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Rack Loadout Reports
1. InVSD, Open a project
2. Open ascript. This turns on the Script Reports

.. Visual Show Director - [formatpfi]

M5 Sans Serif

3. Open the Script Reports and press the "Racks" button

& Script Reports

Fixed Repar
i " Caliber Summary
" Event Report " Show Effects and Cost
" Loading Repart " Loading - Screen Saort
" Product Report " Ewxport - all colurning IRl

" Product Surmary
‘iew Fized Report

Cuztom Repart Views:

@ = Lo
Add Save..

4. This takes a copy of the Script you have open and copies it to a new DB with the same
name, but with the ".rld" extension. This is the RackLoadout database. This is now
opened up and placed in a grid sorted by position and caliber. Rackable words are applied
to each cue to determine if it is a rackable cue. Then if a Rack Info database is open it is
applied to the cues. The match is made using several criteria listed in "Rack Loadout: How
Cues are matched up to Racks". If a matching rack with empty tubes is found, the rack

| farmatpft Rack Loadout
File Edit Print

30

0

CAL | ANGLE | PAN TILT_I QTY | ADDRESS | MOD | PIN TYPE RACKABLE |RACK NAME | CUE_| TIME PFT [ Effect De
0 30 o[ 0 071-02! 1 2] 32| 00:00:01.023 0.0
20 |30 0301 3 1/Shell YES Rackf 6| 00:02:35.467 0.1|Blue
20 |30 06-01 E| 1/5hell TES Racke 59| 00:02:35.467 0.1/Blue
20 |a0 0501 5| 1/Shell YES Rackf 54| 00:02:35.467 0.1|Blue
20 |30 0201 2] 1| Comet TES Racke 45| 00:02:35.467 0.1/Blue
20 |a0 04-01 4] 1/Shell N0 57| 00:02:35.467 0.1|Lance
20 |30 071-03; 1 3/ Shell WO 48| 00:02:35.467 0.1|Blue Cake
20 |a0 0201 2| 1/Shell N0 56| 00:02:35.467 0.1|Flame
a0 |30 100 170 01-01 1 1/Bombette YES Rack4 33( 00:00:00.000 2.5|Silver
20 |a0 700 110 ac2 1] 0[Peary YES Rackf 36| 00:00:00.933 0.1|Blue
20 |30 oc1 [1] 0/Shell YES Racki 47| 00:02:35.467 0.1/Blue
20 |60-90-120 081 1] 0[Shell YES Racks 61| 00:02:35.467 0.1|Blue
20 |E0-90-120 051 [1] 0/Shell MO 62| 00:02:35.467 0.1|CAKE
20 |60-890-120 081 0 0] Shell YES Rackd 63| 00:02:35.467 0.1/Blue
20 |E0-90-120 0B1 [1] 0/Shell YES Racks 64| 00:02:35.467 0.1/Blue
60-90-120 0 0] Shell 60| 00:02:35.467 11]Blue
[i] [1]
[

ed
Blue

TCH>>
<<ALLFULL:>

(
a0 0] Cake Peony 00:02:35 467
20 6030120 0E1 0] Shell YES| <<ALLFULL:> 66| 00:02:35.467 0.1|Blue
20 40 m 0] willow Cake ND 50) 00:02:35 467 0.1|Cake Blue
20 |90 OF3 0] Cake Shell NO 48| 00:02:35 467 0.1|Blue
60-30-120 0] Shell YES| <<ALLFLLL:> B5| 00:02.35 467 0.1|Blue
0/ Peony Rack? 37| 00:00:00.000 2.5|Green
1] 33| 00:00:05.500 oo
0] Shell <<ALLFULL:> 53] 00:02:35.467 0.1|Blue
0] Shell <<ALLFULL:> 52| 00:02:35 467 0.1|Blue
0 Shell <¢ALLFULL: > 51] 00:02:35 467 0.1|Blue
1]
(

Elue

RPN, . SN U N SN R PN L PO . .| . SN O PP PP P Y Y Y B Y Y DY (Y Y Y

i 00:012:35 467 Blue
[30 | I | | 151 0] 0/Shel | 54 000235467 | 0.[Geb
30|90 | | | | 152 0] 0 Comet | YES| Rack?| 44] 000235467 | 01 |Blus

2
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name is place in the Rack Name column of the cue. If no match can be found for a

rackable cue the word "<<NOMATCH>>" is placed in the Rack Name and it is highlighted
Red. If a match is found, but all instances of that rack are full, the rack name will be set,

but no Rack Instance will be set and it is highlighted Yellow.

5. The rackable match words can be edited from the menus using Edit->Edit Rack Match...

[ Sn2013-14-4cues Rack Loadout

File Print

PO Edit Rack Match... 110
HOZ ) 90
HOZ Edit Rack Info DB... a0
HO3 14 0 0
HO3 18 0 0
HO3 20 270

6. This brings up the Rack Matching Types dialog

w| Edit Rackable Types

Rackable Types : these words make a

Mon-Rackable Types : theze wards
make a cue's product non-rackable

bees
bornbette
bougquet
brocade
chiyzanthemum
comet
Concussionpot
cracker
crackle
crossette
dahlia
daylightshell
dragoneggs
falingleaves
firefly

fish

flashes

flitter

cue's product rackable.
-

-

airbuirst
cake
cakeslab
flarne
gerb

iet

lance
smoke
strobe
waterfall

-

Cancel
i‘

7. Add/Edit/Delete words from these two lists. The two lists are applied as follows:
o Words from the Non-Rackable Types are looked for in the TYPES and Effects

Description columns of each cue. If any of these words are found in either of

these columns that cue is marked as NOT RACKABLE

Words from the Rackable Types are then looked for in the TYPES and Effects

Description columns of each cue. If any of these words are found that cue is

marked as RACKABLE.

8. This list is saved in the AppData folder in a .ini like file and are reused for each project.
There are only one set of rackable type words.

9. Now itis time to add a rack database to our project. Do this by using the menu Edit->Edit

Rack Info DB...

10. This brings up the Edit Rack Info dialog

= Edit Rack Info

MFE | REF | CAL ANGLES PICTURE | TUBES | ROWS | MAGAZINE | MATERIAL | SIZE | WEIGHT | RESERVE | A\

[ rack 030180 3 3 VES VE! Dper..
rack? 30 a0 4 2 ND E!
rack3 20 a0 2 2 ND E!
rackd 20 BO-90-120 2 2 YES E! T
rackh a0 4590135 ] 2 YES E!
rackE 107100 20 5 4 2 ND YE!
rack? 107100-30-60-90-120-135-150) 7 & 2 ND E:

*
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11. At first it will be empty and you will need to enter the information for each of the rack

types you have.

