the weekly schedule should play as scheduled. But if you do intend to have shows scheduled via the calendar schedule, they will not be played until this problem is resolved.



Perhaps the file was renamed out of the way, in which case you can rename it back to the expected name. Or, perhaps it was deleted; check your computer's Recycle Bin. If neither of these is the problem, then you will have to recreate your weekly schedule via the Schedule Editor or the Simple Show Builder.
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19: Calendar scheduling not supported





Message Number: 19

Severity: Warning

Summary: Calendar scheduling not supported

Details #1: The date on which a show is scheduled via the calendar

Details #2: The name of the show



A show is scheduled via the calendar schedule, but your license does not support calendar scheduling (or you are using the unlicensed demo version of the software). The show will not play at the scheduled time.



If you already have a license, and have registered Light-O-Rama on this computer, then to get the show to play, you can either upgrade to a higher level license which does support calendar scheduling, or else remove the show from your calendar schedule and schedule it in your weekly schedule instead.



If you are using the unlicensed demo version, and you have not yet purchased a license, you can do so from the Light-O-Rama website.



If you have already purchased one, try using it to register Light-O-Rama on this computer. If this does not work, perhaps you have already installed Light-O-Rama on the maximum number of computers covered by your license, or perhaps your license is for an older version of Light-O-Rama than the one that you are trying to run.
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20: No shows are scheduled





Message Number: 20

Severity: Warning

Summary: No shows are scheduled



You have no shows scheduled. None of your shows will play until you schedule them, via the Schedule Editor or the Simple Show Builder.
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21: Show file does not exist





Message Number: 21

Severity: Error

Summary: Show file does not exist

Details: The name of the missing show file



You have a show scheduled, but the file that is supposed to contain that show does not exist. The show will not play until this problem is resolved.



If you do not want the show to play, this is not a problem, but you may want to remove it from your schedule (using the Schedule Editor) so that this error message does not appear in the future.



If you do want the show to play, perhaps its file was renamed, or deleted. If it was renamed, either rename it back, or else use the Schedule Editor to point to the new name of the show file instead of the old name. If it was deleted, check your computer's Recycle Bin.



If these suggestions do not resolve the situation, you may have to recreate the show, using the Show Editor.
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22: Error reading show file





Message Number: 22

Severity: Error

Summary: Error reading show file

Details: The name of the show file



You have a show scheduled, but the show cannot be loaded. For example, perhaps the show's file has become corrupted. The show will not play until this problem is resolved.



If you have any backups of the show file, check to see if they work. Otherwise, you may have to recreate the show, using the Show Editor.
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23: Sequence file does not exist





Message Number: 23

Severity: Error

Summary: Sequence file does not exist

Details #1: The name of the missing sequence file

Details #2: The name of the show file that this sequence is referenced in



One of your scheduled shows refers to a sequence file that does not exist. The sequence will not play in the show until this problem is resolved.



If you do not want the sequence to play, this is not a problem, but you may want to remove it from the show (using the Show Editor) so that this message does not appear in the future.



If you do want the sequence to play, perhaps its file was renamed (or placed in a different directory), or deleted.  



If it was renamed (or placed in a different directory), you can either rename it back, or else use the Show Editor to point to the new name instead of the old one.



If it was deleted, check your computers Recycle Bin, or any backups that you may have. Note that whenever you change a sequence and save it (using the Sequencer), Light-O-Rama automatically saves a backup copy of the file as it was before your changes, so you may be able to use that backup copy. It will be saved to the same directory as the original, with the file extension ".bak" appended to its name. For example, if your sequence is named "MySequence.las", the automatic backup will be named "MySequence.las.bak".



If none of these suggestions help, you may have to recreate the sequence, using the Sequencer.
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24: Sequence file cannot be loaded





Message Number: 24

Severity: Error

Summary: Sequence file cannot be loaded

Details: The name of the file



One of your scheduled shows refers to a sequence file that cannot be loaded. For example, perhaps the sequence file has become corrupted. The sequence will not play in the show until this problem is resolved.



