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1) Dasher Pro™ and Animation Director™ overviews

Many people have asked the question about the differences
between Animation Director™ and Dasher Pro™. The simplest
answer is that Dasher Pro™ only works with grids while
Animation Director™ will let you work with grids as well as let
you write code in ACL and download your shows to a Monster
Brain™.

2) Installing the software

Take the provided CD and install the software on your computer
by executing the following steps:

1. Insert the CD into your CD-ROM drive. The setup program
should automatically begin. If it doesn’t, click on the Start button,
select Run, and type in D:\setup.exe Substitute the ‘D’ for the
letter your computer uses for your CD-ROM drive.

2. Follow the instructions on the screen. It is advisable to use the
suggested defaults when installing the software.

After the software has been installed you shouldn’t need to reboot.

Run the software by clicking the Start button, selecting Programs,
Animated Lighting, and then the software you wish to use.

Please note the version number on the splash screen (the screen
that appears when the software is starting) as you will be asked for
this information when you contact Animated Lighting™ for
assistance. This information is also available within the
application by going to the Help menu and selecting the About
menu option.
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Software 3) Help

Overview Before we get started programming, check out the included help

information by pressing the F1 key. You should see the following
window appear:

E? Animated Lighting Help — |EI il

T 5
Hide Back Print Options

[ |

= QQI Working with the Animation Dire:
]
[2] How the Animation Director T || You've designed your show and installed
@ Your First Show Animation Director. Now it’s time to use
e Identifying Show Component || Animation Director to define the what, when, and
@ Creating a Showwith the Gric || 1o of your show. You tell Animation Director
@ Defining Light Show Activities || p) components are in your show, when you want

- :
Moving the Program to Mons 1 )0 ghoey to occur, and how you want the show

@ Making System-Level Adjust components to behave ‘
@ ACL Reference P )

The point-and-click interface of Animation
Director provides you with all the screens vou
need to create a show, and produces a program for
you in the background so you don’t have to write
any code.

If you want to code the show yourself, Animation
Director lets vou do that as well.

KT 5| -

Click on the various topics on the on the left to bring up the
associated information on the right.
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4) Configuring the software

The first thing a person needs to do after installing the software is
to set it up. This is accomplished by clicking on the System button
on the left side of the screen and then selecting the Setup tab.

Then select the COM port you will be using on your computer and
select the subdirectories of where you want the various files you
will be working with to be stored. Finally, click the Close button
to close the window and return you to the main Animation Director
screen.

=Bl

File Help

ersion TTime,’Da’(eT |0 Pins T Setup I Firmware]

(" COkI  COM3 (" COMS
v Communicate Through kMonster Brain
(" COM2  COk4 (& COMB

|7COM P [~ Dehug Code

Default Show Directory:

IC:\ChristmasCave Businesshanimation Directar Browse |

Default Sounds Directory:

IC:\ChristmasCave Businessy=how Director Browse |

You should only need to do this once unless you change COM
ports or file locations.

At this point we need to connect the computer to your Animated
Lighting™ hardware. You can use a standard 9 pin serial cable to
go between your computer’s serial port to the DB9 port on the
Monster Brain™ or you can use serial adapters and cat5 network
cable to accomplish the same thing.

Copyright© 2003
Animated Lighting, L.C.
All Rights Reserved Software Overview - 3



Software
Overview

Aniﬁla"‘{tg

Lighting

Other connectivity options are available (i.e. you can connect your
computer directly to devices) but for the sake of simplification we
are assuming a Monster Brain™ is involved.

After configuring your COM port, select the Version tab at the top
of the window and then click the ‘Get Version’ button. The
Monster Brain™ should return it’s firmware’s version number,
available memory and auto run flag status. If this happens then
you have successfully established communication between the
computer and the hardware. If there is a problem getting the
version information from the Monster Brain, verify that there is
power to the Monster Brain™ and that the heartbeat LED (Red
LED) is blinking.

If you aren’t successfully communicating with the hardware please
refer to our troubleshooting guide located in Appendix B.
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5) Moving around in the software

You will notice there are different buttons on the left side of your

screen.