O

O

O

The NAME must be unique and is used to identify each type of rack you have.
MFG and REF are open fields.

CAL must be a single caliber number, a caliber list or a caliber range. If this rack
can take a specific list of calibers, they are listed separated by a '-'. For example if
it can take specifically 10, 20 and 30 caliber tubes, we put "10-20-30". If the rack
can take any caliber in a range, the start and stop caliber are separated by a '*'. So
for a range between 10 and 30 we put "10*30".

ANGLES must be a single angle number, an angle list or an angle range. If thisis a
fan or angled type rack with a list of specific angles, the angles must be separated
by a'-'. If this is a rack in which any angle can be placed within a range the start
and stop value are separated by a '*'.

PICTURE is an open field and should be used to make a small pictogram that
represents the angles in the rack.

TUBES is the number of tubes in each row of the rack. If the ANGLES specifies a
list, the TUBES value should match that list. For example "30-45-90" should have 3
TUBES. If the ANGLES are a single value or a value range, TUBES tells us how many
TUBES will be in each ROW.

ROW is the number of rows of tubes. TUBES x ROWS = total number of product
that can be put in this rack.

MAGAZINE is the number of rack of this type you have in your inventory. So a
given RACK NAME can have MAGAZINE number of instances to be place in
positions.

MATERIAL,SIZE and WEIGHT are open fields that you can use to store relevant
data to this rack.

RESERVE column specifies that the type or rack is reserved for only exact name
matching using the ANGLES column. See Appendix A on how matching is applied.
AVAILABLE column is a YES or NO value stating if this rack type is available for use
by this show. The idea here is that you can exclude whole types of inventory for a
show without having to edit the MAGAZINE value to zero.

Pressing the DONE button will save your database. The Open button will let you open
another Rack inventory database. In this way you can have several independent
databases, but you can only use one at a time.

12. Your grid can be printed out (same as any of the grids in VSD) using the menu Print->Print

POS [ Print Rack Loadout TY | A
Ho2 oo - wor— 1
Ho2 50 0 900 1
HO3 14 i o 1
HO3 18 0 o 1
Rack Loadout. ‘lHoz 20 7ol

5. Sn2013-14-4cues Rack Loadout

File Edit
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13. Now that you have all of your cues and racked matched up, it is time to Export thisto a
Rack Loadout Report. Do this using the menu File->Export Rack Loadout (.xls).

[

[ Sn2013-14-4cues Rack Loadout

Edit Print

Export Rack Loadout (xls) -;U IJ:'Y ADI
Exit 01
[
HO3 18 a [
HO3 20 27001
HO3 30 315 [
HO3 40 a1

14. This will generate a .xIs file that has been sorted by POS, CAL and RACK NAME and tallies
up the QTY from each cue of this type. Note that if you have a rack with multiple
instances in MAGAZINE, the INST column will have which instance this cue is in

) RackLoadoutxls [Compatibility Mode] - =
A | B c D E F G H | J K
1 POS RACK NAME INST ROW TUBE ADDRESS ary CUE TIME CAL ANGLE
2 |POS1 Racks 1 1 1 01-01 1 39 00:00:00.000 50 0
3 Total Qty 1
.

15. Any given rack instance can only be in one POS so in this example for POS1, this is one cue
in one tube and that is all that will be put in this rack. Below is a fuller example for POS2

@l_j RacklLoadoutxls [Compatibility Mode] — = x
A B C D E F G H | J K

14 |POS1 04-01 1 57 00:02:35.367 20 foo

15 |POS1 Total Gty 3

16

17 <<NOMATCH==

1g |POS2 <<NOMATCH=> Total Qty 1

19

2p |POS2 Racké 1 1 ocz 1 36 00:00:00.833 20 0

21 |POS2 Racks 1 oc1 1 47 00:02:35.367 20 0

99 |POSZ Rackt Total Oty z

23

24 |POS2 Rackg 1 1 081 3 61 00:02:35.367 20 60-80-120 =
25 |POS2 Rackd 1 041 3 63 00:02:35.367 20 60-90-120 y
25 |POS2 Rackg 1 0B1 3 &4 00:02:35.367 20 50-50-120 |
o7 |POS2 Rackg 1 071 3 &0 00:02:35.367 20 60-80-120 \
25 |POS2 Racks Total Qty 12

29

30 POSZ2 o0c3 o 5 00:02:35.555 25

39 POS2 1 3 62 00:02:35.367 20 60-90-120

32 POSZ Total Qty 3

33

34 |POS3 <<ALLFULL>> D1 3 65 00:02:35.367 20 60-90-120

35 POS3 <<ALLFULL>> OE1 3 66 00:02:35.367 20 60-80-120

35 POS3 <<ALLFULL>> Total Gty 1

37

38

39 BB

4p |POS3

W 4 b W] Sheetl 73 : : oo ! : : =

16. White are rackable cues that are in a rack

17. Gray are non-rackable cues

18. Yellow are rackable cues for which a matching rack was found, but there were no empty
tubes available.

19. Red are rackable cues for which no matching rack could be found
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20. Total Qty is 'how full is this rack'. We visually indicate how full it is by color from Red (0%
full) to Green (100% full). This makes for a quick way to see how optimally the racks have
been used.

Rack Loadout: How Cues are matched up to Racks

After a cue has been determined to be rackable, a series of matching rules are applied to try to
place this cue into a rack. As mentioned earlier, for a cue to be rackable it must have a POS value,
it must have a CAL value and it must have some correct value in either ANGLE or TILT.
The restrictions for the cue ANGLE or TILT values are as follows:

1. If ANGLE is non-blank, then it is used. Otherwise the value in TILT is used.

2. The value of ANGLE can specify a rack name and that will be the priority when placing this
cue. However, if all instances of the rack specified are full, then regular rules for rack
matching are applied

3. The value of ANGLE (or TILT) can be a single angle such as "90"

The value of ANGLE (or TILT) can be hyphen separated such as "45-90-135" for a fan. For
this cue to be placed into a rack, that rack must have a row with at least 45-90-135 angles
based on an exact match or wildcard usage.

5. Inall cases, the QTY column must accurately reflect how much product (and therefore
how many tubes) are required. For example in the above fan, then QTY would be 3.

