Appendix 2 - SD7T Operation

SD7 Operation Manual

Appendix 2:

SD7T Operation

For Software Versions 2.1.223+

E4 21



Appendix 2 - SD7T Operation

Contents

A 2.1 OVEIVIEW ottt e e et e e e e e et e e e e e e eta e seeeees

A2.2 New General Features (Not SD7T SpecifiC).....cccceevvevveiiiines e
A2.2.1 LCR BUSSES oottt s A2-3
A2.2.2 Global Set To Defaults ... e, A2-3
A2.2.3 SECUTLY ceriiiiiiiiiiieeee e e A2-4
A2.2.4 Additional MIDI Functionality ............coooiiiiiiiiiiin e A2-5
A2.2.5 OPLIONS oo e A2-6

A2.3 Features SpecCifiC tO SD7T ..o e
A2.3.1 Auto Update Explained .........cccccceiiiin e A2-7
A2.3.2 Options - Additional Theatre Tab ..............cooeeiiiiin e A2-7
A2.3.3Channel SetS .....cooviiiiiiiiii e e A2-8
A2.3.4 Control Group CUEBS .....cooeviieiiieiii e e A2-8
A2.3.5Channel CUES ... e A2-9
A2.3.6 Creating AlASEeS .....ccoooiiiiiiiii e e A2-12
A2.3.7 MOAUIE CUEBS ..o e A2-13
A2.3.8 Cue List Text Style & Colour........ccooeeveiiiiiiiiiiii e A2-14
A2.3.9 Matrix Nodal Delays ........cccccoeeiiiiiiii e A2-15

A2-2 “J*DiGICo



Appendix 2 - SD7T Operation

A2.1 Overview

This Appendix should be read in conjunction with the standard SD7 User Manual and SD7 Appendix 1 (Mach 2 Operation)
It contains details of additional features added to SD7T software versions.

A2.2 New General Features (Not SD7T Specific)

A2.2 L LCR BUSSES ..uiiiiiiie e
When a channel is routed to the LCR Master, the centre component of the signal can be adjusted. This is the Blend control found on every
input channel, and is a 2" Function of the Pan Control.

The Blend control varies the amount of signal sent to the Centre leg of the LCR buss. When adjusted to LR (fully anti-clockwise), a centre
panned signal only goes to the L & R components of the LCR buss. When adjusted to LCR (fully clockwise), a centre panned signal only
goes to the C component of the LCR buss. Adjustments between these two extremes varies the ratio of L/R and C levels.

LCR _ .
Blend MUTED | HARD ||pMUTED | HRRD [ MUTED = HARD
Setting -

Resulting
Output
cC R L C R L C

A2.2.2 Global Set To Defaults .....cccuviiieiiiiieeeeeeeeeeeeeeee e

The Global Set to Defaults Panel allows global settings to be applied to the console.

Open the Global Set to Defaults Panel from the Files Menu. Select the Channel type from the list on the left side of the panel, and then
selectthe operation to perform from the available functions.

An undo function is provided which undoes all changes since the panel was opened. Once the Global Default Panel is closed, changes
cannotbeundone.

R

Global Setto Detaufts

input channels
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Seeyosecs] aeeyort | demyon
fhers deteut | _ fitrsot | flerson |
_cadetaut | ewoft | eaon |
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A2.2.3 SECUTIILY 1ottt e e e e e e
Security modes are now implemented, with a choice of three modes of operation :
Setup : Users have full access to every function on the console.

Live : Access to elements of the console can be limited, and password protected.
Unattended : The console is locked, and cannot be operated.

Console Securiy

P

User passwords can be defined for the Live and Unattended modes. To set a password, press the Set Password button. Enter the old
password, then enter the new password twice.

By default, the passwords are blank.

If you should forget your password, call your Distributor to obtain a reset password. Entering the master override password will delete all of
the user-set passwords, allowing new passwords to be set.

Change Live Password

To modify restrictions in Live mode, press the Set Live Restrictions button in the Security Panel. A range of options are provided, and the
channel list can be expanded with a scope per controller, per channel.

ATick indicates access allowed. A Cross indicates the item will be locked when the console is place in Live mode.