Routines Ligghts Sounds Digital

@ | || b el

Systemn

Clicking the Routines button will take you to screens where you
can create and edit Startup, Grid, and code routines. Here is a

sample screen shot:

7§ Animation Director Programming Environment - [C:\ChristmasCave Business) Animation Director\demo Lmp]]
{F Fe Edt Routnes o- Toos Window Hep

o ] S

|

T Sowrce Code

T
s integer
am fi

INFUT-MutiCalorSperkd
INFUT-SaldCalerSpark
INFUT-MuliCalorFlcker
| £ INPUT Sk ColorEhcks
| . INFUT-MutiCalorShimm
£ INPAT-Sold ColorStimn
. INFUT-Rardom [public min as integer
| INPUT-FaedorPupFan
| inFaT-CroasFadaSequ
| iNFUT-BauncoSequonc
. INPUT-CrossFade-Adu:
. INFPUT SuildSequences
| INPUT-DRG 2

| itFUT-LangFade
£ DermoShow-START
. MatiCalSperkle
| CrossFadeSequence
| SolcBulaSaguance

../._.snld."rlr.ﬂhmm Llﬂ
Rt Y

“HREFEEEEEEEREEEER

2

Comaiia

‘

Download

3o

Funl

)

Copyright© 2003
Animated Lighting, L.C.
All Rights Reserved

HER0G 1225PM

Software Overview - 5



Software Clicking the Lights button takes you to a window where you can
Overview define different properties of your lights, including naming them,
selecting colors, and grouping them. You can also use this
window to your lights to ensure they are working and can update
the firmware on the LC units you have. A sample screen shot:
SIS
Fle Lights Groups Scenes Help
Controllers I Lights T Groups T Macros T Firmware
Controller | Description [ wersion | High Burn [LowBum [ A/D | Controller Info
? Eg?i Yerify Checked Controllers
E j Egg Find All Connected Contrallers
|mERT]
Os w5
| MR
Oz wn
s s
|mERGE)]
1o wos
O ey
Oz ooy
013 oo
I<:|I 14 (0E) _>|ﬂ
Right Click to Edit Controller Location
All Lights Off
Clicking the Sounds button takes you to a window where you can
work with different sound files and your SC-1 Sound Controller
hardware. You can also use this window to update the firmware
on the SC units you have. Here is a sample screen shot:
=0l x]
Fie Sound Help
Controllers r Define Sounds T Macros T Test Sounds T Firmware
Contraller [ Location Wersion [ volume AutoPlay - Controller Info
1D Es?i EE? erify Checked Controllers
E : EE: :Ei Find All Connectad Cantrollers
IMERGE) e}
O o5 sCs
O o8 e
Oz on sC?
O o sC8
[ ERGE) sC
O o oa sC10
11 (B sC11
Oz oo sC12
13 oo 5C13 -
<] | _’l_l
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Software Clicking the Digital button takes you to a window where you can
Overview work with different aspects of your DCR hardware. You can read
the different inputs, test the various outputs, and update the
firmware on the DCR units you have. Once again, a screen shot:
=TT
Fle Help
Controllers T Digital/Relays T Senios T Inputs T hacros T Firrmware
Controller I Description I Yersian I - CERMIEES ———— Tests.
0 (00 Get Controller Info
1)
Oz
D 303 Find All Controllers
04
Os w8
& w8
Oz an —
O we
O w9
Ooas
011 om
| RERGv]
13 ooy
|MRERGS]
O1s om =l
Clicking the X10 button takes you to a window where you can
work with different aspects of your X10 hardware. You can test
the various outputs. Here is a sample screen shot:
RIS
File Help
Define 1 %10 Devices | Fead X10
#10 Device MName | Location YariahleMame | -
Al Al
A2 A2 b
Al Ad
Ad Ad
AR AL
AR AB
AT AT
AB A3
Al A
A0 A0
Al Al
Al2 Al2
Ald Al3
Ald Ald
AlR Al5
AlB AlG
E1 Bl
B2 B2
B3 B3
Fid R4 ﬂ
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Software The System screen was where we configured the software to use a
Overview specific COM port and directories to store your files.

At this point if you aren’t successfully communicating with the
hardware please refer to our troubleshooting guide located in
Appendix B.
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6) Creating a Show

In this section we will take you through the process of creating a
Show using the Animation Director™ software. We will define
different terms and lighting effects as we come across them.

Start a new show by clicking the File menu. A Show can contain
multiple routines that include different types of effects and lighting
patterns.

The first step in creating a new show is telling AD how many light
controllers or other devices will be connected to the system
(NOTE: one LC-64 = four LC-16’s). You can select how many

LC units you have available by clicking the Lights button \é on
the left side of the screen and then selecting the check boxes next
to the Light Controller addresses you have. You will need to set
different addresses on each controller (refer to Appendix C for a
table of switch settings and the addresses they represent).

