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Introduction

Welcome to ESA Pro 2.2, the latest update to the powerful DMX programming
software from Nicolaudie Architectural. In this guide we'll cover everything you need
to know to get to grips with the software and begin creating stunning lighting
displays.

You can find the ESA Pro 2.2 Quick start guide by following the link below:
https://eu-litterature.n-g.co/Release/esapro 2 gs en.pdf

What's In The Box?

Your package should include the following:

e USB DMX Interface

e USB Cable

e Technical Datasheet

e Power Supply (optional accessory)
The latest versions of our software and manuals can be found by following the link
below to the Nicolaudie Architectural ‘Downloads’ page:

https:/ /www.nhicolaudie.com/download.htm

Note: When downloading the latest software it is recommended to check you have
the latest firmware using the included HardwareManager app.

Minimum System Requirements
e Microsoft Windows 10 & 11 (64 bit)
e Mac OS Catalina and newer
e 4Gb ram, 1GB free hard disk space, 1680x1500 minimum display resolution
e OpenGL 3.2 minimum for Easy View 2 3D Visualizer


https://eu-litterature.n-g.co/Release/esapro_2_qs_en.pdf
https://www.nicolaudie.com/en/download.htm

Limitations
For DMX controllers with internal flash memory, you may run out of available
memory. To reduce the risk of the software will keep the scene length as short as
possible. Short scenes can be made to play for long periods of time by looping them
forever (default behavior) or setting them to loop x number times. Basic Blocks or
Paint (the software’s ‘Step Editor’) tend to use less memory than dynamic effects.

To use longer scenes, dynamic scenes and effects we recommend selecting a DMX
controller with SD memory. Refer to the Technical Datasheet for your controller to
see the type of memory used or check the list of architectural controllers below:

Internal Flash Memory:
STICK-CW4, STICK-GU2, STICK-GAZ2, SLESA-U9, SLESA-US8
SLESA-U10, DINA DR Micro

These controllers are based on STICK4, STICK5, STICK2C, STICK2B, SIUDI-9S, SIUDI-8A,
SIUDI-10A and SUSHI-1A hardware.

SD Memory:
SLESA-UT], DINA DR2, DINA DRI, DINA SRI, STICK-KE2, STICK-DE3, SLESA-UE7

These controllers are based on SIUDI-11A, DINA2A, DINAIA, STICKIC, STICK3, SIUDI-7B
hardware.

Included Software
The following software is included:
ESA Pro 2.2 - Lighting programming software
EasyView 2 - real-time 3D visualizer
Hardware Manager - Device configuration tool



Fixture Profiles
To program your lights or fixtures, ESA Pro 2.2 needs to understand the DMX channels
and functions (presets) that make up each DMX channel. The more accurate the
fixture profile, the easier it will be to program your lighting with ESA Pro 2.2. DMX
channels and other information is stored in ‘Fixture Profiles’ which have the .ssl2 file
extension. Generic architectural lights, such as mono (single dimmer), RGB, RGBW
and LED pixel tape are now easily accessible in the Add Lights panel.

For more complex lights, you can search for a suitable profile in our database of over
20,000 fixtures by brand and fixture model name. These fixtures are located within
the ESA Pro2\ScanlLibrary folder. You can also search the database online at two
locations:

https://store.nicolaudie.com/ssl

https://cloud.nicolaudiegroup.com/#/profiles

“What if a profile does not exist?”

If you have a fixture that does not exist in our database, you can create a New Fixture
Request to have a profile built for you by our dedicated team. Visit the page below to
create a new profile request:

https://store.nicolaudie.com/en/ssl

Useful Definitions
Standalone Mode: A controller operating on its own without a connection to the
computer.
Live Mode: A live connection between the controller and computer for programming
and dmx output. This is useful for testing effects before writing to the controller. A
controller is in Live Mode when set to ‘Active’ in ESA Pro 2.2.
NSA Device: Devices with the New StandAlone engine which includes advanced
triggers known as TCA (Trigger Condition Action). These include SLESA-UI
(SIUDI-11A), DINA DR1 and DRI LITE (DINAITA), DINA DR2 and DR2 LITE (DINA2A) and DINA
SR1 (SRACKI). Other SIUDITI devices exist which can be upgraded to use ESA Pro 2.x.
non-NSA Device: all other lighting control devices from Nicolaudie Group. These use
standard calendar triggers for date/time and ports.


https://store.nicolaudie.com/ssl
https://cloud.nicolaudiegroup.com/#/profiles
https://store.nicolaudie.com/en/ssl

Installation
To begin you'll need to visit our website so you can download the latest version of
ESA Pro 2.2. Please visit the link below:
https://www.nicolaudie.com/esapro2.htm
Note: Versions of ESA Pro 2.0 & ESA Pro 2.2 are listed on the website. Please
download ESA Pro 2.2 to work with this User Manual.

During the installation process you'll be asked which auxiliary software packages you
would like to install. To get the most out of ESA Pro 2.2 you should install all of the

software.

[ ] [ ] Setup
Select Components

Please select the components you want to
install.

EsaPro2 Be creative, be pro

EasyView 2 This component
SSL files will occupy
approximately
296.95 MIB on
your hard disk
drive.

Hardware Manager

Default Select Al Deselect All

Go Back Continue

Note: Windows systems may run a second device driver installation. Once you see a
message on the taskbar to say that the driver has been installed, you are ready to
start the ESA Pro 2.2 software.



Navigating ESA Pro 2.2
ESA Pro 2.2 is divided over three pages; Editor, Standalone & Simulator. You can
switch between the pages by using the selector (pictured below) in the top left

i >

corner of the software.

/ Simulator
Editor

Standalone

We're first going to begin by looking at the Editor page.
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The Editor page is divided into four sections accessible by tabs; Builder, Selections,
Mappings and DALI.
We'll begin in the Builder tab.

Builder
The Builder is where fixtures are added to your project. Once added, your fixtures are
displayed in a list in the top left (1) and DALI groups in the bottom left (2). Fixtures are
represented by 2D shapes in the workspace (3). Fixture properties, such as DMX
address, are displayed on the right (4) when a fixture is selected.