[IvelSeciTity Restrclions

mpuu‘tn filters dynamics insers panner |to group
v [ otomio |
v | wesar |
v [ e |
v | smec |
I
¥ | e chamers |
v [ ecoups |
v [ cowous |
| v [ et |
¥ [ wamowpms |
¥ | oamceo |

XISINISIN XX (XX X

| ¥ [ comatcroms |
v | takackime |
| ¥ [ rwenckounn |
| s |
| ¥ [ veeoum |
v | owcaw |
N T

Inthe above example, we can see that the Live mode scope restricts access to all the Input devices, The Matrix output Channels,
changing the session structure, the audio 1/O devices, the Audio Sync settings, and stops the user Quitting to Windows.
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A2.2.4 Additional MIDI Functionality .........cccccveeiiniiiiniieeiiie,
MIDI Devices panel

C wobevees
port [chan|name pc | chng
A 1 |A1 ] A
A 2 | A2 ]
A 3| A3 1 Ay
A 4 A4 1
A 5 |AS 1
A 6 |AB 1
A T AT 1
A 8 | AR 1
A g 1AQ 1
A |10 | ATD 1
A 11 AN 1
A 12|12 1
If chng = %, Program Changes are
only sent wwhen they differ.. Press this clear PC I
to enzure the next PC will be sent

PC Column : Sets range of MIDI Program Change messages. A value of 1 sends PC messages in the range 1 — 128. A value of 0 sends
PC messages in the range 0 — 127.

chng Column : IfaY is entered into this column, Program Change messages will only be transmitted if the value to be sent is different to
the last value sent on that MIDI channel. Leaving the chng column blank will ensure that PC messages are always sent for that channel,
regardless of the last transmitted value.

Clear PC : Under normal circumstances, Program Change Messages are only transmitted when a value changes. By pressing the Clear
PC button, it ensures that all Program Change messages will be sent on the firing of the next cue, even if the value has not changed from
the firing of the previous cue.

MIDI Program Panel : Now includes a Ripple Down Function.

oMbl Program Changes -

num CUE name act | A1 | A2 (AT &4 |AS |AG (AT | A5 |A9 A0] A1) A12) 813 A1 4] A1 5] A6
1.00 w02
2.00 |0 |3
3.00 v [N
4.00 v [N
5.00 v [N
6.00 v [N
7.00 v [N

fulllist devices I value -I l: | value +|

When entering PC messages with the Ripple Down Function enabled, the same PC message is written to the subsequent Cues, until a
change of state (a different PC message) is reached.
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Cue Control By MIDI

The fring of Cues can be controlled from incoming MIDI messages and the console can send the same controller messages when a cue
is fired.

The range of messages available are MIDI Channel 16 - Controllers 16 to 19 with data values 0 to 127.

NOTE: Controller 19 Values 126 and 127 are reserved for Fire Previous and Fire Next functions.

By default the messages associated with each Cue will count from Controller 16 - Value 0 upwards through the Cue List but these
messages can be edited at any time.

Pressing the MIDI Control button at the bottom of the Cue List panel will open the Cue Control by MIDI panel where these messages
can be viewed on alistand changed as required.

To change a message, press the Change button and select any available controller value from the drop down list.
Buttons at the bottom of this panel activate the sending and/or receiving of these messages.

MIDI Control Message Press Change and select new MIDI Control Value
Cue Control by MIDI Cue Control by MIDI

Change

Controller Value

Clear

Controller Value

Send
MIDI Control

Receive
MIDI Control

A2.2.5 OPLIONS oot
Additional User Options Include :

Surface Tab
Round to Whole dB’s : All fractional dB readouts are rounded to the nearest integer value
Auto-Cancel 2" Function : Automatically cancels the 2" Function after he predetermined time. Adjusts 1 — 15 seconds

Faders Tab
0dB Detent : Switches the electronic 0dB detent on or off. Now available on All channels, just Graphic EQ’s, or None.

Fader Mode : Switches faders between Free and Protected modes. In protected mode, fader must recognize a touch before it allows
movement.