If you are connected to the Monster Brain and Light Controllers
you can click the ‘Verify Checked Controllers’ or ‘Find All
Connected Controllers’ buttons to make sure all controllers are
connected to the system and you can communicate with them.

ol
Fie Lights Groups Scenes Help
Controllers I Lights T Groups T Macros T Firmware
Controller | Description [version  [HighBum [LowBum [/ «| [ Coniroller Info
0 (00)
DT o) Yetify Checked Controllers
D 2 (02) Find All Connected Contrallers
Oz o3 —l
04 oq
Os ws)
O w8
O7on
e won)
Os o9
oo
O os
| RERU]
| RERU))
|mRERUS) _|LI
4| »

Right Click to Edit Cantroller Location

All Lights Off
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Software Channels

Overview You can label a channel according to color and location to make it

easier to reference in the future without having to memorize what
lights are connected to each channel of your Light Controllers.

Click on the Lights tab at the top of the window. Next, right-click
on each channel you wish to work with, select ‘Edit Light Data’
and proceed to define the name and color. It is helpful to use a
naming convention when labeling the various channels (such as
treel.red, treel.green, etc) so they are easier to recall later.

There is a special feature called ‘Auto Color’ that allows you to
label the color of the lights if they are connected to your controller
in a patterned order.

Fle Lights Groups Scenes Help

Controllers Lights T Groups T Macros T Firmware

ight I Color I Location I YariableMame Import
Red Treel Treel Red
Green Treel Treel Green
Edt Light Data... Eioardl.Channel2 Tesis

Caontroller I Description
0 {00

Board0.Channel3
B Board0.Channeld

Light Tests... Board0.Channels
| CERUES. Board0.Channelf

Eoard0. Channel?

w Board0.Channeld

9 Board0.Channeld

10 Board0.Channelll
Il Board0.Channel11
12 Board0.Channel2
13 Board0.Channell3
14 Board0.Channell4
15 Board0.Channels

Right Click Light to Edit Data

All Lights Off | Close |
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Groups

You can group channels by color or location/zone. This allows
you to turn on multiple channels using one command.

Click on the Groups tab at the top of the window. There is an
Auto-Group function available by right clicking the desired group
and selecting the ‘Auto-Group’ function. This function allows you
to create groups by color and/or location.

You can also create groups by dragging lights from the ‘Lights’
box on the right to the desired group in the ‘Groups’ box on the
left. You can change the name of the group by right clicking on
the group and selecting ‘Edit Group Data’.

Whenever you create new groups or modify current groups, you
must download new group information to the light controllers.
When downloading new groups you should first clear the previous
group information.

Up to 120 groups can be created and stored in any light show,
regardless of the number of Light Controllers.

(/5 Define Lights _ =] %]
Fle Lights Groups Scenes Help
Controllers T Lights T Groups I Macros T Firmware
Groups Lights
—Controllers
(i) Group (0 - Light | Calar [ Lacatian “ariablehar
----- T 0 (Treel Red) 0 Red Treel Treel.Red Download Group
Sr (Treel.Green) Green Treel Treel.Greer
() Group (1

Board0 Cha

Board0 Cha Download Groups
Board0 Cha
Board0 Cha

Board0.Chal
Board0.Chat Clear Group

(7) Grow Edit Group Data...

7 Groi Group Tests...
(7) Grow Get Groups

W o o 7 & L ra

T Grol Boardd.Chal
@) Grol Remoye Light 9 Board0.Chal Clear All Groups
(7) Grow  Remove Al Lights from Group 10 BoardD.Chal
P 11 Board0 Cha —_—
Remove All Lights from All Grou
g g:s: 4 G T Boardd Cha
3 Grol Auto-Group... 13 Board0.Chal Get Groups
Refresh Light Names I BoardD.Chey
3 Gro 4 i Boardd Cha
(Z) Group (14) Import
(7) Group (15) R el L. &
[~ Expand Groups Drag Lights to Groups on the: |eft
Click On Heading to Sort by that col
Right Click to Edit Group e 0 A o Sl il Tests

All Lights Off | Close I
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Configuring the Startup Routine

You can modify the Startup Routine so that your show will start
and stop at specified times of the day and week. You can also
have your show start on the occurrence of an event like a digital
input, analog input or an X10 input. A digital input can be any
device that is on or off, like a door matt switch or motion detector.
An analog input is a variable input that changes its value, like a
light sensor or pressure sensor. You can have the show loop
continuously when the power is on and the Monster Brain™ is
running by selecting ‘Always’.