Builder = Selections Mappings = Dali Contents Properties ~ Channels
Lights oe ric ] 8 a8 SEE mEs - —_— DMX ¥ | Name Colored Light
HI] RO |m BN | #W2 | Thizsse P LB W =
#1.Colored Light rgb - single-Ch... postion X
#2.Colored Light  rgb - e
Light
#3.Colored Light  rgb Position Y 483
#4.Colored Light ~ rgb - / suip
size L
#5.Colored Light ~ rgb - Watrbc
#6.Colored Light  rgb Shape Round
#7.Colored Light rgb i other
SsL Path i/ssiFiles/RGB.ssI2
#8.Colored Light rgb Relay v
#9.Colored Light rgb - 1 Relay Zone Global
#10.Colored Light rgb -
Dali vl Address None set
@ DAU Gear Number of fixtures 10

Patch

Dali groups




Adding Fixtures & Fixture Types
Most architectural lights can be controlled with 4 options : Single Channel, Add Light,
Strip or Matrix. For more complex fixtures, ESA Pro 2.2 comes equipped with 20,000 +
profiles from some of the biggest light manufacturers in the world in the fixture

library .

If you can't find your profile in our database then you can always request it by
following the link below:
https://store.nicolaudie.com/en/ssl

ESA Pro 2.2 comes equipped with several generic, simple fixtures and external

devices for you to patch.

DMX v
single-Ch...
{ vignt
/ Strip
D Matrix

il Other
Relay v
;A
7 Relay
Dali v

DALI Gear

Patch

Add Single-Channel When you add any DMX fixture you will see a window that
s oM = allows you to select the number, shape and, in some cases,

Number ﬂ

<>

type. There's also a check box to open the patch window if you
Name Light

wish to assign a DMX address right away. This can be done

<>

Index 12

later in the Properties panel when a fixture is selected.

Open patch window

Cancel OK



https://store.nicolaudie.com/en/ssl

single-Ch..

single channel fixtures (as the name implies) are very simple and will only feature

one assignable control, a Dimmer.

Note : A Single Channel fixture can be used with Basic Blocks, however, as it contains

no color mixing channels it will not work with Pixel or Mapping Effects. If you need to

work with these, you can patch as a Colored Light > Custom and patch a single

Neutral White channel.

© ugnt

Colored fixtures by default will list RGB, RGBW and WWCW fixture types. Using the
Type > custom option you can create lights containing one or more of the following
channels; Red, Green, Blue, Neutral White, Warm White, Cold White, Amber and UV.

Indax 1

[ oOpen patch window

Cancal

Add Light
Typs RGB
) RGBW
Shape

WWCw
Humber Custom
Name Colored Light

OK

<)

Create profile

Add channel

1 @red

2 @ Green

3 . Blue

i a

5

&

Meutral White

Warm White

Amber

-+

Amber ~

OK Cancel

Note: The order the channels appear here reflects their channel order in the profile.

10



The Custom profile builder is accessible across Colored, LED Strip and Matrix.

/ Strip

The LED Strip is designed to work with digital addressable pixel tape. Select your light
Type and the number of dots. Each dot represents an LED on your strip and has a
DMX address.

Note: the LED Strip type is not suitable for controlling or visualizing analogue LED
strips where all the dots share the same DMX Address given by the DMX driver.

Some digital pixel tape is or can be configured to control more than 1 LED per dmx
address. In this case, a single dot in the software may represent 2 or more dots on
your tape.

LED Pixel also gives you some unique positioning capabilities. When you first add an

LED Pixel tape it will look like this: : l

This line of Pixels can be stretched and curved however you like.

To stretch, click and drag one of the anchor points at either end. This will space out
the LED’s whilst keeping them equi-distant from one another.

To add a curve:
- double click on any pixel to add another anchor point.
- click on a blank area on the grid to deselect all points.
- reselect the new point.
- Move the point to bend the LED tape into the desired shape.
Anchor point can be moved along the length of the LED strip.

1



In the example below we've created a sine wave shape with our LED Pixels using the

anchor points highlighted in blue.

® = @

Note : Each LED strip can only occupy space within 1 universe (512 channels); it

cannot span several. For example, an RGB strip is limited to 170 dots (3 channels x

170 = 510 channels). For LED strips that span several universes use Colored Lights

instead and position them using the positioning tools in the grid.

Matrix

The Matrix fixture option allows you to quickly create a matrix of
coloured lights. When you select this fixture the pop up window will
ask you to specify the length and width of the matrix you wish to
create. The sort options in this window allow you to set the flow of the
matrix.

Note : Each Matrix can only occupy space within 1 universe (512
channels); it cannot span several. For matrices that span several
universes use Colored Lights instead and either the Auto Matrix or
Custom Matrix positioning tools to set the position and direction of
the effect.

Type

Size

Sort

Name

Index

Add Matrix

RGB

<>

il

Matrix

1

Open patch window

Cancel OK




} Relay

Relays allow you to trigger external electrical relays connected to the relay
connections on the DINA DRI, DR1 LITE and DINA SRI. Once you've patched your Relay
you'll need to activate the Relay Port on your controller.

To do this you should navigate to the Standalone screen and look for the ‘Outputs’
tab in the bottom right of the window. From here you can map the outputs of your
controller. Select the ‘Relay Port 1 or 2" output and select which relay you want to
correspond to which output.

Programming Relays will be discussed later in the manual. See your controller
technical datasheet for information on the physical connections.

¢

DALl Gear

ESA Pro 2.2 introduces the option to programme DALI control gears (fixtures).

Note: The DALI fixture type is only compatible with the DINA DRI and SRI controllers.