Disable Tab

The following worksurface buttons can be disabled. It does not affect on-screen operation of the functions
Snapshot Previous / Next

Snapshot Auto Update

Joystick

Hard Mute

Alt Input

Meters Tab
Overview Meters : Choice of Large or Small, independently for Input and Output Meters

Session Tab
Default Positions at Next Startup : If setto YES, then all window positions will be reset to default positions at next launch.
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A2.3 Features Specific to SD7T

(With special thanks to Andrew Bruce of Autograph UK for his invaluable contibution to the design and
explanation of these features)

A2.3.1 Auto Update Explained ..........cccccooviiiiiiiiiiiiiiiiieeen

The Auto Update System (Previously referred to as Live Update in D5T Software) allows users to apply changes to a setting on a channel
in more that one cue at a time. There are conditions and rules to this automatic update, which will be explained later. Auto Update is
switched on & off using the Auto Update button in the Cues Panel, or in the snapshot control section on the Upper Master Worksurface
(to the right of the Master Screen)

On a basic level, as an example, with Auto Update ON, making a change to the EQ on Channel 1 in a Cue will update the same EQ in all
the Cues in the show that have a matching EQ.

This automatic update rule works along side the Aliases system (see separate explanation of Aliases). So if a channel uses more than one
alias, then changes to a module (EQ for example) will only be updated to cues that have a matching alias.

Since it may not suit to ripple certain classes of controls to all cues in this way, there is provision for an opt-out. For instance :

- Channel Delay may want to be restricted only to the Cue in which it's changed in order to track actors around a stage cue-by-cue.
- A channel’s routing may change cue-by-cue between a number of different groups.

- A channel’s soft Mute state would almost certainly never want to ripple to all cues.

The Auto Update across cues is also affected by the Auto Update Exclusions, found in the Theatre Options Tab. If a module is set as an
exclusion to Auto Update, then changes to the excluded module will only occur in the single cue being modified. By default, Mutes are
excluded from Auto Update.

Itis also possible to protect controllers and channels from being Auto Updated. The Cues/ Scope / Group & Auto Update Scope allows
the protection of controller types on an individual channel basis. Items marked with a red cross in this scope panel will not be updated by
the auto update system.

A2.3.2 Options - Additional Theatre Tab .........cccccooiiiiiiiinnnn

Options

Surf:acel Fade.rs' Sofo | D.-'samel Brigﬁmessl Mete.rsl Se.ssio.-ll Status Theatre

= {1

—

Option/All Function. Switch between Channel Gangs and Cue Auto Update

Channel Gangs : Standard SD7 Live style function, where the Option/All function is used to perform operations on Entire Banks of
controllers, or to defeat Ganging to make relative adjustments between ganged channels.

Cue Auto-Update : No longer performs Gang functions (as above) but inverts the Auto-Update function. (see separate explanation of
Theatre Mode Auto-Update)

Excluded Controls Scope :Selection of controller types that will be excluded from the Auto Update function. Note that the use of the
Option-All button on an excluded control will write to all cues, as opposed to the current cue (as the Option/All control inverts the Auto-
Updaterule)

Fader Off LCD Colour : Choose the colour of channel LCD Buttons when a channel is off (Fader down or channel is muted). If None is
selected, the LCD button colour will remain the same, regardless of the channel being open or closed.

Display Cues Overview : Option to have a duplicate Cues list displayed on the Overview Screen
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A2.3.3 Channel SEtS ...

Located inthe master screen Layout menu

A setis agroup of channels. 32 Sets are available, and each set can contain any combination of Input channels, and an input channel can
be a member of any number of sets.

Sets are used as a tool in the assigning of members to Control Groups, allowing the quick selection of pre-defined groups (or sets) of
inputchannels.

To assign channels to a set - touch the set name to highlight it and then, from the list, touch the names of the channels that you want to
include in the sets.

Channels can belong to as many sets as you wish and sets can be updated if roles change.

NOTE: If a Set has already been used to assign a group of channels, changing the membership will not retrospectively change
any assignments that have already been made —they need to be deleted and reassigned in order to reflect the revised
membership.

The Name and colour of each set can be edited - press the edit names & colours button and then select the name or colour to be edited.