If you have any backups of the sequence file, check to see if they work. Note that whenever you change a sequence and save it (using the Sequencer), Light-O-Rama automatically saves a backup copy of the file as it was before your changes, so you may be able to use that backup copy. It will be saved to the same directory as the original, with the file extension ".bak" appended to its name. For example, if your sequence is named "MySequence.las", the automatic backup will be named "MySequence.las.bak".



Otherwise, you may have to recreate the sequence, using the Sequencer.
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25: Show has no sequences





Message Number: 25

Severity: Warning

Summary: Show has no sequences

Details: The name of the show file



One of your scheduled shows has no sequences in it. This will not cause any problems - your other scheduled shows should play fine - but there isn't much point to scheduling a show without sequences, so this probably indicates a mistake.



If you want sequences to play in the scheduled show, use the Show Editor to add the sequences to the show.  



If you do not want any sequences to play in the scheduled show, consider removing the show from your schedule, using the Schedule Editor, so that this message does not appear in the future.
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26: Media file does not exist





Message Number: 26

Severity: Error

Summary: Media file does not exist

Details #1: The name of the missing media file

Details #2: The name of the sequence file that refers to the missing media file



One of your scheduled musical sequences refers to an audio file or video file that does not exist. The sequence will not play until this problem is resolved.



It is possible that the file has been renamed, placed in a different directory, or deleted.



If it has been renamed or placed in a different directory, you can either move it back to its original location, or else use the Sequencer to modify the sequence so that it points to its new location.



If it has been deleted, check your computer's Recycle Bin, or for any backups that you may have of the file.
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27: Conflicting channel settings in sequence





Message Number: 27

Severity: Warning

Summary: Conflicting channel settings in sequence

Details #1: The name of the sequence having the conflict

Details #2: The track containing the first conflicting channel

Details #3: The name of the first conflicting channel

Details #4: The track containing the second conflicting channel

Details #5: The name of the second conflicting channel



One of your scheduled sequences contains two different channels that both are set up to control the same physical string of lights - for example, they are both set up to control circuit 3 of Light-O-Rama unit 7 on the regular Light-O-Rama network.



Your sequence will play, but these two channels will fight for control over the lights hooked up to the circuit, which may have make the lights behave in ways that you weren't expecting.



The cause of this may simply be that one of the two channels is set up with the wrong unit ID, circuit number, network, or device type. In this case, use the Sequencer to change the channel's settings appropriately.



If you do intend both channels to control the same string of lights, the lights may or may not behave as you expect. The suggested way to do what you probably want is not to have two different channels with the same settings, but to have a single channel that is contained in two different tracks:



Let's say that you have "Channel A" in the first track, and "Channel B" in the second track. These channels have the same physical settings as each other, but different effect events. Then to change this situation to the suggested way, use the Sequencer as follows:



First, copy Channel A from the first track to the second track.



Next, merge the effect events from Channel B into Channel A, so that Channel A contains the effect events from both channels.



Finally, delete Channel B.  



This will leave you with a single channel - Channel A - which is contained in both tracks, and which contains all of the effect events that you wanted for its string of lights. Having this single channel in two tracks, instead of two different channels in the two tracks, will make the lights behave as you probably expect.
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28: Channel is completely off





Message Number: 28

Severity: Warning

Summary: Channel is completely off

Details #1: The sequence containing the channel

Details #2: The track containing the channel

Details #3: The name of the channel



One of your scheduled sequences contains a channel which is completely off for its entire duration.



Consider removing the channel from the sequence, using the Sequencer.
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29: Sequence is completely off





Message Number: 29

Severity: Warning

Summary: Sequence is completely off

Details: The name of the sequence file



One of your scheduled sequences has no lighting effects for any of its channels, except for having each of them off for the sequence's entire duration.



This may be intentional - for example, you may have scheduled a musical sequence so that a song plays while your lights are off. Otherwise, consider adding effects to the sequence, or removing the sequence from the show.
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30: Channel is missing settings





Message Number: 30

Severity: Warning

Summary: Channel is missing settings

Details #1: The name of the sequence file containing the channel

Details #2: The track containing the channel

Details #3: The name of the channel



One of your scheduled sequences has a channel which is missing a required part of its physical settings - for example, perhaps it does not have a unit ID set.