Note: The patch window that appears when patching DALl gears is completely
different than the one that appears when adding DMX fixtures, this will be covered in
the next section where we discuss patching and in the dedicated DALl section later
in the manual

Add SSL Flxture
Library arena par
Mode 1(4 Channels) - .I 3

Shape @ Round

Number J

<>

Nama Fixture

Indax 1

3]

B3 Open patch window



B Other

The Other icon is used to import fixture profiles from our fixture library. When you
click it you'll have a pop up window appear that will contain all of the fixtures in our
library, listed by brand. When you import these fixtures you'll see a slightly different
pop up window appear that includes the option to change the mode your fixture is in.

Note: The SSL Fixture library is unchecked by default during installation due to

memory saving purposes.

If you want more information about a particular fixture in your project you can select
the fixture and then view the associated information in the Properties menu on the
right side of the screen.

Properties

Name Colored Light
Paosition X 916

Position ¥ 126

Size L

Shape Round

SSL Path [ssiFiles[RGB.ssI2
Zone New zone 1

DMX Address None set

From this window you can edit fixture name, position, size, shape and address.
The SSL Path refers to the file path used to locate your fixture profile.

14



Patching Fixtures

After you've chosen which fixtures you want to import it's now time to begin patching

them.

There are two ways to call up the Patch window in ESA Pro 2.2. The first way is to tick

the Open Patch window option that appears in the pop up window when creating a

fixture. The second is to press the Patch button that appears underneath the Profile

Library icon.

Add Light

Type RGB v
Shape @® Round v
Number ] z
Name Colored Light
Index 12 C'

Open patch window

Cancel

OK

7 strip
Matrix

i Other

Relay v
3% Relay

Dali v

DALl Gear

Once you patch a fixture with the box ticked or press the Patch button the Patch

window will appear.

DMX 512 DALI

6

#1.Light

1

Universe

First address

Fixtures not patched

single

4

Patch

Universel ~

Patch

Patch

Universe 1

2

4 5 6 7 8 9 10 N 12 13
36 37 38 39 40 41 42 43 44 45
68 69 70 71 72 73 74 75 76 77
100 101 102 103 104 105 106 107 108 109
132 133 134 135 136 137 138 139 140 141
164 165 166 167 168 169 170 171 172 173

144 145
76 177

18 19 20 1 2
50 51 52 53 54
82 B3 B4 BS BE
4 NS Ne N7 ne
148 147 148 149 150
178 179 180 181 182

196 197 198 199 200 201 202 203 204 205 206 207 208 209 210 211 212 213 214

23
55
a7
ns
151
183
25

216 217

122

154

188

21

B

27 28
59 60
9 92
123 124
155 156
187 188
219 220

29 30 31 32
61 62 B3 64
93 94 95 96
125 126 127 128
157 158 159 160
189 190 191 192
22 222 223 224

5 226 227 228 229 230 231 232 233 234 235 236 237 238 239 240 241 242 243 244 245 246 247 248 249 250 251 252 253 254 255 256§
57 258 259 260 261 262 263 264 265 266 267 268 269 270 271 272 273 274 275 276 277 278 279 280 2B1 282 283 284 285 286 287 288
89 290 201 292 293 294 295 296 297 268 299 300 301 302 303 304 305 306 307 308 309 310 31 312 313 314 315 316 317 318 319 320
21 322 323 324 325 326 327 328 329 330 331 332 333 334 335 336 337 338 339 340 341 342 343 344 345 346 347 348 349 350 35] 352
53 354 355 356 357 358 359 360 361 362 363 364 365 366 367 368 369 370 371 372 373 374 375 376 377 378 379 380 38] 382 383 384
85 386 387 388 389 390 391 392 393 394 395 396 397 398 399 400 401 402 403 404 405 406 407 408 409 410 411 412 413 414 415 41§
17 418 419 420 421 422 423 424 425 426 427 428 429 430 431 432 433 434 435 436 437 438 439 440 441 442 443 444 445 446 447 448
49 450 451 452 453 454 455 456 457 458 459 460 461 462 463 464 465 466 467 468 469 470 471 472 473 474 475 476 477 478 479 4804
Bl 482 483 484 485 486 487 488 489 490 491 492 493 494 495 496 497 498 499 500 501 502 503 504 505 506 507 508 509 510 5 512

Automatic Patch

OK

15



Fixtures that are waiting to be patched will appear in the Fixtures not patched
column (1). In the column to the right of this (2) you can see we have Universe 1listed,
if we want to add more universes to our show we can do so by pressing the + button
at the bottom of this column, to remove universes click the bin icon, this will remove
the last universe in the list. The big, numbered grid represents the currently
selected universe and gives you a visual representation of what's patched & what
channels in the universe it’s set to.

Using the Universe and First address dropdowns (4) we can begin patching.

If you have multiple fixtures awaiting to be assigned an address you can either drag
and drop the fixtures onto the channels in the universe to assign them or select the
address you want to begin with and press Patch. Once patched you can drag a
fixture to a new address if desired.

If you wish to patch all fixtures awaiting an address beginning with the next available
channel you can press Automatic Patch (5).

Next to the DMX 512 tab at the top of the window is the DALI tab (6). Switching tabs
will show you the DALI patch window.

Note: If you’re unsure how many universes your device has you can check the
technical datasheet for your device, or the SUT window in Hardware Manager
(compatible devices only).

You can purchase more universes for devices that are SUT compatible by following
this link. https://store.nicolaudie.com/en/

16


https://store.nicolaudie.com/en/

DALI Patch Window

Patch

DMX 512 DALI

Gears not patched Patch

Bus 1 ears 3 Groups

# Hardware Software # Hardware Software

1 .

N
[N

w
w

IS
a

Groups not patched

o
o

)
)

+ & Read BUS configuration

Automatic Patch (] Inverted oK

The DALI patch window bears some similarities to the DMX 512 patch tab. On the left
side (1) you have Gears (fixtures) and groups (a selection of gears on the same DALI
bus) that are waiting to be patched. Next to this is the column where you select
which DALI bus you're looking at (2).

DALI buses function like DMX universes, each bus can control up to 64 DALI gears, you
can add or remove buses using the + and bin buttons at the bottom of this column.
The Gear and Group columns show you how your gears and groups are
assigned, much like the universe view in the DMX 512 patch tab.