Startup 1 Grid |
Foutines
r~ Trigger Conditions —Days of the Week ————— = Digital [nputs
[V Days of Week @ hionster Brain Board
v Sund to ¢ DRCBoard
™ Digial Input v Sunday 5:00pm 11:59pm oan
v Mond to
I Anslog input ¥ Monday — [5.00pm [11:58pm | EREI =
v Tuesd to
[~ %10 Command Peceived I fzsciey B 5 00pm 11:5%m @ Input gaes On
v Wednesd to
[ Always 7" Wednezday [5.00pm 11:53pm " Input goes Off
[+ Thursday  [5.00pm B [11:59pm
~When Triggered [+ Friday [5:00pm 12 [11:58am
Analog Inputs
D (s Gy F Sawday [s00pm | ©  [i15%m gl
® Monster Brain Board
¢ Pley Once  DRCBaard
[~ Randomize 10 Received DRCO Analogd -
A1 -
® GoesAbove
[¥" Groups o € Goes Below
C of Analog Trigger Valus:
512
KT ol
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Creating a grid routine

A grid routine is one of the methods used to program the Monster
Brain™ using a graphical interface. A grid routine allows you to
program which channels to turn on and off at different points in
time. A new grid routine can be created by selecting the Routines
menu and then selecting ‘Add New Grid Routine’. The grid
routine configuration window is shown below. You can label the
routine according to its function or sequence of events when you
create it or by double clicking the label in the ‘Routines’ box later.

When you create a new grid routine you need to specify the
number of columns and the default duration for each column. You
can also specify an audio/music file for the computer to play while
the grid is running. You can use the Audio Wizard to synchronize
your lights to the beat of the music you have chosen.

ol x|
Roaoutine Name Add

INeWRoutme

Cancel |

—Grid Properties

Columng Iag
Time Per Column: I] Secs

~Optional Song

® Donlt Change Columns
| Change Ealumn Gount Tia ateh San Lenoth

| Change Ealumn Tirme Tatdaich Sang Lenath ClearZang

[
Ii Browse |
|
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Modifying a grid routine

Once you have created a grid routine you can modify it so that
individual lights turn on at precise times in the show. When you
look at a grid you will notice that the top row of the grid is the time
when that column will ‘play’ during playback. Also notice the
labels of the lights and groups that you have created listed in the
left-most column.

By clicking areas inside the grid you can specify when certain
lights or groups turn on and off. You can drag the column
separators to increase or shorten the length of time for a light
sequence within a routine. You also can manually set the time for
each column by right clicking the column heading and selecting
‘Change Column Time’.

Statup ) Grid |
Fioutines - Calumn Display
. FunLi
& Statup __| Stant Time ez | == _——
B Grid Routine __| Fired Width Zoom 1007 =] | |

00:02.00,

00:03.00| 00:04.00{00:05.00] 00:06.00| 00:07.00| 00:

Lights 00:00.00) 0001 00|
Tresl Red

Insert Column(s)

Delete Column(s)
Liee1. Gl Add Column(s).
Treel Green
IEEHE || Change Calumn Time....
Tree2 Clear
Tree2 Green Change Light Effects...
Boardl.Channelf Delete Light Effects
Board0.Charinel?

Board0.Channeld

View Column Start Times

<

Board(.Channeld

View Column Durations

Boardl.Channel1d

v Column Widths Fixed

Board(.Channel11

Column Widths Proportional to Time

Boardl.Channel12

Board0.Channel13

Resize Column Widths. ..

Board0.Charnel14

Board0.Charnel15

Board1.Channell

Board1.Channell
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Levels, Styles and Effects

Using Animation Director™, you can modify how lights turn on
and off and how long it takes for a light to turn on and off. First
you must set up the time for light to ramp and fade when different
effects are used. You must also specify the level that the lights
will turn on to.

On Level: Specifies the intensity level of the lights when
turned on using an effect.

Ramp Rate: Specifies the time it will take to turn on a light
or group of lights to the chosen on level.

Fade Rate: Specifies the time it will take to turn a light or
group of lights off.

Animation Director™ also gives you three different types of styles
to use with you lighting show: set, fade, and add. The “style”
setting is used to control how lights that already on are affected
when new lights are being turned on.

Style Set: This style turns off lights instantly that are not on
in the following column.

Style Fade: This style turns off lights at the determined fade
rate that are not on in the following column.

Style Add: This style adds lights to the lights that are
already on from previous columns.

SICX|
Lights r Groups ]
On Lewel: lﬁi’ On Effect; lm ﬂl
Famp Fate: (01 j Pop-Fade Riate: lTj
et R | j Blink Rate: [0 j
Spirk!e lTi’

Few-Fop Rate: IT:II
Flicker Rate: Iri’
Shirmmer Rate: lTi’
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Animation Director™ gives you seven different types of effects to
use with you lighting show: ramp, blink, pop fade, rev pop fade,
sparkle, flicker, and shimmer. Each of these effects have settings
you can modify to tailor the appearance of the effect. You can
modify these setting by right clicking the column header of the
column in which you would like a new effect to occur. Different
effects use different combinations of ramp, fade, and special rates.

Ramp: The ramp effect turns on the on the output of the
light controller to the specified on level. The Ramp effect
uses the ramp rate when turned on, and the fade rate when
turned off.