When rack matching starts, we sort the script by POS value. This groups the cues by the POS they
are at. We then take each cue at that position and try to find a matching rack. If a match is found
and that rack is empty it is assigned to that POS. A rack can only be in one POS, so if a different
POS also needs this type of rack, it will require a new instance of this rack. The Rack Info DB
MAGAZINE value tells us how many instances of this rack we have to spread around the different
positions.
The values of the cue CAL and ANGLE (or TILT) are looked at during this matching process. We try
several times to find the best match between the cue and the racks. For each of the 'best match'
comparisons we look at every rack in our inventory. Racks are ignored for several reasons like it
has been made unavailable, it is RESERVE, it is already in a POS that is not ours or they are already
full. We start with the most strict matching criteria and keep loosening the criteria until we have a
match or can't find any rack in inventory that will do. If we find at least one rack in inventory that
would have worked, but was not available to us, we mark that cue with that rack name but leave
the Instance blank. This way you know what we felt was the best match so you may add to the
Rack Info DB MAGAZINE value. If we were unable to find any racks that match our cue CAL and
ANGLE we mark that cue with <<NOMATCH>> rack name.
The order of the match criteria is:

1. The cue's ANGLE column has a RackName in it. If we have a rack who's name exactly

matches the name in the ANGLE column we just use it if it is available and not full. If we
can't find the name or all instances of that rack are unavailable we continue. The Rack
Info DB has a column called RESERVE that if set to YES, reserves this rack type for only
exact name matches. If the RESERVE is set to NO, then it will also be used by CAL/ANGLE
matching.

VSD 8.4.5 (1/21/2021) Page 7



2. We look for an exact match of the CAL and ANGLE values to the rack CAL and ANGLES
values. So for example of CAL was "30" and ANGLE was "90" we must find a rack that has
CAL and ANGLES of "30" and "90" respectively. If the CALis "20" and the ANGLE is "15-30-
45" we must have a rack with the CAL of "30" and the exact ANGLES of "15-30-45". If no
exact match is found we continue.

3. We look for a wildcard match of CAL and an exact match of ANGLE. This would be a rack
who's CAL value is a list (like "20-40-60") or a range (like "20*60"). If our CAL matches one
of the values in the list or falls within the specified range we check ANGLE for an exact
match. If no match is found we continue.

4. We look for an exact match of CAL and a wildcard match of ANGLE. This would be a rack
who's CAL value is exactly a match, but the ANGLE value finds a wild card match. So for
example if the with a cue CAL of "20" and an ANGLE of "45" if we find a rack with CAL of
"20" and ANGLES of "30-45-90" it would match as there is a "45" spot in the row of angles.
We would also match on a rack with a CAL of "20" and ANGLES of "10*80" as 45 falls
within the range of 10 to 80 degrees. If no match is found we continue.

5. Finally we look for a wildcard match of CAL and a wildcard match of ANGLES. This is as
wide open of a match as we can make looking for any possible rack to put this cue into.

Once a matching rack is found, we check to see if there are enough tubes available in this rack
based on the cues QTY value. If there are, we use this rack. If not, we continue either finding
another instance of this rack or looking for another rack type that matches.

Let's take a look at a very simple Script and a limited Rack Info DB and see how matching would
work.

Our Rack Info DB:

w. Edit Rack Info

E! Open...

MF6 | REF | CAL ANGLES PICTURE |TUBES | ROWS | MAGAZINE | MATERIAL [ SIZE [ WEIGHT | RESERVE | A\
[ racki - 090180 3 3 VES VE
rack2 Tl 50 4 2 NO YE!
rack3 ] 0 2 2 NO YE!
rackd 2 E090-120 3 2 VES YE! -
racks Exl 4590135 3 2 YES VE!
rackE 10100 60120 5 4 2 NO E!
tack? 10+100|-30-60-90-120-135-150 7 B 2 NO VE!
*

Our Script in the Rack Loadout form:

VSD 8.4.5 (1/21/2021) Page 8



w| formatpft Rack Loadout

Fille Edit Print
POS CAL | ANGLE | PAN TILT ATY | ADDRESS | MOD | PIN TYPE i ACHARLE FAER-NAMECUE | «
| i -~ 90 N .oz 1 2 | [N 32
FOs1 20 (90 pd 1 0z 3 1] 5hel TES rackd 56
FO51 20 (90 = 1 1A E 11 Shell TES ,. rack3 k]
FO51 20 (90 1 05 A 1| Shel TES rack3 ]
FO51 20 (90 1 0zm 2 1| Comet TES rack3 45
FO51 0 (90 1 04:1 4 1| Shel KO a7
FOS d_ 20 (90 1 0103 1 3| Shel [R1n] 45
posi ¥ 20 (90 1 0o 2 1| Shel [R1n] 55
FDS‘I 50090 P ] 10 170( 1 1. 1 1| Bambette YES rackh =]
FOs2 20 (90 (=) il 110[ 1 oc2 1] 0| Peary TES rackh 3
| e 20 (90 1 [i[nq] 1 0] Shel TES rackhb 47
IFEIS2 20 EO-90-120) 3 o0& 1] 0] Shell TES rackhb A1
FOs2 20 [60-90-120 o | e0901z20f 3 0T 1] 0] Shell i1u] 52
FOS2 20 _LA0-A0.120 wJ | FO-90120[ 3 041 I 0] Shel TES —tackEl B3
FO52 20 [rackd | F— s & A B }l rackd| | G4
FO52 i} FO-30-120) 3 071 I 0] Shel TES rackh =]
FOSZ Bt 270 Zfaf 0 0c3 1] i] KO 35
POS3 HE—T A 330 2100 1 oF2 i 0| Camat YES rack? 41
POS3 - 1 m i 0| Cake Peony [i1n] 49
FOS3 20 [rackd Fi EO-90-120) 3 OE1 1] 0] Shell TES| <<ALLFULL:> B&
FOS3 20190 r 1 111 1] 0)'willow Cake i1u] 50
FOS3 20 (90 1 OF3 1] 0| Cake Shel i1u] 48
FOS3 20 [rackd E0-90-120) 3 oo I 0 Shell TES| <<ALLFULL:> B5
FOS3 30 (90 1] 130( 1 0F1 I 0| Peory rack? kh)
FO54 20 (45 0 2300 0 112 I a 33
1 141 I 0] Shel racky 53
1 13 ] 0] Shell rack? 52
1 14 i 0 Shel rack? 51
i 122 i a
1 132 0 0| Comet
1 ] Co
1 n

1. This cue is not RACKABLE (based on our Rack Match word lists) so no rack was assigned.

2. Herethe CALis "20" and the ANGLE is "90" and that is an exact match of the rack named
“rack3"

3. Here we have CAL of both "50" and "20" with a mix of ANGLES of "90" and "60-90-120"
(from TILT). The first cue of this set went to "rack6" because of the wildcard for CAL. Then
the next cue goes to "rack6" rather than the exact match in "rack3" because we have
changed POS and we only had one "rack3" (now in POS1). The next best match that has
an instance available is "rack6". We also matched a CAL of "20" and ANGLE of 60-90-120
to the wildcard in both CAL and ANGLES that "rack6" has.