Channel Sets

10000000000000000000000O00O000O000O00O00
18[Jset 18 I00000000000000000000000000000O00
19l set19 10000000000000000000000O00O000000O00
20[]set 20 0Ei00000000000000000000000000000
21[]set21 Fiona 15 1 1 1 T g D
22[] Set 22 Sarah OR000oooooooooooopoooodoooonoooong
23] set23 reecca [OEOO0000000000000C0O000O0O0O0OO0O0O0OO0O00O0O0

24[Jset 24 cns 00o0odooooonoooiooonidgnooooonoong
25[l] set25 (] o T T i e
26[] set 25 (0410 0 T T g
27l set27 oooooopooooooodopnooodnnonoomonn
28[] set 28 uooooooooodooogdooooodooooggoogg
29[ set29 (] o T T i e
30[ set 30 (0410 ) T T g o R

31 Set31

32[] Set 32

A2.3.4 Control Group CUES .....ccoiiiiiiiiiieiiiiiiee et

Located in the master screen Layout menu, this is a panel for assigning members to Control Groups for each Cue in the session.

Central to the programming of a Theatre show is the ability to control the membership of Control Groups throughout the Cue List. The
Control Group Cues panel allows easy assignment of members to the Control Groups

The Panel shows a list of Cues down the left column, then a grid of Control Groups, with their membership. The Scope column can
contain either a tick or a cross. A tick indicates that any changes in CG membership will be recalled when the cue is fired. A Cross
indicates that any changes will not be recalled.

The Ripple Down Function : If ripple down is off (not highlighted), then assignments made, or cleared, will only happen to the one cell
being edited. If Ripple Down is on, then changes made are duplcated in the following cues until a change of state is met. Then the change
of assignment stops.

Assigning Members : Press the Assign button, then touch the cell to assign. The Assign panel will open. Select the channel or set to
assign. Custom assignments can be made by touching the first channel to assign, then holding the shift-key (on the physical keyboard)
and selecting more cells. When a Setis touched, it's members are automatically selected. This selection can then be adjusted by holding
the shift-key and selecting cells.

If a channel has Aliases, they will be listed below the channel number. Selecting an Alias assigns the Alias to the Control Group, and also
makes that Alias active in the given channel for that cue.

Changes made to CG Assignments are only shown on the worksurface (become active) once a Cue has been fired. For example, add a
Channel 1toa CG 1in Cue 3. Channel 1 will not show as a member of CG1 until cue 3 is fired.

For clarity, only input channels are shown in the assign panel. Output channels can be viewed by switching off the Inputs Only function.
The channels are displayed as you would find them on the surface; left and right worksurfaces, arranged in banks and layers.

Clearing Assignments : To clear an assignment, press the Clear button at the bottom of the Panel, then touch the cell to clear. Assign-
ments can also be cleared using the Right-Click on the Keyboard.

NOTE : When assigning and clearing assignments, make sure that the Ripple Down function is correctly set -Thereis no Undo
Function'!

Renaming : Select a cell, then press the Rename button. Enter a new name.

Contol Group Name Colour Coding: The colour of the CG name indicates where cahnges have taken place in the Cue List.

Black entry = Original selection of a single channel, bank or set of channels.

Green entry = A "Rippled" entry which is the same as the CG in the previous Cue

Blue entry = Avariation on the original selection normally created by holding the keyboard SHIFT key and adding or removing selections.
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Control Group Cues

Soldiers

Soldiers
Saolt

Alice Brian Charlie

RF 1

Aliceiiall

AliceHat

Bertie

CG Cues Panel  Assign Button Assignment Panel

Channels

Aliases Aux & Group Masters
AliceHst can also be assigned
Aliceial to CG.s from here

Bertie

Colour Key

Black = The Channel’s current name
Blue = An Alias that has been used elsewhere
Red = An Alias that has been created but not yet used

A2.3.5 ChannNel CUEBS ... coeei e

Located inthe master screen Layoutmenu

The Channel Cues panel shows the Channel Settings used in each channel in each cue, and allows the selection of alternative settings.
Channel Settings and Aliases

A key feature of SD7 is the ability to manipulate channel settings. If you consider the settings that make up a single channel, there are 11
key modules that when combined, make a single channel (or a channel setting). These are:

Input : The routed input, digital trim, phase, digitube

Delay : The Delay setting

Filters : High and Low Pass Filters (Input Channels only)

EQ : 4 Band EQ on Input Channels, 8 Band EQ on Output Channels

Dynamics : Single / MultiBand Compressor & Gate

Inserts : Settings of both insert points (Pre and Post Processing)

Auxes : Aux Send settings

Fader : The Fader, Mute and CG Membership settings

Pan : Channel Pan

Group : Routing to Groups

Output: Any direct out routing, and associated properties.