This may be intentional - for example, perhaps you have a channel that shows the beat of a song, which you intend to use to help build other channels rather than to actually control lights when your show plays. If not, though, use the Sequencer to set the channel's settings appropriately.
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31: Channel uses undefined comm network





Message Number: 31

Severity: Warning

Summary: Channel uses undefined comm network

Details #1: The sequence that the channel is in

Details #2: The track that that the channel is in

Details #3: The name of the channel



One of your scheduled sequences contains a channel which is set up to use a network which does not have a comm port defined for it. The channel will not control lights until this issue is resolved.



The channel could be for a Light-O-Rama controller, which can be set up to use one of four different networks.



It is possible that the channel's network (or device type) is simply set incorrectly. For example, perhaps a channel for a Light-O-Rama controller was accidentally set to use the Aux A network, whereas you only have a comm port assigned to the Regular network. Or perhaps a channel was accidentally set to control a Dasher controller, whereas it was intended to control a Light-O-Rama controller. In cases like these, use the Sequencer to change the channel's settings in Prop Definition.



Another possibility is that you do intend to use the network that the channel has assigned to it, but that network is not set up to use any comm port on your computer. In this case, use the Network Preferences program to specify a comm port for the network to use.
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32: Channel in tracks of conflicting length





Message Number: 32

Severity: Warning

Summary: Channel in tracks of conflicting length

Details #1: The sequence that the channel is in

Details #2: The name of the channel

Details #3: A track that the channel is in

Details #4: Another track that the channel is in



One of your scheduled sequences contains a channel which is in two different tracks, but those tracks are of different lengths. For example, one track is a minute long, while the other is two minutes long.



This will likely cause the lights hooked up to that channel to behave in a way that you don't expect, as different lighting effects from different parts of the same channel could be sent to the lights in an order that you were not expecting.



Unless you have done this intentionally, and understand the way that your lights will behave because of this, consider using the Sequencer to either remove the channel from one of the tracks or to change the tracks to be of the same length.
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33: Musical file used in non-audio section of show





Message Number: 33

Severity: Warning

Summary: Musical file used in non-audio section of show

Details #1: The sequence file

Details #2: The show file that refers to the sequence

Details #3: The section of the show that refers to the sequence



One of your musical sequences is scheduled in a section of a show that does not support audio or video. For example, perhaps a musical sequence is contained in the Background section of the show. The sequence will play at its scheduled time, but will only control lights; it will not play audio or display video.



Make sure that the sequence is in the section of the show that you intend it to be in. If it is not, use the Show Editor to move it to the appropriate section.



If it is in the section that you intended, consider using an animation sequence instead, to avoid possible confusion in the future. 
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34: Subsequences not supported





Message Number: 34

Severity: Warning

Summary: Subsequences not supported

Details #1: The name of the subsequence

Details #2: The name of the parent sequence containing the subsequence

Details #3: The name of the channel in the parent sequence referencing the subsequence



One of your scheduled sequences contains a channel set up to be a subsequence, but your license does not support subsequences (or you are using the unlicensed demo version of the software). The parent sequence will play at its scheduled time, but the subsequence will not.



If you already have a license, and have registered Light-O-Rama on this computer, then to get the subsequence to play, you would have to upgrade to a higher license level which supports subsequences.



If you are using the unlicensed demo version, and you have not yet purchased a license, you can do so from the Light-O-Rama website.



If you have already purchased one, try using it to register Light-O-Rama on this computer. If this does not work, perhaps you have already installed Light-O-Rama on the maximum number of computers covered by your license, or perhaps your license is for an older version of Light-O-Rama than the one that you are trying to run.
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35: Background sequences unsupported





Message Number: 35

Severity: Warning

Summary: Background sequences unsupported

Details: The name of the show file containing sequences in its Background section



One of your scheduled shows contains sequences in its Background section, but your license does not support sequences in this section. The show will play at its scheduled time, but sequences in this section will not.



If you already have a license, and have registered Light-O-Rama on this computer, then to get these sequences to play, you would have to either move them to a different section of the show, or else upgrade to a higher license level which supports this feature.