4. When we change POS, we have to leave behind any racks assigned there, even if there
were available spots.

5. The rack name "rack4" was giving for this cue and that is the rack given (see #7)

6. These cues are rackable, but due to the "45" angle we can't put them into any rack.
Notice that our Rack Info DB doesn't include any racks with an ANGLES of 45 or a list or
range including 45.

7. Here we have tried to assign this cue to "rack4", but we don't have any available instance
of "rack4" to put into this POS.

So looking at our Rack Info DB and the Rack Loadout script we can see how the rules for matching
get applied.
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Updates to WAV Window

Move Left and Right using SCROLL
With the WAV window selected, scroll the Mouse Wheel to scroll the wave display left or right.

100:00:10 00:00:18 :00: 00:00:28
| x| < | » |xx | 21| _ AddCue | AddEffect |

Zoom Using SCROLL
With the WAV window selected, Shift+Mouse Wheel to zoom in or out from the selected mark.

00:00:15 00:00:16

00:00:10 00:00:15 00:00:20 a0

[ Zoomin | | ZoomReset | << <] > |

Copying and Moving Cues on the Wav
This new tool allows you to move and copy Cues in the audio line in a very fast way.

1) Select the cues you want to move or copy. You can select multiple cues by clicking the first
and last cue with the SHIFT key.

2) CTRL + Click on the audio line where you want to move or copy the Cues

3) Select whether you want to move or copy the Cues

Thete are selected cues in your script. Chil+Click can sither Move
or Copy those cues to 00:00:27:26.

Do you wish to Move or Copy the selected cues? (Cancel to exit)

i Move Cues | Copy Cues | Cancel
00:00:28
00:00:27:26 Zoom In | Zoom Out| ZoomReset | 1< | <« | < | > [» | >1|  AddCue | AddEffect |
MACR | CUE |HH MM S5 FF| MS NEXT Event Description CONTROL MODULE
’ 4 UU 11 1 Uk 0 0L
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Multiple Filters Selected for Effect Manager.

This tool allows you to select multiple EFFECT FILTER MANAGER filters and apply them to our
EFFECT MANAGER.

1) Select the filters you want to apply, you can add multiple filters in 2 ways.

a.

b. Non-continuous selection:

Continuous selection: Click on the row of the first filter after pressing SHIFT click

the last row of the filter applied.

T8 Effect Filter Manager ... EI

Hame

DUR | DUR

CALIBER 150

MART PIROTECHIA
PE 3D
UATIC
OMBETTE

150

TvPE BROCADE

CTRL key

?E Effect Filter Manager ... E’

Hame

DUR | DUR

CALIBER 150
CALIBER 40

[ S

MART PIROTECH!A

0:00

00:00  00:00

150

TYPE 3D [ 0000

TYPE &0

Select the filters you want to apply by holding down the

2) Apply filters by right clicking on the EFFECT FILTER MANAGER

Example:

- i i
W, Effect Manager - [SUPER EFFECT MAMAGER 2019 16 DAVID] ['o || & | 8| | ¥ Effect Filter Manager ... [-o-|[-5-|[5]
CAL TYPE | PFT [ DUR | Effect Descriplion REF |} MFG STOMZ [ Hame [ puR [ our |

a0 _[COMET 00| 0215 |BLUE COMET GAOT 01236 || MART COMET CALIBER 150 [ D000__00:00 150
40 RCOMET 00 0215 GREEM COMET GADT 028G JMART COMET A CALIBER 40 0000 OO0 40
30 [COMET fi0] 0215 | ORANGE COMET G40T 0230 fMART COMET [
#0_JEOMET 0.0/ 0215 | PURPLE COMET GAOTOZ8F [ MART COMET AR PROTECNA
40 [COMET Q0] 0215 |RED COMET GAOT0Z8R I MART COMET :
N 40 [CoMET 00 0215 'WHITE COMET GAOTIZE W MART COMET [YPE AQUATIC | D0:00 0000
N 40 JoMeT 00] 0215 |YELLOW COMET GAOT0ZEY I MART COMET ﬁggg@ﬂ;i g;% %g
W 40 [COMETCRACKER | 0.0 0215 VELLOW COMET CRACKER | GAOTOZSY IMART COMET NPE CREE 01000000
W 40 [EOMETSILVER TAIL | 0.0 0215 | BLUE COMET SILVER TAIL | GAOTDMOB MART COMET PE CHENEANTRE 0000 0000
a0 [COMET SIWVER TAIL | 00| 0215 | GREEM COMET SILVER TAIL | GAOT 040G || MART COMET ;
i Jpoversiven L |00/ w15 Jonance coner suye . siorowo e J|__cove | [rvee cracken | oo onco
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Auto Filter Creation

After performing a filter with multiple selections (See Multiple Selection Filters in Effect Manager), we
can create a new filter that contains all selected filters.

1) We perform the filter with multiple selections (See Multinle Selection Filters Filter Effect
Manager)

2) We double click on the last row of the EFFECT FILTER MANAGER

3) A message will appear if we want to create a new filter based on the previously selected,
we click on Yes

4) The filter is created with the name Quickfilter

5) Rename the filter.