Itis possible for each channel to contain more than 1 set of channel settings; the channel may be shared between two or more different
performers. Alternatively, a single performer may have differentroles, or costumes, that require a change in settings.

Each channel setting is also known as an ALIAS. The Aliases may have some common elements, but each Alias contains the 11 modules
that make it up.
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Atfirst sight this window can look quite daunting but it does provide you with an invaluable way to examine, manage and fix programming
changes or errors that would otherwise remain unseen until a cue is fired.

- Channel Cues will show you where a channel’s Aliases change in the Cue list.

- It will also show you which Cues have unique settings stored and in which of the 11 sections of the channel it has been made. It won't
display actual values but it will show you that something was done and, if the unique setting is no longer required in a Cue, allow you to
pick a default or known state from another Cue as a substitute.

-Initially channels are displayed in their condensed mode but each one can be expanded to show the full range of parameters.

Cue Name Channnel Name Expanded Modules of Channel

Channel 4 is shown Shows Module Cue names including

in expanded mode the number of the cue in which they were created.
1

ChannelCues

Sargon

Sargon Sargon Sargon Sargon Sargon Saruon Sargon Sargon Sargon Sargon

Sargon Sargon Sargon Sargon Sargon Sargon Sargon Sarmon Sargon MUTED Sargon Sargon Sargon

Sargon || Sargen | Ssrgon [ Sargon | Saroon | Sargon | Sargon | Sargen | Sargon | MUTED Sargon | Sargon | Sargen

Sargon || Sargen | Sergon [ Sargon | Sargon | Sargon | Sargon [ Sargen | Sargon | MUTED Sargon | Sargon | Sargen

Recrutter || Saraon |Recruiter [{Reeriter [| Reoruter [|Recruiter [|Recruiter [|Reeruter [| Recruter (1] MUTED Recruiter [| Recruiter [|Recruter |

Recruter | Sargon |Recruiter [|Recruiter [| Recruter [| Recruiter [|Recruiter [|Recruter [| Recruiter [1  open | Recruiter |Recruiter [{ Recruiter [|Recruter [

Fecruter | Sargon |Recruiter [{Recruiter [| Recruter [| Recruiter [{Recruiter [|Recruter [| Recruiter [1  open | Recruiter |Recruiter [{ Recruiter [|Recruter [

Recruter | Sargon |Recruiter [|Recruiter [| Recruter [| Recruiter [{Recruiter [|Recruter [| Recruiter [1  open | Recruiter |Recruiter [| Recruiter [|Recruter [

Fecruter | Ssroon |Recruiter [{Recruiter [| Recruter [{ Recruiter [{Recruiter [|Recruiter [|Recruiter (1 open | Recruter |Recruiter [| Recruter [|Recruter |

Fecruter | Seroon |Recruiter [{Recruiter [| Recruter [ Recruiter [{Recruiter [|Recruiter [|Recruiter (1 open | Recrufter |Recruiter [| Recruiter [|Recruter |

Recruter | Saraen |Recruiter [{Reeriter [| Reoruter [|Recruiter [|Recruiter [|Reeruter [ Recruiter (1] MUTED Recruiter [| Recruiter [|Recruter |

Recruter | Sargon |Recruiter [|Recruiter [| Recruter [| Recruiter [| Recruiter [| Recruter [| Recruiter (1 MUTED Recruiter [| Recruiter [|Recrutter [

Fecruter | Sargon |Recruiter [|Recruiter [| Recruter [| Recruiter [|Recruiter [| Recruter [| Recruiter [1 MUTED Recruiter [| Recruiter [[Recruter ||

Recruiter |Recruiter [ Recruiter [|Recruiter [| Recruter [| Recruiter [|Recruiter [| Recruter [| Recruiter (1 MUTED Recrutter [| Recruiter [|Recruter [

Fecruter |Recruler [|Recruiter [{Recruiter [| Recruter [ Recruiter [{Recruiter [| Recruiter [| Recruiter (1 MUTED Recruiter [| Recruiter [|Recruter |