If you are using the unlicensed demo version, and you have not yet purchased a license, you can do so from the Light-O-Rama website.



If you have already purchased one, try using it to register Light-O-Rama on this computer. If this does not work, perhaps you have already installed Light-O-Rama on the maximum number of computers covered by your license, or perhaps your license is for an older version of Light-O-Rama than the one that you are trying to run.
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36: Startup sequences unsupported





Message Number: 36

Severity: Warning

Summary: Startup sequences unsupported

Details: The name of the show file containing sequences in its Startup section



One of your scheduled shows contains sequences in its Startup section, but your license does not support sequences in this section. The show will play at its scheduled time, but sequences in this section will not.



If you already have a license, and have registered Light-O-Rama on this computer, then to get these sequences to play, you would have to either move them to a different section of the show, or else upgrade to a higher license level which supports this feature.



If you are using the unlicensed demo version, and you have not yet purchased a license, you can do so from the Light-O-Rama website.



If you have already purchased one, try using it to register Light-O-Rama on this computer. If this does not work, perhaps you have already installed Light-O-Rama on the maximum number of computers covered by your license, or perhaps your license is for an older version of Light-O-Rama than the one that you are trying to run.
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37: Shutdown sequences unsupported





Message Number: 37

Severity: Warning

Summary: Shutdown sequences unsupported

Details: The name of the show file containing sequences in its Shutdown section



One of your scheduled shows contains sequences in its Shutdown section, but your license does not support sequences in this section. The show will play at its scheduled time, but sequences in this section will not.



If you already have a license, and have registered Light-O-Rama on this computer, then to get these sequences to play, you would have to either move them to a different section of the show, or else upgrade to a higher license level which supports this feature.



If you are using the unlicensed demo version, and you have not yet purchased a license, you can do so from the Light-O-Rama website.



If you have already purchased one, try using it to register Light-O-Rama on this computer. If this does not work, perhaps you have already installed Light-O-Rama on the maximum number of computers covered by your license, or perhaps your license is for an older version of Light-O-Rama than the one that you are trying to run.
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38: Interactive triggers unsupported





Message Number: 38

Severity: Warning

Summary: Interactive triggers unsupported

Details: The name of the show file using interactive triggers



One of your scheduled shows uses interactive triggers, either in an interactive group or as part of its startup options, but your license does not support interactive triggers. The show will play at its scheduled time, but its interactive triggers will not.



If you already have a license, and have registered Light-O-Rama on this computer, then to get these triggers to work, you would have to upgrade to a higher license level which supports subsequences. If your triggers are used for interactive groups, you could also move the sequences in them to a different section of the show (but if so, they will play immediately, not upon being triggered).



If you are using the unlicensed demo version, and you have not yet purchased a license, you can do so from the Light-O-Rama website.



If you have already purchased one, try using it to register Light-O-Rama on this computer. If this does not work, perhaps you have already installed Light-O-Rama on the maximum number of computers covered by your license, or perhaps your license is for an older version of Light-O-Rama than the one that you are trying to run.
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39: Unsupported number of tracks





Message Number: 39

Severity: Warning

Summary: Unsupported number of tracks

Details #1: The name of the sequence using too many tracks

Details #2: The number of tracks the sequence uses

Details #3: The allowed number of tracks



One of your scheduled sequences uses more tracks than your license supports. The sequence will play at its scheduled time, but its excess tracks will not.



If you already have a license, and have registered Light-O-Rama on this computer, then to get these tracks to play, you would have to upgrade to a higher license level which supports more tracks.



If you are using the unlicensed demo version, and you have not yet purchased a license, you can do so from the Light-O-Rama website.



If you have already purchased one, try using it to register Light-O-Rama on this computer. If this does not work, perhaps you have already installed Light-O-Rama on the maximum number of computers covered by your license, or perhaps your license is for an older version of Light-O-Rama than the one that you are trying to run.
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40: Shell commands unsupported





Message Number: 40

Severity: Warning

Summary: Shell commands unsupported

Details: The name of the sequence using a shell command



One of your scheduled sequences is set up to use a Windows shell command, but your license does not support such commands. The sequence will play at its scheduled time, but the command will not be executed.