My Effect ! PER EFFECT MANAGER [ ['o || @ | 88 | | 78 Effect Filter Manager - [Effect filter]
CAL TYPE PFT | DUR Effect Description REF__| MFG | CUSTOM2 | M DUR | DUR
N ENETE] 0.0 0215 |BLUE COMET I COMET ([CAUBER 150 | 0000 0000
T 1 40 |cOMET 0.0] 0215  GREEN COMET GAOTO28G |MART | COMET ALIBER 40 00:00 00,00
1 40 |coMET 0.0] 0215  ORANGE COMET G4OT0260 |MART | COMET MX
| 40 |COMET 0.0] 0215 |PURPLE COMET G4OTO26P |MART | COMET {ART PIROTECNIA | 00:00 0000
| 40 |coMET 0.0] 0215 RED COMET GAOTO28R | MART COMET
| 40 |coMET 0.0] 0215 WHITE COMET GAOT026W | MART COMET
| 40 |COMET 0.0] 0215 YELLOW COMET GAOTO28Y |MART | COMET
| 40 |COMET CRACKER 0.0 0215 |YELLOW COMET CRACKER | G4OTO35Y |MART | COMET
| 40 |COMET SILVER TAIL | 0.0] 0215 |BLUE COMET SILVER TAIL | GAOTO40B |MART | COMET
| %0 [COMET SILVER TAIL | 0.0 0215 |GREEN COMET SILVER TAIL | GATDA0G |MART | COMET
|| 40 |COMET SILVER TAIL 0.0/ 0215 ORANGE COMET SILVER TAIL |G40T0400 |MART | COMET
1 40 |COMETSILVERTAIL | 0.0] 0215 |PURPLE COMET SILVER TAIL | GAOTO40P |MART | COMET
Ny, Effect Manager - [SUPER EFFECT MANAGER 2019 x5 DAVID] = [@][=
CAL TYPE PFT | DUR REF | MFG | CUSTOM2 | M,
30 |COMET 0.0] 0215 [BLUE COMET MERT COMET CALIBER 150
30 |COMET 0.0] 0215 |GREEN COMET GAOTO2EG [MART COMET CALIEER 40
40 |COMET 0.0] 0215 |JRANGE COMET G40T0280 |MART COMET DMK
40 |COMET 0.0] 0215 [PURPLE COMET GAOTO2EP |MART COMET MART PIROTECH You have a Effect Filter in place. Do you wish to create a filter based on
40 |COMET 0.0] 0215 |RED COMET GA0TO28R | MART COMET TYPE 30 this Filter?
40 |COMET 0.0] 0215 [WHITE COMET GA0T02EW [MART COMET TYPE AQUATIC
40 |COMET 0.0] 0215 [YELLOW COMET GA0T02EY |MART COMET TYPE BOMBETT
40 |COMET CRACKER 0.0] 0215 [YELLOW COMET CRACKER _ [GAOTOZ5Y |MART COMET TPE BROCADE 3 Ho
a0 |COMET SILVER TAIL | 0.0 0215 |BLUE COMET SILVER TAIL | G0TO408 | MART COMET TPE CAKE
40 |COMET SILVER TAIL | 0.0 0215 |GREEN COMET SILVER TAIL | GAOTO40G | MART COMET TYPE CHAYSANTAE] 0000 00.00 T T T
40 |COMET SILVER TAIL | 0.0 0215 |ORANGE COMET SILVER TAIL |GA0TO400 | MART COMET TYPE COMET 00:00__00:00 ‘
40 |COMET SILVER TAIL | 0.0 0215 |PURPLE COMET GILVER TAIL |GA0TO40P |MART COMET TYPE CRACKER | 00:00 0000
40 |COMET SILVER TAIL | 0.0 0215 |RED COMET SILVER TAIL  |GAOTO40R |MART COMET TYPE CROSSETTE | 00.00  00:00
40 |COMET SILVER TAIL | 0.0 0215 [WHITE COMET SILVER TAIL | GAOTO40W | MART COMET TPE FALLING LEAY| 00.00 _00:00
a0 |COMET SILVER TAIL | 0.0 0215 |YELLOW COMET SILVER TAIL |GA0TO40Y |MART COMET TYPE FX 00:00_00:00
* TYPE JAPANESE | 0000 0000
TYPE KAMURQ 03:00__00:00
TYPE LETTER 03:00__00:00
TYPE MINE 00:00_00:00
TYPE MULTIBURN | 00.00 00:00
TPE NUMBER 0D0:00_00:00
TPE PALM 00:00_00:00
TYPEFATTERN | 0000 0000
TYPE PEONY 03:00__00:00
TYPE RING 03:00__00:00
TYPE SALUTE 00:00_00:00
TYPE SwiSH 00:00 00:00
TYPE WILLOW 00:00_00:00 :
{
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Filters Reset

There has been an error with the current filter. Your filter has been

reset, please try again.

4 e |
Effect Filter Manager - [Effect filter] Eiﬂ
Name DUR | DUR CAL| MFG | MAGAZINE | PRICE1 PRICE2 PRICE3 CUSTOM1 CUSTOM2
CALIBER 150 00:00 00:00 [150
CALIBER 40 00:00 00:00 |40
DMX 00:00 00:00 DM
MART PIROTECNIA | 00:00 00:00 MART
QuickFilker1 : i COMET'

Frome i~

7

78 Effect Filter Manager - [Effect filter]

Name DUR | DU CAL
CALIBER 150 00.00 00:00 150
CALIBER 40 00:00  00:00 |40
DMX 00.00  00:00
MART PIROTECNIA_| 00:00 0000
M 00:00  00:00 |40
TYPE 3D 00.00  00:00

Filter Find / Replace

This function allows you to filter the results of searches of the "Find / Replace" tool

1)
2)
3)
4)
5)

6)

Click where you want to search and filter

Click on the icon Find / Replace tool or press SHIFT + F3

The main window appears

Enter what you want to search

Click on Find

Click Filter to filter by the cell our found

Find/Replace (Shift+ FBJL

! CAINFINITY VISIONSProjects\2019 DEMO LIB\LINE.wa:

Find: [BLUE MINE £f

Replace: |

[Effect Descriptior [BLUE MINE

5- S

[ Exact match entire cell

™ Match case

Replace
Replace All
Cancel

200

ThaniaTi~

VSD 8.4.5 (1/21/2021)
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Setting PFT Time Format

You can select the format of the PFT column.

Click on the Script and press F11, or right click with the mouse over the PFT column header.
1) Select Time formats.
2) PFTin 1/10 of a Second is writen with decimal. Example 8.5=8 and 1/2 second.

3) PFT in Miliseconds is writen from 0000 to 9999

Event Description

indow Layouts

Save or Load grid lapoutz. Saves foreground and background
colors, column width and order for the selected gnd. & project
must be loaded and arids open.
Grids
I Script r

[~ Seript Filkers [ Effect Filkers
[~ Script Sorts [~ Effect Sartz

PFT Column Format

& 1/105econds ¢ Miliseconds
[ea. 12.3] [eg. 12345)

0OR: Reset your arid lapout back to factary defaultz. A project
muszt be open to reset it's grid layouts.