Beneath the Group column you have two buttons (4 ), Auto create gears in project
and Read BUS Configuration.

The Read BUS configuration button will make ESA Pro 2.2 communicate with any
connected DALI bus and pull the addresses of any connected gears, importing them.

Note: For the Read Bus Configuration feature to work you need to commission your
DALl bus in Hardware Manager. For more information on this please see the DALI

section of the manual or the DALI documentation on the website.

You can then use the Auto create gears in project button to have the software
import these gears to the project, create the 2D icons and patch them.

17



Arranging Fixtures
Now you've imported & patched your fixtures it's now time to arrange them. ESA Pro
2.2 gives you several tools to help with arranging your fixtures. You can find
arrangement tools in the bar at the top of the workspace.

B GEHE W Fheds e o poaa
0
)
v
4
]
Auto . .
Horizontal s Align Right
Invert L Distribute ]
Invert  selection Line Auto Horizontally Align
Selection Circle Custom Align Centre
Order Lasso Matrix Bottom Horizontally

3
BN
Select
All Seléet Drag Over Auto
172 Rectangle Auto Matrix  Distribute Snap
Vertical Vertically Left  Align
Line Centre
Vertically

The tool bar is divided into 5 key sections, Selection tools (1), Position Tools (2),
Distribution Tools (3), Alignment Tools and the Snap tool (5). Position, distribution,

alignment and the snap tools are only available in the Builder screen, Selection Tools
are also available in the Selections screen.

18



Managing the Workspace
You can manage the workspace using the tools in the top right corner to zoom and

P LOLE ¥

drag your way around.

ESA Pro 2.2 also gives you some limited customization options, including how the grid
appears (if at all) in the workspace. You can also import a background image, this
makes fixture positioning very easy if you have a floor or fixture plan for your project.
These can be found in the context menu that appears when right clicking in the
workspace.

BMEBEIOW [ § DHEHN (WS | T hiza e LLE

Grid »

¥ Show fixture address
Snap to grid

Background image...

Clear background image

Note: Only the following image file formats are accepted: PNG, JPG & HEIC (MacOS)

Zones
Zones allow you to group fixtures and control them independently of each other.
Scenes from different zones are loaded onto different pages (AB,C or1,2,3 etc.) on
the controller. Zones don’t have to be playing the same scene, each zone can be
playing a different scene. For example, these are useful for controlling different rooms
in a house or different zones within a room, depending how you want to use them.

19



When a new project is created you are given one zone called Global which controls
all of your fixtures. It is your choice if you want to use this Zone or not; you may
choose to use custom zones only to control, for example, different rooms.

A fixture can be in the Global zone and one other custom zone; It cannot be in
multiple custom zones.

Each Zone contains the Builder, Selections and Mappings tabs. This allows you to
work only on the fixtures and scenes in each zone. Scenes created in one zone
cannot play on fixtures in another.

You can find Zones along the top bar of the software.

mm o - H H = =
E—:IF > i @ ; * Zones Global New zone1 X ) Newzone2 X () Newzone3 X +

Use the + and x buttons to add and remove zones. You can also rename your zone
by double clicking on it.

Note: Deleting a zone that contains scenes will also delete the scenes.

Note: Some of our interfaces have limits on how many zones they can control. If
you’re unsure how many zones your device can control you can find the information
on the Technical Datasheet for your device. If the datasheet doesn’t mention zones
your controller only has a single zone.

It's possible to change which zone a fixture is in without re-patching it. Head to the
Builder tab and select the fixture you wish to reassign. Then select the Zone
dropdown from the Properties menu that appears on the right side of the screen
and select the zone you wish to move your fixture to.

20



LprLE W™ x

single-Ch..
® ° @ vgnt
° /7 strip
¢ ¢ [ Matrix

i other

Relay v
3% Relay

Dali v

DALI Gear

Patch

Name

Position X

Position Y

Size

Shape

SSL Path

Zone

Address

Colored Light

897

256

L v
Round v
:/ssLFiles[RGB.ssI2

Global v

11

Number of fixtures 1

If a fixture isn't in the zone you're currently editing then it will appear grayed out.

Out of zone

In zone

Selections

The Selections tab allows for fixture selections to be created and linked with effects

on a timeline. Selections are created either by dragging a box around a set of fixtures

on the fixture grid, using the selection tools or by holding ctrl (PC) or command

(Mac) and clicking fixtures as you would with files within a folder.

Selection order can be changed by ctrl (pc) or command (mac) clicking individual

fixtures or by using the selection tool set in the top left of the work space. More

information on these tools can be found in the previous section: Builder; Arranging

Fixtures.

This allows you to select fixtures in a custom order. For example, if you wanted to

create a custom knight rider effect that doesn’t play in a linear fashion.

2]



Selections may be saved for later use by clicking the + button to the bottom right of
the Selections panel. This is very useful for grouping fixtures in a zone together for
quick recall or adding a selection as a target to a block. To do this simply select the
selection from the Selections list.

Each selection can be expanded to view fixtures within the selection, to do this click
the dropdown arrow on the left side of the desired selection.

You can add a light to an existing selection by right clicking on it pressing >Add
To>Selection

Create timelines . . . . .

Add to... ) Salection 1
Remove from... )
Update.. >

Scenes
Scenes can be added using the dropdown menu in the My Project panel in the
bottom left corner of the Editor. This is where you'll find the scenes you've
programmed. Only the scenes you've programmed for the zone you're currently in
will appear, for example if you have a red scene in zone 2 it won't appear in the zone
3 scene list.

22



My project

1

00mO05s00 | &

Red

00mO05s00 | &

Green

00mO05s00 | &

Blue

W

.
In the scenes panel you can add new scenes via the dropdown(1) and copy scenes
to the clipboard to be used in other zones or be duplicated and remove scenes
As you can see in the image above, each scene lists total scene length (3). Next to
this is the pre-selection indicator (4, when this is blue it means the scene has been
selected for Standalone mode and can be seen in the Standalone screen.
Scenes can also be locked (5) to prevent any further editing.
You can use the three dots to the left of a scene to re-order it in the list.