If you already have a license, and have registered Light-O-Rama on this computer, then to get the command to execute, you would have to upgrade to a higher license level which supports this feature.



If you are using the unlicensed demo version, and you have not yet purchased a license, you can do so from the Light-O-Rama website.



If you have already purchased one, try using it to register Light-O-Rama on this computer. If this does not work, perhaps you have already installed Light-O-Rama on the maximum number of computers covered by your license, or perhaps your license is for an older version of Light-O-Rama than the one that you are trying to run.
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41: Shell command map file does not exist





Message Number: 41

Severity: Warning

Summary: Shell command map file does not exist

Details: The expected name of the shell command map file



One of your scheduled sequences is set up to use a Windows shell command, but the command map file that defines the commands to execute does not exist. The sequence will play at its scheduled time, but the command will not be executed.



This could be because you created the sequence on one computer, and moved it to another computer to play in your show, but did not move the command map file. Light-O-Rama keeps these commands in the command map file, rather than in the sequences themselves, due to security concerns. Please see Sharing Sequences between Computers, and Security for details.
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42: Shell command not set





Message Number: 42

Severity: Warning

Summary: Shell command not set

Details: The name of the sequence file with the missing shell command



One of your scheduled sequences is set up to use a Windows shell command, but the command map file does not list a command to be executed by that sequence. The sequence will play at its scheduled time, but no command will be executed.



This could be because you created the sequence on one computer, and moved it to another computer to play in your show, but did not move the command map file. Light-O-Rama keeps these commands in the command map file, rather than in the sequences themselves, due to security concerns. Please see Sharing Sequences between Computers, and Security for details.
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43: Channel conflict





Message Number: 43

Severity: Warning

Summary: Channel conflict

Details #1: The name of the show containing the channel conflict

Details #2: One of the sections of the show containing a sequence with the conflicting channel

Details #3: The sequence file in that section containing the conflicting channel

Details #4: The track in that sequence containing the conflicting channel

Details #5: The name of the conflicting channel in that track

Details #6: Another section of the show containing a sequence with the conflicting channel

Details #7: The sequence file in that section containing the conflicting channel

Details #8: The track in that sequence containing the conflicting channel

Details #9: The name of the conflicting channel in that track



One of your scheduled shows contains sequences which could possibly play at the same time, but which each contain a  channel representing the same physical string of lights. For example, perhaps the show contains one sequence in its Background section, and another in its Musical section, which each contain a channel for Light-O-Rama unit 3 circuit 7 on the regular network. Since sequences in the Background section can play at the same time as those in the Musical section, this is a conflict.



The show, and its sequences, will play at the appropriate times, but the two channels may fight for control over the single string of lights that they are set up to use. This may lead to those lights behaving in a manner that you are not expecting.



It is suggested that you use the Sequencer to check whether the channels are set up properly - for example, perhaps the unit ID of one of the channels was mistakenly set to an incorrect value. Otherwise, consider removing the conflicting channel from one of the sequences, or moving one of the sequences to a different section of the show, where it could not be played at the same time as the other sequence.
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44: Old MC-P compatibility enabled





Message Number: 44

Severity: Warning

Summary: Old MC-P compatibility enabled

Details #1: The network on which old MC-P compatibility is enabled



One of your networks has old MC-P compatibility enabled. This compatibility mode is required for certain controllers, but they are rare (Light-O-Rama MC-P controllers purchased prior to November 15, 2003). If you do not have any such controllers on this network, there is no reason to have this compatibility mode enabled, and in fact it can cause significant overhead on the network, potentially leading to lag in your lighting effects. It is suggested to turn this compatibility mode off (unless you have controllers that require it), which can be done through the Network Preferences program's "Misc" tab.
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46: Channel settings conflict in intensity file





Message Number: 46

Severity: Warning

Summary: Channel settings conflict in intensity file

Details #1: The sequence having the channel setting conflict

Details #2: The name of the first intensity file having the channel settings conflict

Details #3: The first range of addresses having the channel settings conflict

Details #4: The name of the second intensity file having the channel settings conflict

Details #5: The second range of addresses having the channel settings conflict



One of your sequences has a conflict between two ranges of addresses controlled by its associated intensity files. For example, perhaps an intensity file is set up to control DMX universe 8 addresses 20 through 40, and also to control DMX universe 8 addresses 39 through 50. In this example, addresses 39 and 40 are both set up to be controlled twice, and the resulting behavior on the lights for those two addresses is unlikely to be what you would expect.