Recruter |Recruler [ Recruiter [{Recruiter [| Recruter [ Recruiter [{Recruiter [| Recruiter [| Recruiter (1 MUTED Recruiter [| Recruiter [|Recruter |

Recruter |Fecrter | Recruiter [|Reeriter [| Reoruter [|Recruiter [|Recruiter [|Reeruter [{ Recruiter (1] MUTED Recruiter [| Recruiter [|Recruter |

Sergeant |Recruter [| Sergeant [{ Sergeant [| Seraeant [{ Sergeart [ Sergeant [| Sergeant [{ Sergeart (3 open | Sergeart | Sergeant [{ Sergeant [ Sergeant [

Sergeant Recrunir[ Serozant [ Sergeant [| Sergeart [ Serasant [| Serveant [| Sergeart [ Serosant [ open | Serueant |Serpeant [ Sergeant (| Sergesnt []

Alias changes Alias inheritance

Cue 37 - Sargon Shows that Sargon,

Cue 41 - Recruiter Recruiter & Sergeant

Cue 54 - Sergeant all share the same
input settings

Display Filters

Two display filters have beenincorporated to make it easier to navigate and manage the potentially huge display of settings and data.
As an alternative to the Show Names display above, you can choose to show a * marker only where settings change.

Colour Coding

As the key on the panel shows, there are different colour codes to represent different things.

Grey entry = no changes

Black entry = changes have been made

Red entry = no controls in this module will inherit changes

Purple entry = some controls in this module will inherit changes

Changes * Only button
Hides all repeated entries

Channel Cues

Sargon

Sargon

Sargon

Recruiter

Recruiter * *

Recrutter

Recruiter

Recruiter

Recrutter

Recruiter * *

Recruiter

Recruiter

Recruter *
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Other controls in the Channel Cues Panel

Choose Channels : The Grid of Channels contains all Input Channels. To reduce the selection of channels shown in this panel, open the
Channel Selection Panel by pressing Choose Channels. Ticks and crosses show which channels will be shown, and which channels will
be hidden. In the example below, only Input channels 1 and 2 will appear in the grid.

Choose Channels

e [/
2| o2 | v
s [ s [ X
e[ o [ X
s s [ X
6| e | X
[ o [ X
e[ oe [ X
o | e [ X
w0 [ m [ X
[ e [ X

Global Scope/Recall Scope/Group & Auto Update Scope : Shortcut buttons to the appropriate scope in the Cues Panel

Assign : Opens the Assign Panel, allowing the selection of different settings; either Channel Settings, or individual module settings.

This function is dependant on the current Update Type that is selected - by default, Update Single is pressed and only the current cue's
channel or module settings will be updated.

Rename : Allows the renaming of the selected cell either Channel Settings, or individual module settings.

This function is also dependant on the current Update Type that is selected - by default, Update Single is selected and only the current
cue's channel or module settings will be renamed.

Update Single : This Update Type is the default setting and, if pressed, will apply any assignment or name changes to the selected cue
only.

Update Group : This Update Type, if pressed, will apply any assignment or name changes to all the cues in the same group as the
selected cue that are using the same channel or module settings.

Ripple Down : This Update Type, if pressed, will apply any assignment or name changes to all the cues after the selected cue until there
is an existing change of channel setting or module setting in the list.

Update All : This Update Type, if pressed, will apply any assignment or name changes to all the cues in the list that are using the same
channel or module settings.

Ripple
Open Open Assignment
Global Scope Group & Auto Update Update Down to next
Panel Scope Panel Single Cue existing change

Open Assign  Rename Update Update
Recall Scope Mode Mode All Cues in Group All Cues in List
Panel using the same using the same
Alias Alias

4 p211
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Replacing Channel Settings in a Cue
Select the Channel Name Cell in a Cue, then press the Assign Button. The Channel Settings Assign Panel will open.

Select Channel Settings for Ch1 Harny in Cue 4.00

Thiz Channel I I I
Bak

Harry

The Assign Panel lists all of the Channel Settings (Aliases) for the given channel. In this example, Channel 1 has two sets of settings
(Two Aliases).. Bob and Harry

By selecting Harry, | can replace all of the channel settings for Ch 1 in the given Cue (Cue 4 in this example) with Harry’s settings — the
11 modules that make up Harry’s settings.