Blink: The blink effect turns on and off a light on the
output of the light controller at a specified rate. The Blink
effect uses the ramp rate, fade rate, and blink rate.

Pop Fade: The pop fade effect turns on the light or group
of lights instantly then fades to off at the specified fade
rate. The Pop Fade effect uses the Pop Fade rate.
Rev(erse)-Pop Fade: The rev-pop fade effect turns an
already on light off instantly then ramps back to the on
level. The Rev-Pop Fade effect uses the rev-pop rate.
Sparkle: When used with an individual light, the sparkle
effect will pop fade the light at random times. When used
with a group, the sparkle effect will pop fade individual
lights in a group at random times. The Sparkle effect uses
the sparkle rate.

Flicker: The Flicker effect make the light or group of
lights appear to look like a burning candle. When used
with groups the lights will flicker individually. The Flicker
effect uses the flicker rate.

Shimmer: The Shimmer effect varies the intensity of the
lights connected to the light controller. When used with
groups the shimmer effect the light will shimmer
simultaneously. The Shimmer effect uses the shimmer rate.

When you change the style or effect of a column, all subsequent
columns will use that style and effect until a new style and/or
effect is defined along with set levels and rates.

Columns that have been modified from default settings will be
highlighted in yellow, indicating a change in brightness level,
style, effect, or rate.
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Once you have finished your grid routine you can test it by
clicking the ‘Run-Live’ button. If selected an audio/music file to
be associated with the grid it should start playing as well.

7) Lab: Create grid routines

Grid One
1. Create a grid routine
2. Select what lights you want on and off
3. Select Run-live and watch the outputs

Grid Two
1. Create a grid routine
2. Select what lights you want on and off
3. Select what effects you’d like to have in at least two
different columns
4. Select Run-live and watch the outputs

Grid Three

1. Create a grid routine, selecting an audio file to use with the
grid
Run the Audio Wizard to time the grid to the audio file
Select what lights you want on and off
Select Run-live and watch the outputs
Convert grid to code by opening Routines and then
selecting Change Grid to Source Code
6. Examine code

el
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Creating a code routine

A code routine is another one of the methods used to program the
Monster Brain™ by writing ACL code. A new code routine can
be created by selecting the Routines menu and then selecting ‘Add
New Code Routine’.

Animation Control Language (ACL) provides you with a
comprehensive set of commands and functions to create a show
from scratch and control every aspect of it along the way.

Please review the material provided in the ACL Reference of the
help system included with Animation Director™ is Help system
and refer to the examples to get a feel for how routines are
constructed to provide the least amount of coding with the optimal
affect.

In general, as you construct your program:

Define and declare variables and constants first.

In each routine:

Define the behavioral attributes first (such as the trio of level, rate,
and effect for lights).

Construct your control structure.
Identify the target show component.
Whenever you turn on a component, don't forget to also turn it off.

Incorporate delays to establish activity lengths, time between
activities in the routine, and time between routines.

Copyright© 2003
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Software 8) LAB: Create code routines
Overview Code Routine 1

1. Create a code routine
2. Type in the following code in the code window:

light.setonlevel (255)
light.setrate(alrateramp, 0)
light.setrate(alratefade, 0)
light.setoneffect (aleffectramp)
light.alloff

Infinite

Light.on (0)
Delay seconds (1)
Light.off (0)
Delay seconds (1)

3. Compile the routine
4. Download the routine to the Monster Brain™
5. Click the Run button and watch the outputs

f\ﬁkg Copyright© 2003
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Software Code Routine 2
Overview 1. Create a code routine

2. Type in the following code in the code window:
public t as integer

light.setonlevel (255)
light.setrate(alrateramp, O0)
light.setrate(alratefade, 0)
light.setoneffect (aleffectramp)
light.alloff

infinite

For t=0 to 3
Light.on (t)
Delay seconds (0.3)
Light.off (t)
Delay seconds (0.3)
Next t

3. Compile the routine
4. Download the routine to the Monster Brain™
5. Click the Run button and watch the outputs
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Software Code Routine 3
Overview 1. Create a code routine

2. Type in the following code in the code window:
public t as integer

light.setonlevel (255)
light.setrate(alrateramp, O0)
light.setrate(alratefade, 0.4)
light.setoneffect (aleffectramp)
light.alloff

infinite

For t=0 to 7
Light.on (t)
Delay seconds (0.2)
Light.off (t)
Delay seconds (0.2)
Next t

3. Compile the routine
4. Download the routine to the Monster Brain™
5. Click the Run button and watch the outputs
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Programming the Monster Brain™

When you are ready to give the show a try you can program the
Monster Brain™ with the show. Do this by checking the boxes of
all the routines you would like in your finished show and click the
‘Compile’ button on the right side of the screen.