To resolve this issue, change the intensity file (or files) so that the address ranges do not overlap with each other.
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47: Intensity File Conflict





Message Number: 47

Severity: Warning

Summary: Intensity file conflict

Details #1: The show with the conflict

Details #2: The section of the show containing the first sequence with the conflict

Details #3: The name of the first sequence with the conflict

Details #4: The name of the intensity file associated with the first sequence with the conflict

Details #5: The range of addresses for the first side of the conflict

Details #6: The section of the show containing the second sequence with the conflict

Details #7: The name of the second sequence with the conflict

Details #8: The name of the intensity file associated with the second sequence with the conflict

Details #9: The range of addresses for the second side of the conflict



One of your shows contains two separate sequences which could possibly play at the same time as each other, and those two sequences each have associated intensity files which attempt to control some of the same physical lights as each other. For example, perhaps one intensity file attempts to control LOR Regular network unit 10 circuits 8 through 12, and the other attempts to control LOR Regular network unit 10 circuits 10 through 15. In this case, both are attempting to control circuits 10, 11, and 12 on that unit. If the two sequences actually do wind up playing at the same time as each other, the resulting behavior on the lights attached to those circuits is unlikely to be what you would expect.



How to resolve this issue depends upon the particulars of the situation. For example, perhaps the overlap is because of a typo in one of the intensity files' settings; perhaps "circuits 10 through 15" should have been "circuits 13 through 15". In this case, change the intensity file. Another possibility is that one of the sequences might not be in the correct section of the show -- for example perhaps it is in the Background section but should have been in the Animation section -- in which case the show file should be modified to correct it.
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48: Channel/intensity file conflict





Message Number: 48

Severity: Warning

Summary: Channel/intensity file conflict

Details #1: The show with the conflict

Details #2: The section of the show containing the conflicting channel

Details #3: The name of the sequence containing the conflicting channel

Details #4: The name of the track containing the conflicting channel

Details #5: The name of the conflicting channel

Details #6: The section of the show containing the conflicting intensity file

Details #7: The name of the sequence with the conflicting intensity file

Details #8: The name of the conflicting intensity file

Details #9: The range of addresses containing the conflict in the intensity file



One of your shows contains two separate sequences which could possibly play at the same time as each other, and one of those sequences has a particular channel while the other has an intensity file which attempts to control the same physical lights as that channel. For example, perhaps one sequence has a channel that is set up to control LOR Regular network unit 10 circuit 8, while the intensity file attempts to control LOR Regular network unit 10 circuits 5 through 15. In this case, both are attempting to control circuit 8 on that unit. If the two sequences actually do wind up playing at the same time as each other, the resulting behavior on the lights attached to that circuit is unlikely to be what you would expect.



How to resolve this issue depends upon the particulars of the situation. For example, perhaps the overlap is because of a typo in one of the intensity files' settings; perhaps "circuits 5 through 15" should have been "circuits 13 through 15". In this case, change the intensity file. Or, similarly, perhaps the channel's settings are mistaken, in which case those settings should be modified. Another possibility is that one of the sequences might not be in the correct section of the show -- for example perhaps it is in the Background section but should have been in the Animation section -- in which case the show file should be modified to correct it.
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49: Intensity file uses undefined comm network





Message Number: 49

Severity: Warning

Summary: Intensity file uses undefined comm network

Details #1: The sequence whose intensity file uses the undefined comm network

Details #2: The intensity file using the undefined comm network

Details #3: The undefined comm network being used



One of your sequences uses an intensity file which attempts to control lights on a comm network that has not been defined. For example, perhaps it attempts to use the LOR Aux A network, but you have not set up the LOR Aux A network to use any particular COM port. In this case, your sequence will play, but the lights that attempt to use the undefined network will not be controlled.