Factory Reset Grid Layout |
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Cross Filters

This option can set filters in the Script Manager from a selection in the Effects Manager or in the
Effect Manager from a selection in the Script Manager.

1) In either the Script Manager or the Effect Manager, click on a cell in a column common to
both.

[

2) Pressthe 'Cross Filter' icon =21

3) Inthe example below, the REF value in the Effect Manager is used to create a filter in the
Script Manager

Filtered Effects

[@Elue Comet

Effect Description | REF | MFG | MAGAZINE | PRICE1 | cusTOM1 | cusToM2 | cusTOM3 | CUSTOM
VELLOW CHRTSANTHEMUOM WITH YELLOW 5° " ° 0.00 AERIAL|TSANTHEMUM 2019 LIE YELL]
BLUE COMET 100 0,00 GROUMD COMET 2019LIB ey

Effect Selected
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Create PAN & TILT Fans @

This tool lets you create auto fans in Pan and Tilt.
1) Select the cues you want to add fan

2) Click on the menu Cues or Icon in the Cues Toolbar.

3) Select the Fan Tool

4) Sets the values of Start and End

5) Click Create Fan

04:00 FQl

i CopyCon 04:00 FO1
“ Cut Cues Carle X 04:00 FO1
m | <
B Prste Cox b 04:00 FQ
o E Duphcate Coes CirleD 04:00 Fol
B Iment Cues. Cirlel -
B toentfftects Cutek 04:00  Fo1
B Creste iffecss 04:00 FO1
o B Updte Effects 04:00 F(1
o090 %3 ¢
e a0k Create Macre : 04:00 Fo1
. Capture Cues R j 04:00 FO]

Henumber Cues n
H Renumber Addresten Fa

04:00 FQl

F? Vahidate Addretses F5

Reset Addresses F6 S Fm e

L) Offset Time F7

The Fan Taool will set the PAN and/or TILT walues for the selected cues. Provide the

Refresh Gnd 8 : e starting and finishing angle and the anglez will be split evenly between them, Leaving
the PAM or TILT fields blank will not change the values. The Fan can be caluclated to

J I Column il Down r rotate clockwize or counter clockwize. If vou select ta allow negative numbers, the
B Cuesimver ShiteCtri-Fy | - angle range changes from 0 to 360 and becomes -180 ta 180,
ﬁ Cue Auto Complete CirdeF9
\ i u Start Finigh Direction of Fan
e .
e . i i @ Clockwise
= an
tmgo I I i
W brport Cues " Counter Clackwise
i Export Cons. .
Tilt |3U |1 5 i
(B GreupPostiom [ Allow Negative Angles
= ~
) FanTool : Create Fan Dane |
U Bxpont v
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Auto Group Positions

Scripted POSITIONS can be added to a common GROUP. This makes filtering or sorting easier once
you have many positions in your show.

1) With your show loaded, bring up the Cues > Group Positions dialog

2) Create a new Group Name or enter an existing Group Name to add additional positions

3) Multi-select from the list of Positions those POSITIONS you would like added to the Group

4) Press Apply and all cues with the selected Position will have the GROUP column updated
to the new Group Name. You can delete the names from the GROUP column at anytime
and rerun this to reassign names.

-

@ Script Manager - [5n2013-14-4cues]

£1 Group Positions

MACRO|GROUP | POS |TAB
g Outlegs gtuug Group Mame : [Max 20 char] Empty Group Positions :
0]Outlegs | OLO4 I Hol 0
a OL0& Ho3 |:|
0fOutlegs  |OLOB HOg
0| Outlegs |0LO7 Apply | Ho?
0 LG E1U19
0fOutlegs |0OLOS Hia
O[Outlegs [OLOT Rescan Hid
i} aLos H12 -
LI —I Groupings :
Wy Effect Manager - [SN2014-COMBINE | Group Name | Pasitians
CAL TYPE PFT 1 DU COutlegs OLo1, OL03, 0Lod, oLos, OLo7, oLog
53 10
30 0.0) 0o
44 0.0) 0o
30 | 30mm Mine 0.0 o2
30 |30mm 5 shot Comet|  0.0] 02
30 |30mm 8 shot Candl| 0.0 02
30 |30mm Cornet Color 1| 0.0] 02
30 | 30mm Comnet w/T ai 0o oz
30 | 30mm Crossette Col|  0.0] 02 Dane |
30 | 30mm Mine 0o oz

VSD 8.4.5 (1/21/2021)
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Pyromac Script

Addressing Pyromac
Pyromac system was added to export to both Automatic and Macro mode including DMX

commands.

1) Download the the "PYROMAC Layout"

a.

Click on the script and press c. Click Load

F11
d. Select the Layout "PYROMAC"

Select Script option in the Grids

. e. Click Done
section

. Window Layouts

Save or Load grid layouts. Saves foreground and background PFT Column Format
colors, column width and order for the selected grid. & project
must be loaded and grids open. * 1/105econds  Miliseconds
Grids [eg. 12.3) [eg. 12345)
v Script [~ Effects
- ™ Effect Fiters TIME Colurnn Format
& HH:bk:SSFF " HH:MM:55.000
™ Scipt Sorts [ Effect Sorts
¢ HH:MM:S5.00  HH:MM:S5.0
Save.. I~ Shaw as Fire Time

0OR: Reset your grid layout back to factory defaults. & project
must be open ta reset it's grid lapouts.

Factory Reset Grid Layout |

Dane

2) Address the show

Press F4 to address c. Click on Renumber

Set the parameters for MOD
and PIN as shown

. Renumber Address

" Renumber ADDR Column for Pyrodigital Addiezsing conditions
Starting &DDR: {000 [in HEX] Fin addriess is:  (# Incrementing of © Decrementing
tdin (G v Auto Address by POS only

Finrange on the module @ |0 to |F (in HEX) -

& Renumber MOD and PIN Calumn Renumber will increrment to a new Module when:

The last pin of the madue is used
Starting MODUILE: |1 PIN: [1] = st ot e Mage s s

Hin Max

Madule address range: 1 to (9399 I you have a Script Sort Manager open,
i zelect a Script Sart and pou will be able to
Pin range on the madule : 1 to G choose additional criteria.
Increment COMTROL Colurt when MODULE
™ exceds the marimum module number. CONTROL
walues must be numeric
Fenumber Module Repaort Done

3) Press F8 to update the script before exporting
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VSD 8.4.5 (1/21/2021)

4) Exports show for Pyromac shooting system
a. Click on the menu File > Script File > Export...
b. Assign a name to your script
c. Selected Type: Pyromac Script File (* .txt)
d. Click Save

e. You will be prompted on which type of show you have: Pyromusical or Macros.

rt Script File As:
&~ v 4 . Windows (C:) 5 INFINITY VISIONS 5 Projects 5 Notes84 : Pyromac

Organizar ~ Nueva carpeta

Descargas MNombre Fecha de modifica... | Tipo Tamafio

B Autont 30/01/202008:53 ...  Documento de tex...