Options are available for selecting Channel Settings from this channel, or any other channel.
Expanded View

Touching the Channel Number at the top of the column expands the Channel to show the module components of the channel, for each
cue. The modules will be referred to as Module Snapshots.
Module snapshots can be assigned in the same way as Channel Settings; by touching the appropriate cell in the grid, and pressing the

Assign Button. This allows the selection of settings from a module of the same type (eg. EQ) from the same channel in another cue, or
fromanother channelin another cue.

Cue Name
Channnel Name Expanded Modules of Channel.

Channel Cues

A2.3.6 Creating Aliases

Aliases are created from an Aliases Panel, accessed from Input Channel Setup Panels.
NOTE: Only unused Aliases can be deleted.

mufti

e

main input alt inaut

° [o00 o [0 Channel Aliases

T tetal s T samples

\o an delay

drive . bias

D5 O
Our

digitube
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Pressing the aliases button opens the Channel Aliases Panel. The current alias will be highlighted; other aliases that are used somewhere
within the session are listed in black text, and aliases that exist but are not used are listed in red text.

There are options for displaying the aliases of either the selected channel or all channels, and showing and hiding unused aliases.

New Aliases : Creates an Alias, and prompts for a name. Enter a Name. The new Alias is created and, if Auto Update is On, used in the
currentcue.

The new Alias will take on all the settings from the original Alias, but will then be isolated from inheriting changes in all modules. This
means that changes made to the original alias will not affect the new alias, and changes made to the new alias will not affect the original
alias.

Custom Alias : Custom aliases allow users to decide, at the point of creation, how an alias interacts with other aliases, and what the initial
settings of the alias will be.

Choose to “flatten” module settings when creating the Alias

Sets the “inheritance” state of the module

~ Independent Selection for each of the 11 Modules

—
—
—
—
—
P
P
—
—
—
—
[— 4— All button presses all 11 buttons in the column above.

EEEEEEEREEN

Keep Settings Column : When Alias is created, a tick indicates the new Alias will keep the current channel settings for the given module.

Update Changes : Atick indicates that the module will be updated by changes to the original alias, and changes to this alias will update
the settings on the original alias. A red cross indicates that module will be isolated from changes made to the original alias.

NOTE: The Default settings for Custom Aliasare shown above - All current Channel Settings are kept - All modules will be
isolated from changes in the original Alias except the Input Trim module which includes Input route, digital trim, phase and
digitube controls.

A2.3.7 MOAUIE CUES ..oeieeeeeee e

The Module Cues panel is located in the master screen Layout menu and has very similar functions to the Channel Cues panel.

This panel lists information about the Channel settings and Module Cues for multiple channels within one cue.

The cues are listed and can be selected by touching the list on the left of the panel and the channels with their Module Cues are listed on
theright.

Channel settings and Module Cues can be assigned and renamed using exactly the same procedure as in the Channel Cues panel (see
previous section).

Cue Name
Channnel Name

Expanded Modules of Channel.
]

Module Cues

ez fiters: dymamics | inserts sends tader panner

[_inputtrim | |_es |
l—l—l—hhl—l—!—h
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Appendix 2 - SD7T Operation

A2.3.8 Cue List Text Style & ColoUr .......ccveveeiiiiiiiiiiiiieeees

There are 2 significant selections of Cue displayed in the SD7T Cuelist at any one time. The Current Cue is the last one that was fired.
The Selecetd Cue allows you to make changes to certain programmed parameters without actually having to be in the cue. For instance, it
allows you to change a MIDI value before you have fired the Cue that contains it.

- The Current Cue has a 14.00 white-ish background (with black text)

- The Selected Cue has a _ (with green text)

Normally, the Current Cue and the Selected Cue track together and the Current Cue background colour takes precedence.

So 18.00 green text on a white b/g shows that the Current Cue and Selected Cue are the same.

On aPC, the two are separated (unlocked) by using the keyboard arrows.
On the console, use the worksurface Cue scroll buttons in the Upper Master section.