How to fix this issue depends upon the particulars of the situation. Perhaps the comm network used by the intensity file is mistaken, in which case the intensity file should be modified to use the correct network. Or perhaps the correct comm network is being used, but that comm network has not been set up via the Light-O-Rama Network Preferences program.
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50: Intensity files not supported by license level





Message Number: 50

Severity: Warning

Summary: Intensity files not supported by license level

Details #1: The sequence which is attempting to use an intensity file



One of your sequences uses an intensity file, but your license level does not support intensity files. The sequence will play, but any effects defined in the intensity file itself will not happen on your actual physical lights.



This issue can be resolved by upgrading your Light-O-Rama license to a level that supports intensity files.
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51: Use Compressed Sequences disabled





Message Number: 51

Severity: Warning

Summary: Use Compressed Sequences disabled



The LOR Control Panel option Use Compressed Sequences is disabled. When enabled, this option causes the Show Player to use compressed sequences instead of regular sequences. Loading a compressed sequence is significantly faster than loading a regular sequence, and the behavior of your lights should be exactly the same no matter whether you use a compressed sequence or the sequence that that compressed sequence was based on. Thus, enabling this option has the benefit that it may decrease loading delays in your show, with no drawback.



Unless you have a specific reason to believe that having this option enabled causes problems with your show, it is recommended that you enable it. You can do so via the LOR Control Panel's right-click popup menu.
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52: Show Player Memory Restarts disabled





Message Number: 52

Severity: Warning

Summary: Show Player Memory Restarts disabled



The LOR Control Panel option Show Player Memory Restarts is disabled. When enabled, this option causes the Show Player to automatically shut down and restart in certain situations (not while your show is playing), as a proactive measure to mitigate the effects of possible hypothetical memory leaks.



Unless you have a specific reason to believe that having this option enabled causes problems with your show, it is recommended that you enable it. You can do so via the LOR Control Panel's right-click popup menu.
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53: Trigger uses undefined network





Message Number: 53

Severity: Warning

Summary: Trigger uses undefined network

Details #1: The name of the show containing the trigger

Details #2: The name of the undefined network that the trigger uses

Details #3: The name of the trigger



One of your triggers (either a show startup trigger or an interactive group trigger) uses a network that is not defined in Network Configuration. The trigger will not function during your show.



There are at least two different reasons why this warning may occur, and how to resolve the issue depends upon which one is the cause. First, there may be a mistake in the settings of the trigger itself; for example it may be set up to use network Aux B, whereas you intended it to use network Aux A. In this case, change the definition of the trigger (either in the show startup options or the interactive group, depending upon what kind of trigger it is). Second, the trigger may be set up to use the intended network, but that network might mistakenly not have a comm port defined for it. In this case, use the Network Configuration program to set the configuration of the network.
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54: Trigger uses LOR Enhanced network





Message Number: 54

Severity: Warning

Summary: Trigger uses LOR Enhanced network

Details #1: The name of the show containing the trigger

Details #2: The name of the LOR Enhanced network that the trigger uses

Details #3: The name of the trigger



One of your triggers (either a show startup trigger or an interactive group trigger) uses an LOR Enhanced network. Triggers are not supported on LOR Enhanced networks, and the trigger will not function during your show.



There are at least two different reasons why this warning may occur, and how to resolve the issue depends upon which one is the cause. First, there may be a mistake in the settings of the trigger itself; for example it may be set up to use the Enhanced network Aux B, whereas you intended it to use non-enhanced network Aux A. In this case, change the definition of the trigger (either in the show startup options or the interactive group, depending upon what kind of trigger it is). Second, the trigger may be set up to use the intended network, but that network might mistakenly be marked as Enhanced. In this case, use the Network Configuration program to change the configuration of the network.
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Add-Ons





In addition to the standard programs that come with the Light-O-Rama software package, there is one add-on program available:



•Light-O-Rama Add-Ons
•The Light-O-Rama Registry Wiper tool
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