Timelines
In ESA Pro 2.2 there are two kinds of timeline available; the master timeline and the
features timeline. Let's begin by looking at the Master Timeline. The master timeline
is where your effect blocks appear and is where you automate basic controls such
as Opacity, Phasing & Saturation. If you wish to learn about the Features timeline

you can jump ahead to page 26.

Master Timeline
The Master Timeline window is located next to the My Project panel.
Each scene contains at least one timeline, this is where you'll program your scenes.
When you first create a scene the master timeline window will look like this:

23



2 3

Selected scene

M > B 00n00m00s00 I & n [E] 0O
[ ] &

00m00s20

Timeline

(%, ]
o

The timelines in your scene will be listed in the column on the left (1), if your scene
has multiple timelines these will be listed as well. Each timeline has controls to
enable/disable the timeline (the eye) and to lock the timeline (the padiock),
preventing further editing.

At the top of the window you have the playback controls (2) and timecode; Play,
move forward and move backwards. Next to these you have the Loop and Snap tools
(3). The loop tool will loop your scene. The snap tool will snap effect blocks to the grid
lines in the timeline when moving them.

To the right of these you have two icons that allow you to enable or prevent block
overlaps in the timeline (4). The blue line (5) is your playhead, you can use this to
locate where you are in a scene, this can be dragged to change where you are if
desired. The gray line marks where your scene ends.

The gray bar between the timeline tools and the timeline allows you to zoom infout
and scroll the timeline, when the cursor becomes a magnifying glass you can left
click and drag up & down to zoom in & out.

@ @
00mO0s20 00mO0=40 00mDO: Dp Orm00s80 00mOisD0
r
2 | Basic Block

p Timelline 2

Master Timeline Blocks

The programming data you create to control your fixtures is represented by Blocks
on the timeline. To add an effect block to a timeline simply drag and drop the effect
you wish to create onto the fixtures you wish to affect.

24



You have several tools at your disposal to edit blocks on the timeline.
To move a block you should hover along the top half of it, the cursor will become a
hand, allowing you to drag it along the timeline as you please.

@ | gasic Block "
b Timeline 2 i

"W oomosson

If you wish to lengthen or shorten your block you should find the start or end of the
block and hover in the top half, like in the image below. When you see the icon
appear you can drag left or right to shorten/lengthen the block.

00m0s00 00m02s00 00m03s00 0004200 -
o I l ﬁ
b Timelne 2 8

You can also add fades to blocks from the timeline. To do this go to the start or end
of the block and hover in the lower half, when you see the icon in the picture below

appear you can then click and drag left or right to create a fade.

) Timeline 2

Timeline
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You can also import Audio files to your timeline, this is very handy if you're
programming scenes to music.

To do this you simply drag & drop your audio file onto a timeline, you can then view
the waveform of the audio file by clicking the dropdown arrow on the timeline.
Note: Only . mp3 & .wav files are compatible with ESA Pro 2.2.

Note: Our controllers don’t store & play the audio file you import, this should be
handled by a third party product.

There are two context menus that provide useful tools when working with Master
Timelines.

Right clicking on the Timeline will summon the context menu pictured below.

Unfold
Unfold All

Insert a new timeline

Delete ®
Rename q
Duplicate

Targets 4

Show targets

Unfold and Unfold All expands either the selected timeline or all timelines. If you

already have your timelines expanded to view automation data these will appear as

Fold or Fold All.

Insert a new timeline will add a new timeline to the scene.

Targets refers to fixtures the selected timeline is targeting. Hovering over this gives
you options to view the fixtures the timeline is targeting and add or remove your
selected fixtures.
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Right clicking on the effect block that appears on your timeline gives you the options
that appear below.

Split
Cut Cut
Copy Copy

Duplicate #D
Delete [

Targets >

Show targets

The options that appear here work in the same way they do when selecting a
timeline with the notable exception of Split.

Split will split (or Cut) your blocks and all the data within it at the point you right
clicked on. This is very handy if there’s a particular portion of an effect block you want
to apply to other fixtures or timelines without recreating all of the data.

Several timelines can be linked with the same target selection of fixtures. The
topmost timeline will take priority over the timelines lower down. Timelines may be
blended together by selecting the timeline (be sure to select the timeline and not the
effect block) and setting the blending type from the Properties panel.
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Properties

Name Timeline 4

Blending Type _” v
| Dissolve |
Darken
Multiply
Darker Color
Lighten
Screen
Lighter Color
Soft Light
Hard light
Vivid Light
Linear Light
Pin Light
Hard Mix
Difference
Subtract
Divide

Hue
Saturation
Color
Luminosity
Dimmer

Master Timeline Automation
Master Timelines can be automated. To view timelines where automation is
available you should click the dropdown arrow icon to the left of your timeline name
to expand the timeline.

Once you've done this the timeline will expand into four
| timelines, the main timeline you see when the timeline

Timeline 2 . L . .
# | is collapsed and then timelines for Opacity, Phasing &

Saturation.

¥ Timeline 2

opacity

Phasing

Saturation

If you're familiar with timeline automation in most Digital Audio Workstations (e.g.
Cubase, Logic Pro, Pro Tools etc.) this will be very familiar as it works in the same way.
Double click on a point in the timeline where you want to make a change, this
creates a cue point. You can drag this cue point up and down to affect the level of
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Opacty

w Timeline 2

Opacity

that particular timeline or left & right to change when the cuepoint takes place. To
create fades you need at least two cue points, just as you see in the image below.

However you're not limited to just two cue points, you can place as many as you
need, see the image below which has several cue points in it to create a ‘peaks and
valleys’ style effect on the opacity channel.

| . Basic Block

Automation allows you to create truly unique lighting effects every time you start a
new project and can be used to create amazing custom effects.