Once separated, the Current Cue 20.00 text goes BLACK whereas the Selected Cue _

The Cue text can be given a custom colour which is chosen from the Style palette in Notes. When you do this, only the Cue number
remains Green to indicate that it is the Selected Cue. The Cue text always shows in the custom colour.

The text style of the Cue names can be edited by changing the text style of the individual cue's notes.
Select a Cue, press the Notes button and then select STYLE from the Cue Notes panel.
Text can be Normal, Bold, Italic or Underlined and the text and background colours can also be changed.

Notes Style

==

CLE® STYLE Cue Notes: 5.00 - Five

This Style has been edited

A2-14 “7*DIGICO



Appendix 2 - SD7T Operation

A2.3.9 Matrix Nodal Delays
SD7T provides up to 1.3 seconds of delay on each Matrix node.

To adjust delay times, press the Delays button at the bottom of the Matrix panel, touch the required nodes and use the worksurface

Touch Turn controls to adjust the settings and On/Off status.
Pressing the Delays button again will return the display to Matrix levels.

Touch To Select
Each node can be selected by touching and

then the worksurface Touch Turn controls are used to adjust settings

N

roatrifl in Oymaml in quatrix in Damatrix in D-ﬁmatru in Oéimatm( in Olamatrix in D'Fi'matrix in Oﬁmaml in Oﬁimatrix in ‘Hymatrix in 11‘matrix in 1gmatr\~ in 1¥matrix in 14§matrix in 1$matr\~ in 185

[&ry

M M M M M M
} 3 ) |OFF OFF 4 OFF "4 FF 0"‘ |OFF ‘v) OFF [OFF |OFF
ol (or | (o |

Ma‘l.rl: 2 Matrix 2

- [GFF @ E

Matnxlj Matrix 6 Matnxs Mau_ X6

7L [[GrpTR || Grp 8 L |\ GrpaR |[GrpoL ||[ Grp o R J[Grp 10 L] [Grp 10 R]|[Grp 11 L] [Grp 11 R] [Grp 12 L][[Grp 12 R] [ntx In 13 [mtx In 1] [mix in 15] fmtx n 16])
= = = 4 - | = = = - | = = = = —

MBUIKZ Matnxz Matn:z Mat[lx! MBUIXZ Matnxz Matn:z Matnx! MBUIXZ Matnxz Mal.n:! MH‘.[IXZ Matr
- [aFr - [oFF - [aFF - G : GFF ~ o - [oFF - [oFF - [aFF ~ o - [GFF ': [oFF 7
{ o | { oFr | { o | (oFr | { oFr | { o | [ oFr | { o |

e%oau

[ M M. g [ M M.
- BFF 03 GFF | - e | () [ore ) i)
m |la o

M:
5 s s
- [GFF 0 GFF -’- OFF

| aiFr |
|x§ Matrix 6 Matrix 6 Matl
- qur| orrl-x :

tauch level controls to assign to touch-turn ratary

Clear Selections I
When flashing red, press this
button to clear all selections

Adjust Nodal Delays
Press this button to view
and adjust delay settings

atrixin
O ;

dala

dela

mdela

dala

de\a

ﬁdela

matrixin 01 matrix in 02 matrix in 03 m 04 matrix in 05 matrixin 08 matrix in 07 matrixin 08 matrixin 09 matrix in 10 matrixin 41 matrixin 1
Grp7L ||[Grp TR [[GrpaL Grp 9L m Grp 10 L Grp 1L Grp12L
- . . .

4 matrix in 135 matrix in 16
b In A5 ) [t In 16

nx In 14

dala — de\a r

de\a

Matrix 6 Matrix | Matrix6 | Matrix6 | MatrixG | Matrix6 | Matrix | MatrixG = Motrix Matrix 6 | Matrix
"' HE - { " Um " u; ’ I!m "' UE ’ I:II!:I " U; 'k 1 :' D; ', u;
dE|a de\a dE|a mdeh mdeh mdah de\a de\a OFF dela
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"' 000 | - : 000 ': : 0m " "' o0m ',' 000 "' 000 ',' 0m "' 000 "' o0m ',' 000 ': : 000 ': : 0m " " :' 000 ',' 000
mdela mdela mdela mde\a mdela mdela mdela mdela mde\a mdela mdela mde\a mde\a mdela
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touch level controls to sssign to touch-turn rotary
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