Routines
A Startup I."
ﬁ Slow Chase ~F
5 &1 Sparkle T
ﬁ Werticle Chase .
Cormpile
- ‘1
r
Download
Runl
K — i Stop

Y

Once the show compiles without any errors you can download it to
any one of the 16 directories available. Click the Download button
on the right-side of the screen, select a directory, and then click
download.

(i Program Directory . ] 5

Directary List

Show | Source | Size
Chase tdemany 1]

tdemany
Memory
Memorny
Memorny
tdemany
tdemany
Memory
Memorny
Memorny
tdemany
tdemany
Memory
Memorny
Memorny
tdemany

| J Options—————————————
Space Used: [T28 Bytes I Update Groups
Space Ava\lable 65,407 Byles
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Erase |
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Cancel |
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You may want to check the current time in the Monster Brain by
clicking the ‘Get Date/Time from MB’ button on the Time/Date

. ©) . .
tab of the System window l==. If the time and date are incorrect
click the ‘Get Computer Time’ button and then the ‘Set
Date/Time’ button to correct the situation.

After downloading to the Monster Brain™, click the ‘Run’ button
on the right side of the screen your show will start running.

In case of a power outage you can set the ‘Auto-Run Flag’ so when
power is restored your light show will run automatically. If this
flag is not set the Monster Brain™ will wait for a ‘Run’ command
before it starts running the Startup routine (and hence your show).

You can set the ‘Auto-Run flag’ by opening the ‘Tools’ menu and
clicking on the ‘Set Auto-Run’ selection.

NOTE: Time and Date information may be lost during a power
outage unless a backup battery is used.
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9) Typical programming cycle

Once you have taken the initial steps of creating different routines
you may find yourself in a cycle:

Note errors and fix them

Compile

Download

Run

Repeat until everything works as planned

This is a normal part of creating shows and is to be expected. As
you work with the technology and gain experience creating shows
this cycle will shorten considerably.

10) Completing a project (start to finish)

In summary, the steps a person would follow to complete a project
from start to finish are:

Pre-bid phase
e View location of display and generate display ideas
Take measurements and create drawings
Calculate loads
Select your hardware and layout channels
Handle mounting issues

Installation phase
e Installation
e Testing
e Weather-proofing

Software phase
e Set-up and define channels
e Group channels
e Programming cycle
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Set-up and Troubleshooting Guide

General issues:

Hit Reset button on all LC's

Make sure RS-232/485 connections are in place

Check address switches

Be sure all controllers are plugged in

Reset all controllers

Check to see that the heartbeat LEDs on all of the
controllers and the Monster Brain are blinking

Verify that all controllers are connected in a daisy chain
fashion

Check to see that all controllers have unique addresses
Push the test button on the light controllers to verify that all
connections are made properly and in order

Enclosure issues:

Make sure that power is disconnected when making
connections

Be sure that all connections are water proof to prevent
shorts

Use a strain relief to prevent wires from being pulled out
the bottom of the enclosure

After connecting lights to a controller, push the test button
to see that lights are connected in order

You may need to drill a hole in the bottom of the enclosure
to route network cables to multiple controllers

If running a show:

Check to see that the Monster Brain’s Heartbeat LED (Red)
and Run LED (Green) are blinking

Check to see if the light controllers are receiving
commands (the green LED flashes on a light controller
when a command is received)

If using a ‘Startup Routine’ be sure that the Monster
Brain’s clock is set.

Make sure your trigger conditions are met.
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Animated Lighting's Controller Addressing

Use the following chart for setting the address switches of your

controllers (A1, A0)

NOTE: the LC-64 is considered to be four 16 channel light
controllers so addressing will vary.