Feature Timeline
The second type of Timeline in ESA Pro 2.2 is the Features Timeline. This is where
fixture specific feature timelines appear. The Features Timeline window appears
when you drag a Basic Block object to your fixtures or timeline. This is where you can
edit and automate fixture specific features.
For example, a generic coloured light may only have Red, Green & Blue channels
appear in this timeline as those are the only controllable parameters available,
whereas an Elation Arena Par has Red, Green, Blue, White, Color Macros, Dimmer &
Strobe channels available for programming and automation. In the image below you
can see the features of an Elation Arena Par (1) and a simple coloured fixture (2).

Note: This window only appears with the Basic Block.

29



When you first see the Features Timeline window it will look something like it does in
the image below.

Properties = Features

M P B 00h0OmOOsCO #§:  selected beams vl v @

Effect duration 00h 0OOm 055 00 3
@

5 00mOIS00 00mMO2500 00mMO3s00 DOMOD4S00
RGB 6
b Red

b Green

b Blue

Generic

Color

Pan/Tilt

¥ Dimmar

The column on the left (1) is where you'll find the features specific to the fixture you
have selected. In this case we only have Red, Green & Blue available as we're using a
generic coloured fixture.

You can find your playback tools and time code for the Features Timeline at the top
of the window (2). Below this the total duration of the effect you're creating can be
found (3), you can edit the total length by double clicking on the timecode and
entering the desired length.

To the right of the playback bar is where you find beam controls

You can use the Beams On button (pictured right) to activate the beams on any
fixtures associated with the Basic Block you've created, this is a quick way to identify
which fixtures you're effecting. When you press this button key points will be added to
your color channels so you don't have to keep pressing this to activate your beams.
You can use the dropdown next to this (Beam selection dropdown) to manually
update which fixtures you have selected. Any selections you've previously created
will also appear here.
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The Update Beams button (pictured, right) which is located next to the beam

selection dropdown can be used to quickly apply the effects that you've made in the

Basic Block to new fixtures.

The Show Current Beams button (pictured, right), highlights which fixtures you're

affecting in the workspace and also shows their order. @

Just as with the master timeline, the playhead is the blue line (5) and the gray line
shows where your effect ends. Dragging the playhead in the Features Timeline

window will also update where the playhead is in the master timeline.

These timelines are automatable, just like the master timeline in the previous
section. Because the features timeline is where fixture specific channels appear you'll
have expanded automation options here, depending on which fixture you have
selected. Below you can see the channels that can be automated on an Elation Razor
Color fixture.

razor color

F Shutter

P Speed

Gobo
Speed gobo
Y

X

+ 4+ + + + + +]

%[¥ offset

Like master timelines, you double click to add a new cue point, you can then drag
the cue points to create the automation curves you desire, just as in the image

below.

razer color hd

+ Shutter + &

[ & - ] ] ]
O sax .
& » ™ e ™ ®
b Speed +
b Gobo +

31



Automation Transitions
It's possible to add a number of pre-programmed curves between the cue points in
your automation, these are called transitions.
To access Transitions you should right click on or between the cue points in the
feature timeline you wish to automate and select ‘Transitions’. You can now choose
from a variety of transition options (1).

- -
single -
» Dimmer +
Generic -
Color +
Pan/Tilt +
w Dimmer +
» ° il
—) 58 % Link entry and exit
Edit
Spread
Delete
Clear
1— Transition P} Linear
Quadratic »
Cubic >
Quartic >
Quintic »

Sinusoidal P
Exponential »
Circular »
Elastic
Back

Bounce
Curve
2 Cutin

CutOut

v v v »
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Of particular note are the ‘Cut In" & ‘Cut Out’ transitions which allow you to create
a vertical automation transition (e.g. Automation jumps from 0-255 opposed to
transitioning to 255 in a linear fashion, which is the default behavior). These are
particularly useful for controlling DMX devices that require an On/Off state.

You can use several transitions in a single feature automation timeline between cue
points. In the image below you can see a dimmer that has cut-in (1), quadratic &
elastic (3) transitions.

single

p Dimmer

Generic
Color

Pan/Tilt

+ 4+ 4+ 4

v Dimmer

=) 20 %

L ]

Step Programming (The Paint Block)

Sequences from ESA Pro 2.0 have been replaced with the Paint feature, our new step
editor.

When you first create a Paint block you'll have a new window appear called Paint
Steps . This appears next to the properties tab, where feature timelines appear when
programming a basic block.
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Properties [l Paint steps 1 3

—
M P Bl 00h00m00s00 | AN | R
Steps # Wait time Fade time
1 00m01s00 00m00s00
+imE /s

You can change the color of your Brush by clicking on the colored square (2). You
can use the square with a line through it to make fixtures inactive. The dotted square
(3) puts you into selection mode so you can drag across which fixtures you're
affecting. Next to this is the paintbrush tool, you can use this to click on

fixtures, painting them the color you currently have selected.

Steps you've created will appear in the steps list (4 ). Wait time controls how long
your scene will stay on a particular step before moving to the next step, fade time
allows you to fade between steps.

At the bottom (5) of this window you have controls to create a new step, delete, copy
& paste steps. If you click the pencil icon you'll call up a steps edit window like the
one pictured below.

Step settings
Wait time 00m 01 s 00
Fade time 00m 00s 00
Apply to steps O Selected All
This window is a great way to change wait
and fade times on multiple steps at once. Cancel  OK
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Effects
ESA Pro 2.2 comes with a powerful effects engine that allows you to manipulate and
customize several pre-programmed effects, this allows you to create amazing
lighting with ease. To begin using these effects you simply need to drag and drop
them onto the desired fixtures.
Let’s begin by looking at pixel effects.

Pixel Effects
When you drag and drop effects onto your fixtures the effect settings tab will
appear.

Properties  Effect settings

M4 P Bl 00h00m00s00 Selected beams ~ W (®
Duration 00m 05s 00
10 coiors © © 0 B [ | H B R
?:Grayscaie O 2
3 I Transform None P I
Color Width O 0

Angle

Gradient

The parameters that appear here will vary from effect to effect. The effect we
selected in the above image was Rainbow but a lot of them will be similar.