Musica

W Ob)

Nombre de archive: | Auto.bd

Tipo: | Pyromac Script File (*.bxt)

~ Ocultar carpetas Guardar Cancelar
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Macro function

The MACRO function is useful for scheduling different semi-automatic sequences where the first

shot is manual and continuous sequence of shots.
To add macros

1) Layout for Pyromac loaded (see Addressing Pyromac - Step 1)

2) Macro column groups the sequences with the same number

'(?j Script Manager - [ScripNotes8.4]

MODULE
000
1000
2000
3000 :01:00 |Blue (
4000 7 Blu
5000 :01:00 |Blue (
6000 :01: Blue (
7000 :01:00 |Blue (
8000
9000
10000
11000
12000
13000
14000
15000 00:00:00

R N M D W N -

1
2
3
4
5
6
7
8

3) Export show to the firing system (see Addressing Pyromac - Step 4)

4) Remember to click No to export as Manual Macros

Ex port S’f'ﬂ g

Do you want a PyroMusical Export?
[Yes for PyroMusical, Mo for Manual Macros)

e
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DMX programming for Pyromac
Program any DMX device and export to your Pyromac firing system

1) Load Layout "PYROMAC DMX" (See step 1 Addressing Pyromac)

2) We will use columns CUSTOM1 to CUSTOMS. In them you can add the channel values,
look at the following examples:

| Event Description | DUR | MODULE | [CUSTOM1 [CUSTOM2|CUSTOM3|CUSTOM4|CUSTOMS|CUSTOME|CUSTOM? | CUSTOMS
EA 901 250 250 0 250 0[250 0 250
910

920

To program a DMX device requires the following columns:
Event Description: Device name
DUR: Duration of the effect.
MODULE: Channel DMX Device must begin with the number 900.
PIN or CUSTOM columns
DMX cues use the PIN column OR the CUSTOM columns. Usage is determined by:

e Only CUSTOM columns that are Visible are used. Hidden columns are ignored so you
don't generate data you can't see

e If there are any CUSTOM columns with numerical data (non-alpha) than only the
CUSTOM columns are used. PIN is ignored

e [f there are no CUSTOM columns visible or with numerical data, the PIN column is
used

e |f CUSTOM columns are used, The CUSTOM column index is added to the MODULE
value. So if CUSTOM1 is used, the data is placed on the channel in MODULE. If
CUSTOM2 is used, the channel is MODULE + 1. If CUSTOM3 is used, the channel is
MODULE + 2, etc. There can be up to 8 channels written per script cue if all eight
CUSTOM columns contain valid data.

e Datainthe PIN and CUSTOM columns are range capped to 0-255. Values below 0 are
0, values over 255 are 255

NOTE: If you are getting "Out of range" errors, go to the Cue > Renumber Address dialog
and change the min and max Module and Pin to reflect the range of values that you may
be using. Just set the Min and Max values and then press 'Done’, you don't need to
renumber the addresses. This will adjust the range checking and stop out-of-range
rejections.
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Import Finale 2D Script

This option allows you to import scripts and modify Finale 2D in VSD
1) InFinale 2D click on the File menu
2) Click on Export CSV show as Generic File
3) Click on ASCll encoding
4) Click on Export
5) Click on Skip Music
6) Assign a name and save it.

Sarve a8 b0 sk
Clogs ghow

This operation expons a finng script as a genenic CSV file that you can open in Excel of NMotePad

The exported file contains all the information required to produce your own custom reports and labels
Opan from netwodk for the show.
Save a8 b nebwork
videos

Woice cues

Timeding

Firing view (script) onjef!
Inreenbary view (eMects) ondall
Equipmant view oniofl

Bird's aye waw ool Confirm Save Music

et $how

z:l}on shiw a3 Finale Ganaric CSY ASCI encoding
Expor firing sysbem script UTF-8 encodng
Dewnioad to controlier UTF-16 (Unicoda Taxt)
Create o update sabes order from show,

Prird report
Print labels

User preferences
Languages

Help

Qi

Este equipo »  Escritorio
= -

Ningdn eleme 0 el criterio de blsqueda.

MNombre de srchive: | Export FINALE

Tipo: | Finale G

cultar carpetas Guardar |
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After exporting the Finale 2D Script, we continue to import into Visual Show Manager.

1)
2)
3)
4)

5)

6)

=
=
)

W)
k2
(P

Click on the File menu

Click Script File

Click on Import...

Select Finale 2D Script File as the type of script you want to import.
Select the file you exported from Finale 2D and press Open

Create a new name for the import to be saved to and press Open

Swrve Project
Save Project Ba...
Clese Praject
Project Libeary
Semipt File 2

Serpht Filter File

Seript Soet File

Effiect File v =l Imp-uﬂ...3
Effect Filter File L Expeaait.

Effext Sont File L

Wigizal Script File @ Restore Bachup
Wisual Position File |

Vitusal Libvary il

Print

Egit

VSD
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Customize Effect Manager and Script Manager Reports
Users can customize reports for the Effects Manager or Script Manager. Included in version 8.4
without SD Tools authorization.

1) Click on the menu Reports

2) Click on the Effects...

# visual Show Director - [Motes 8.4]

Effect Reports appears with a variety of preset reports and a section where we can create
customized reports.

;}:h‘ Effect F:_E-FI orts

Fived Reports:
@ Eifect Report by Calber ¢ Effiect Report - Screen Sort Dane

" Elfect Repott by Ref " Euxport - ol colurmns

" Elffect Repoit by Tope
“iew Fined Repot |

Custom Report Views:

@ | [Defaut aEI Lnadb F'r'nt...c
Mdd Sava..é

Custom reports are created by customizing the columns, filters, and sorts in the Effect
Manager and then keeping them together. These reports will be available in all projects to any
Script.