Ssle 12502 (252 (25l |25le (25l |2s|e |25z

o o o o (=] o o o

OZFZ| > 1072|4072 |4 >0 |4 >0 4> 07Z |40 |07 |4 >
0 00 32 20 64 40 96 60 128 80| 160 A0l 182 co| 224 EO
1 01| 33| 21| 85 41| 97| 61] 129] 81| 161] A1] 193] C1]| 225] Ef
2| o02] 34 22] e8] 42| o8] 62| 130] 82| 162] A2| 194] C2| 228] E2
a| 03] 35| 23] 67] 43] 99| 63 131] 83 163 A3[ 195] 3| 227] E3
4| 04| 38 24| 68| 44| 100] 64| 132] 84| 164] A4] 196] C4| 228] E4
5| 08| 37 25/ 69| 45 101] 65 133] 85| 165 A5 197] Cb| 229] E5
6] 08| 38| 28 70| 48] 102] 66| 134] 86| 166] AB| 193] CB| 230] E6
7| 07| 39 27| 71| 47| 103 67| 135] 87] 167] A7| 199] C7| 231| E7
8| 08| 40| 28] 72| 48| 104 68| 136] 88| 168] As| 200] Cs| 232] ES8
9 09 41 29 73 49| 1058 69 137 89| 169 A9l 201 ca| 233 E9
10] 0A] 42| 2A] 74] 4A| 108] 6A| 138] 8A| 170] AA| 202] CA| 234] EA
11 08| 43| 28| 75| 48| 107] 6B| 139] 8B| 171] AB| 203] cCB| 235 EB
12] oc| a4 2c| 76| ac| 108] 6c| 140 s8c| 172] Ac| 204] cc| 238] EC
13| _0D| 45| 2D| 77| 4D| 109] 6D| 141] 8D| 173] AD| 205 CD| 237] ED
14] OE| 48] 2E| 78] 4E| 110] 6E| 142] 8E| 174] AE| 206] CE| 238] EE
15| OF| 47| 2F| 79| 4F| 111] 6F| 143] 8F| 175] AF| 207] CF| 239 EF
16 10 48 30 80 50| 112 70| 144 90| 176 BO| 208 D0O| 240 FO
17| 11| 49| 31] 81| 51| 113] 71| 145 91| 177] B1] 209] D1| 241] Fi
18] 12| 0| 32| 82| 52| 114] 72| 148] 92| 178] B2| 210] D2| 242 F2
19] 13| 51| 23] 83] 53] 115] 73] 147] 93| 179] B3| 211] D3| 243] F3
20] 14| 52| 34| 84 b54] 116] 74| 148] 94| 180] B4| 212] D4| 244] F4
21] 15 53] 35| 85| 55 117] 75| 149] 95 181] B5| 213] D5| 245 F5
22] 18] 54| 36| 86| 56| 118] 76| 150] 98| 182| B6| 214] DB| 246] F6
23] 17| 55| 37| 87 57] 119] 77| 151] 97| 183] B7| 215| D7| 247] F7
24] 18] 56| 38| 88| 58] 120] 78| 152] 98] 184] B8| 216] Ds| 248] F8
25 19 a7 39 89 591 121 79| 1563 99| 185 B9 217 D9| 249 F9
28] 1A| 58] 3A| 90| B5A| 122] 7A| 154] 9A| 18] BA| 218] DA| 250] FA
27] 18] 59| a3B| 91 &B| 123] 7B| 155] 98| 187| BB| 219] DB| 251| FB
28] 1c| 60| 3c| 92] 5C| 124] 7c| 158] 9c| 188] BC| 220] DC| 252] FC
20| 1D| 61| 3D| 93] 5D| 125 7D| 157] 9D| 189] BD| 221] DD| 253] FD
30] 1E| 62| 3| 94| B5E| 126] 7E| 158] O9E| 190| BE| 222] DE| 254] FE
31] 1F| 63| F| 95 5F| 127] 7F| 159] 9F| 191| BF| 223| DF| 255 FF
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Appendix D Updating software and product firmware

Occasionally there will be an update of Animated Lighting’s
Software, Animation Director or Dasher Pro. These updates are
distributed to customers of Animated Lighting who have purchased
Animation Director or Dasher Pro. These updates are distributed
for the purpose of adding features and fixes to Animated Lighting
products and demonstrate Animated Lighting’s willingness to
make their product more robust and easy to use.

When installing a new version of Animation Director or Dasher
Pro, it is recommended you update the firmware in your hardware
to ensure proper operation. By following the proper procedures
below, your PC’s software and your hardware will all be updated.

Installing Animation Director™ from CD:

1. Insert the Animation Director™ CD into your PC.

2. If an installation window doesn’t open automatically, start
the installation by browsing for your CD-ROM drive, and
double click the ‘SETUP.exe’ file.

3. Follow the setup instructions to install the software.

Installing Animation Director™ update from e-mail:

1. Download the attachment from the update e-mail to a
known location on your PC.

2. Unzip the ‘diskl1.zip’ file you downloaded.

3. If an installation window doesn’t open automatically, start
the installation by browsing for the ‘disk1’ folder you
unzipped and double click the ‘SETUP.exe’ file.

4. Follow the setup instructions to install the software.
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Updating the firmware on your Monster Brain™:

1.

(98]

Connect the PC to the Monster Brain™ using a DB9 serial
cable.

Apply power to the Monster Brain™.,

Start Animation Director™.

Click the ‘System’ button on the Animation Director™
desktop.

. In the ‘System’ window, under the ‘Setup’ tab, select

which COM port you use to connect to the Monster
Brain™. Also check the box next to ‘Communicate
Through Monster Brain.’