You can edit the color palette the effect uses (1), and add or reduce the amount of
colorsiniit.

The grayscale option (2) will translate the color effect into grayscale, allowing it to be
played on lights that don't have color options such as generic single channel fixtures.
The transform dropdown (3) allows you to apply vertical or horizontal symmetry to
your effect.
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As the name suggests, Color Width widens a color. In the case of a rainbow effect
each fixture will have a different color, like in the image below.

When you increase color width each color will begin to appear over multiple fixtures,

00000

like below.

Angle (5) shifts the angle of an effect anywhere from 0°-360°, particularly useful
when working with a matrix.

Gradient (6) affects the gradient between fixtures, when set to 100 the color transition
from fixture to fixture is smooth, at 0 the color between fixtures becomes a hard
change, see the images below.

o ° ° : / @ I pli < =
[
o ° ° ° ° o = :
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X/Y Effects
X/Y Effects or Move effects, work exclusively with moving fixtures, if you don’t have
any of those patched, the effects won't do anything.
The X/Y Effects are named by the motion your fixtures make but you're not limited to
these movements. When you first drag one of these effects to your fixtures the effect
settings window will look like it does below.

Duration 00m 05s 00

R
® ®
—e—
Phasing O 0
ISymmetry 3 I:I I

The shape in the center (a circle in this case) represents the motion your moving
head will make. By dragging and stretching the dots around the shape (1) you can
manipulate the motion your moving head makes. You can add anchor points just like
with the LED strip fixture type, this allows for truly unique movement.

The Phasing slider manipulates the phase of your moving heads, controlling if
they move in or out of sync with each other.

The Symmetry tickbox (3) will make your moving fixtures move in symmetry, very
useful if you have multiple groups of moving heads moving together.
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Special

Special v
;6 Rela
7 ) 4

W) Audio

Relay ON

The Relay ON block can be used to turn on and off up to 2 external relays. This effect
can only be used with Relay fixture types and is only compatible with the DINA DRI,
DRI Lite and SR1 controllers.

To use yours relay(s) :

;g, Relay ON
1) Drag and drop a Relay On block

2) onto a Relay fixture in the grid area.

This will create a new Relay On block to control your fixture. You can change
the size of this block and duplicate it to create multiple blocks. For any empty
space on the timeline the relay will be turned off. In the example below, the

relay will turn on and off every second.
0mO00s00 00m0O1s00 00mO02s00 0C

o Relay ON Relay ON
8

Timeline

Relay On blocks can be targeted at Relay fixtures using the drop-down list in
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the Properties window

Properties

4 P Bl 00h00m00s00 #lRelay

3) Next, assign the Relay fixtures On the Standalone screen, to outputs in the
Output window (bottom/right). This is also covered in the Output Window
section.

Relay port1 - MRy

Relay port 2 - #2.Relay v

For information about wiring your relay(s) please refer to the Technical
Datasheets available on the Downloads page of the Nicolaudie website.

Audio

When you drag the Audio block to a timeline a file tree screen will appear, allowing
you to import the audio file of your choice. Clicking the down arrow next to Timeline
will display the Volume timeline and the Waveform. This can be useful if you want to
manually target effects to happen at particular points in the audio.

Note: Only . mp3 & .wav files are compatible with ESA Pro 2.2.

 Timeline

Valume

The audio block is not used for automatic sound-to-light. For this see the section:
Standalone > Sound-to-Light with T-C-A.
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Mappings
Mappings is where you create a shape and link it with a timeline. There are a few key
differences between the Selections Tab and the Mappings Tab, these are highlighted
in the image below.
1

Builder  Selections I Muiiinisl Dali Contents

Mappings Ik.' H @ @ @ 3 p ,@ m w Color

A, Rainbow

@ spra
Burst

P suterty
26 Plasma

& Bounce

& Fire

[&] Media

=3 Knight Rider
T Text

= sweep

B sparie

88 Tube

388 Random

&4 Rain
/8%

- .

You can select the mappings tab from the tab selector (1). Just like in the selections
tab, your mappings will appear on the left side of the workspace (2).

Mappings provides a different toolset (3) than what's in the selections. The pointer
with a dotted square around it allows you to select fixtures. The tools to the right of
this allow you to create rectangles, circles and polygons in the workspace, these are
essential for mappings.

On the right hand side of the workspace you have mapping effects, these are
exclusive to the mappings tab and can’t be accessed in any other tab.

Creating Mappings

After you've patched your fixtures you can begin creating mappings. Go to the
mappings tab and choose a tool to create your shape.
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You should then click & drag to create your desired shape. You can do this over the
top of fixtures or create your shape and then drag it over the desired fixtures. You can
resize the shape once it's been created.

As you can see in the image below I've created an oval mapping over a matrix.

Color v

2, Rainbow

Once you've created a shape it's time to create your programming. Eile

Mappings offer several unique ways to program your fixtures. You can drag and

o Butterfly
drop one of the pre-programmed effects to your mapping or use the Media T
block & Bounce
to import a media file of your choice to be mapped. & Fire
Note: Only the following video formats work with ESA Pro 2.2; .Gif, MP4, MOV
(with resolutions less 1280x780 pixels) =T

T Tent

. = sweep

Below you can see the Fire effect mapped to an oval. "

88 Tube
Each mapping effect has multiple parameters to adjust, giving you a world of £23 Random fil
possibility for your effects. £ Rain
Each mapping can be locked to prevent accidental editing by right clicking and % *ei
pressing lock/unlock from the context menu that appears i

* Starfield

»+ Graph

= Unes

i oria

Rename...

Lock/unlock
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DALI
The DALI tab is where all DALI programming takes place using DALl Command Blocks
within Scenes or DALI Sequences.

DALl is available as standard on the Nicolaudie DINA DR1 and DINA SR1 models. It is
available as an optional license upgrade for the DINA DRI LITE. See Smart Upgrade
Tools for more information.