Customizing the interface is as follows Reports

a) Defaultis a list box where you can edit existing reports show or enter the name of one to
Add. The first report called 'Default' is the order of the columns in your script when
loaded. Be careful not to overwrite after loading, printed or saved a custom report, use
'Default’ to return the script back to its initial state. Do delete a custom report, select it in
the list and press the DELETE key.
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b) Load: take the report and applies the selected column hide / show, filter and sort the
current script depending on how the report was customized.

c) Print: displays the Print Preview. This button is dimmed if your system has no configured
printer.

d) Add: add the report to your set of custom reports. If the name already exists, it overwrites
this set with the new data.

e) Save: saves the selected report in an Excel spreadsheet.

. Customn Tools Help - Custom Report

Cuztom Reports:

QI IEombo‘I LI Load | F'rint...l
Add Save... |

Custom Report Views Help:
Custom Reports are part of Show Directar Taools and need a seperate Autharization code
Custom Reports are created by setting the columns, filters and sortz on a script

then saving thiz set. These reports are available across Projects g0 you can mun
any of your custom reports on any Script.

Combol - iz a edit listbox where you can recall existing reports or enter the name @ Effect Reports — O *
of one to Add. The first report called 'Default’ is the column order of your
script when you loaded it. Be carefull not to over-write it. After pou

. ¥ 4 r~ Fixed Reports:
have loaded, printed or zaved a custom report, uze ‘Default’ to put wour . D
Seript back to the way it started. (+ Effect Report by Calber ¢ Effect Report - Screen Sort @
{~ Effect Report by Ref " Export - all columns
Load - takes the report you have selected and applies the column hide/shaow, filter ™ Effect Repart by Type

and sort ta the current Script. iew Fixed Report |

Frint... - Loads the report you have selected and brings up the Print preview dialog. X
Thiz button iz grayed out if your System does not have any Printers configured. i~ Custom Report Views:

Add - adds the report to wour Custom Reports zet. If the name already exists, it IDefauIt 'l Load | Frint... |

will over-write that set with the new data.

Save... - zaves the selected report to an Excel spreadsheet. Add | Save... |

. Custom Tools Help - Custom Repor

Custom Reports:

QI IEomb01 LI Load | F'rint...l
Add Save... |

Custom Report Views Help:
Cuztom Reports are part of Show Director Tools and need a seperate Authorization code.

Cuztom Reports are created by zetting the columng, filters and sorts on a script
then zaving thiz set. These reports are available across Projects =0 you can run

any of your custom reports on any Script. @ Script Reports *
Combol - iz a edit listbox where pou can recall existing reports or enter the name ~ Fixed Reports:
of ane to Add. The first report called 'Default’ i the column arder of your & Show Report € Caliber Summary Done |
zoript when you loaded it. Be carefull not to over-write it After you  EventR t © Show Effects and Cast
have lnaded, printed or zaved a custom report, uze Default’ to put pour ven_ epar D“_' Scts and Los
Geript back to the way it started. " Loading Report " Loading - Screen Sort Racks
" Product Report " Export - all columns

Load - takes the report you have selected and applies the column hide/show, filker
and sort to the current Script.

" Product Summary
Wiew Fized Report |

— Custom Report Views:

IDefauIt VI Load | F'rint...l
Add | Sa\-'e...l
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Frirt.... - Loads the report you have selected and brings up the Print preview dialog.
Thiz buttan iz grayed out if vour System does not have any Printers configured.

Add - adds the report to your Custom Reports set. If the name already exists, it
will over-wiite that zet with the new data.

Save... - zaves the selected report to an Excel spreadsheet,




Merge Effects Manager
This will combine a file with the current Effect Manager that is loaded. It will add references not
found in the current Manager.

sual Show Director - [Mot

& Refresh Grid Shift+F8
i WL Duplicate Effects Ctrl+A
) i Column Fill Down Shift+F3
r ®\ Locate Effect Ref & Shift+F11
f2| Total Effect F12
E Total All Effects Shift+F12
B Update Effect Totals...  Ctrl+F12
EE Import Effects...
E. Export Effects...
00:00:20 [% Merge Effects... |
00:00:00:00 L, T : T

Matching references will be overwritten, however, you may choose not to overwrite some
columns.

Only the columns that are selected will be overwritten.

. Merge Effect Manager

Thiz will merge an Effect Manager file into the cunent Effect Manaager vou have loaded. References not found in the current
manager will be added. Matching references will be over-written, however pou may choose not ta over-wiite some columns, Only
the columns that are selected will be over-written.

Effect Manager Columnz

v Cal [ MFG v CUSTOM 1 [v WISUAL REF
¥ TYPE v MAGAZINE v CUSTOM 2 [ BEAM

v PFT v PRICE1 v CUSTOM 3 [v PICTURE LIMK
v DUR v FRICE 2 v CUSTOM 4 [v WIDED LIME
v EFFDESC v FRICE 3 v CUSTOM &

terge Options

If there are effects found in wour current Effect Manager that are not in the merging Effect Manager, we
will delete thoze effects fram current Manager.

Cancel

There is also a Merge option that will find effect in your current Effect Manager that are not in the
merging Effect Manager and remove them. This feature is so that you can merge into your current
manager only those columns you have selected and still remove non-overlapping effects.
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Other Improvements:

1. Change serial numbers to only be VSD Online. Every product will use the same serial
number.

2. When you click on the wav, you always do not scroll down in the script to display the cue
Highlighted (Done)

3. Fixed issue with Open New Script Filter file
4. Fixed issue putting single quote in REF field causing crash
5. Fixed issue with auto-complete of numbers adding "000000000" to each number

6. Fixed issue with Cue Insert add POS of just incrementing ADDS numbers "0000000000" to
each number

7. Fixed issue with Cue Insert add POS of alpha positions incrementing / decrementing does
not work

8. Made the MAGAZINE column sort numerically

9. Added save safe for FXGen "Save Effects Library" to deal with random crashing wiping out
the effects library you have open.

10. FXGen and VSDCreator log files moved to Debuglogs log files folder in AppData

11. Fixed issue with a newly created Script Filter has CUE2 as '10'
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Download Links:

PYROMAC Layout
https://www.dropbox.com/s/318ghzgp9ccrbzq/PYROMAC.scxl|?dI=0

PYROMAC DMX Layout
https://www.dropbox.com/s/715j46m959vajzo/PYROMAC%20DMX.scxI?dI=0
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https://www.dropbox.com/s/318qhzgp9ccrbzq/PYROMAC.scxl?dl=0
https://www.dropbox.com/s/7l5j46m959vajzo/PYROMAC%20DMX.scxl?dl=0