In the ‘System’ window, under the ‘Firmware’ tab, click
‘Browse’ to find the firmware file for the Monster Brain™.
(MonsterBrain.ehx) It will be located where you installed
Animation Director™. If you installed Animation
Director™ to the default location it will be in: “C:\Program
Files\Animated Lighting\Animation Director\Firmware.”
Once you have located the correct file, MonsterBrain.ehx,
click ‘Open’ to load the file.

Click ‘Download’ to update the firmware in the MB. You
should see numbers cycling verifying new firmware is
being downloaded. The Monster Brain’s LEDs will also be
flickering indicating it is receiving the new firmware.

If the firmware was loaded correctly the Monster Brain’s
Heartbeat LED will blink. If there is an error, make sure
the above steps were performed correctly.
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Updating the firmware in your Light Controller using a
Monster Brain™:

1.

2.

3.

x>

10.

1.

12.

13.

14.

Connect the PC to the Monster Brain™ using a DB9 serial
cable.

Connect the Monster Brain™ to the Light Controller using
a CATS cable.

Apply power to the Monster Brain™ and the Light
Controller.

Start Animation Director™.

Click the ‘System’ button on the Animation Director™
Desktop.

In the ‘System” window, under the ‘Setup’ tab, select
which COM port you use to connect to the Monster
Brain™. Also check the box next to ‘Communicate
Through Monster Brain.’

In the ‘System’ window, under the ‘Version’ tab, click ‘Get
Info’ to verify communication with the Monster Brain™.
If version information is not returned, check for proper
connection with the PC and the Monster Brain™ and that
the Monster Brain™ is running current firmware.

Close the ‘System’ window.

Click the ‘Lights’ button on the Animation Director™
Desktop.

In the ‘Define Lights’ window under the ‘Controllers’ tab,
check the addresses of the controllers you have connected
in your system.

In the ‘Define Lights’ window under the ‘Firmware’ tab,
click ‘Browse’ to find the firmware file for you light
controller(s). (LC16-xxx.ehx, where xxx is the version
number of the firmware, for example: LC16-500.ehx) It
will be located where you installed Animation Director™.
If you installed Animation Director™ to the default
location it will be in: “C:\Program Files\Animated
Lighting\Animation Director\Firmware.”

Once you have located the correct file, LC16-xxx.ehx, click
‘Open’ to load the file.

In the ‘Define Lights’ window under the ‘Firmware’ tab,
check the addresses of the Light Controller(s) to be
updated.

Click ‘Download’ to update the firmware in your Light
Controller(s). You should see numbers cycling verifying
new firmware is being downloaded. The Light Controller’s
LEDs will also be flickering indicating it is receiving the
new firmware.
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15.

If the firmware was loaded correctly the Light Controller’s
Heartbeat LED will blink. If there is an error, make sure
the above steps were performed correctly.

Updating the firmware in your Light Controller without using
a Monster Brain™:

1.

2.

10.

1.

12.

Connect the Light Controller to the PC using the DB9 serial
cable.

If using a CONV-1, RS-232 to RS-485 serial converter,
connect the PC to the CONV-1 using a DB serial cable.
Connect the CONV-1 to the Light Controller(s) using a
CATS cable.

. Apply power to the Light Controller and the CONV-1, if

using a serial converter.

Start Animation Director™.

Click the ‘System’ button on the Animation Director™
Desktop.

In the ‘System’ window, under the ‘Setup’ tab, select
which COM port you use to connect to the Light
Controller. Also un-check the box next to ‘Communicate
Through Monster Brain.’

Click the ‘Lights’ button on the Animation Director™
Desktop.

In the ‘Define Lights’ window under the ‘Controllers’ tab,
check the addresses of the controllers you have connected
in your system.

In the ‘Define Lights’ window under the ‘Firmware’ tab,
click ‘Browse’ to find the firmware file for you light
controller(s). (LC16-xxx.ehx, where xxx is the version
number of the firmware, for example: LC16-500.ehx) It
will be located where you installed Animation Director™.
If you installed Animation Director™ to the default
location it will be in: “C:\Program Files\Animated
Lighting\Animation Director\Firmware.”

Once you have located the correct file, LC16-xxx.ehx, click
‘Open’ to load the file.

In the ‘Define Lights’ window under the ‘Firmware’ tab,
check the addresses of the Light Controller(s) to be
updated.

Click ‘Download’ to update the firmware in your Light
Controller(s). You should see numbers cycling verifying
new firmware is being downloaded. The Light Controller’s
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Appendix D LEDs will also be flickering indicating it is receiving the new

firmware.

13. If the firmware was loaded correctly the Light Controller’s
Heartbeat LED will blink. If there is an error, make sure
the above steps were performed correctly.
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