Note: Available features vary depending on what type of DALI gear you're using. Not
all DALI Gear types are fully compatible with ESA Pro 2.2, some will only respond to

basic generic commands. Full compatibility will be coming in future updates.

DALI Gear Compatibility Table

Gear Type Description Full Compatibility?

DTO Fluorescent Single Channel

DT Self-Contained emergency control Future update
gear

DT2 Discharge (HID) Lamp

DT3 Low Voltage Halogen Lamp

DT4 Incandescent Lamp Future Update

DT5 DC Converter Future Update

DT6 HP Lomp (Slngle Chqnnel) _

DT7 Switching (relay) Gear Future Update

DT8 Colour Control Gear

N I
N



DALI Commissioning
Before you can begin programming your DALI gears you'll need to commission your
DALI bus. This process takes place within the Hardware Manager. You can access
Hardware Manager via the Tools drop down in the software or in the Hardware

Manager folder, found in the file structure for ESA Pro 2.2.

ESAPro2 File Edit ViewSet‘tings Language Help

[ 3D Visualizer

3 Hardware Manager
an

Profile Builder
DMX Levels DR1
Import device

w

R1 v Nrite on computer  Write for cloud
+ Export o
@ New DINA-DRI } Zones Scene
Zone 1
Zone 2

Once you're in Hardware Manager you should connect to your DINA DRI. The first step
to take is checking your device firmware. To use the DALI functionality you need to be
Using firmware 4.00+

[ ] Hardware Manager: Apr 9 2024 1.15.0-30100 GIT:5e1f9dd1.15.16-30100-GIT:6980840-(Apr 9 2024)

Firmware:
\ Device Firmware Version 4.04
- Device Firmware Compilation Date 2024-02-19 16:06:44
E New Firmware Version
DINA1 Information - fati 17+
DINA-DR1 New Firmware Compilation Date 2024-04-02 09:17:29

470465 Firmware changes:

SUT |t
-

Sut

o

¥

‘ Firmware

Firmware Update

Show will be backup,upgraded and restored during firmware update process
DMX In/Out Updating firmware, this may take a few minutes.DO NOT DISCONNECT YOUR DEVICE.We recommend connecting your
\Nle device directly to a USB port on your computer rather than through a USB hub.

% > Modules Versions

201N
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If you don’t have the option to update to Firmware 4.00+ you should download a
new version of Hardware Manager from the downloads page on our website...
https://www.nicolaudie.com/download.htm

Once you've updated to firmware 4.00+ you'll see a new tab appear in
HardwareManager; DALI.

Hardware Manager: Apr 9 2024 1.15.0-30100 GIT:5e1f9dd1.15.16-30100-GIT:6980840-(Apr 9 2024)

DALI Bus
® DALI-Bus 1 DALI-Bus 2

Fixture Count :

DINA1 E Comissionning... DALI BUS :
DINA-DR1

® Individual fixtures
470465

& Groups

Fixture infos

Address :

Type(s) :
Dali o

Groups :
<>

1/0 - Ports

® Identify selected target

This tab is where all DALl commissioning takes place.


https://www.nicolaudie.com/download.htm

Hardware Manager: Apr 9 2024 1.15.0-30100 GIT:5e1f9dd1.15.16-30100-GIT:6980840-(Apr 9 2024)

DALI Bus

\ ® DALI-Bus 1 DALI-Bus 2 9
% I
E Fixture Count :

DINA1 DMX In/Out [4 Comissionning... 2DALI BUS :

DINA-DR1 L ® Individual fixtures
470465 © Groups

9 TS
- L'J LedPixel

SIUDIT0A Fixture infos

LR512
207219 Address :

\ Bl Type(s) :

. @
E Groups :
DINA1 1/0 _
DINAAADR1

470082
1/0 - Ports

O

Identify selected target

To begin you should select the DALI bus you want to commission (1). The DINA DR1/SRI

can control up to two DALI buses. Each bus can control up to 64 gears.

Once you've selected the bus you can now press the ‘Commissioning... button (2).
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Next, the Commissioning screen will appear which lists the options available to you.

Full discovery

RESET all the bus configuration and addresses.Then discover the BUS and
set new random addresses.

- New installation

Partial discovery

Check if the actual fixtures are still on the BUS,and discover potential new
fixtures.It doesn't modify already addressed fixtures and groups
configurations.

- BUS modification

Passive discovery

Read the actual Bus configuration,without applying any modification.

-» Bus inspection

Cancel

Full Discovery (1) should be used when commissioning your bus for the first time. It
will scan the bus, check for gears & their types and automatically address them.

Partial Discovery (2) will check the bus to see if all gears are still present, check for
new gears & remove gears no longer present on the bus from the software list. This
should be used if you're integrating new gears into a bus or removing them, without
resetting the whole bus configuration.

Passive Discovery (3) will read the bus status but won't make any modifications to it.
This is useful if you want to check what gears are on your bus.
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Once you've commissioned your DALI Bus your gears will appear in a list on the right.

DALI Bus
\ ® DALI-Bus 1 DALI-Bus 2
%

E Fixture Count :
DINA1 DMX In/Out [ Comissionning... DALIBUS :
DINA-DR1 s\ e ~ @ Individual fixtures
470465 :
Fixture_0
§ Groups

\ ™ Broadcast
3

2 1N

E LedPixel
Fixture infos

DINA1
DINAAADR1 Address :
470082
0
Type(s) : 2

[DT6] LED lamp, [DT8](XY)(Tc) (RGBWAF : 6) Colored lamp

Groups :
</(> No groups

1/0 - Ports

Dali

Go to MAX Level

Go to MIN Level

G OFF
Identify selected target ‘

Gears on your bus will appear on the right side of the window (1). When you select a
gear you'll have information about it appear in the middle of the screen (2). It will
typically include the address,type of gear (DT number), groups and the available
color channels.

This information is all stored within the Gear(s) memory.

In the above image you can see there’'s a DT6/DT8 (switchable) Gear that has
access to RGBWAF channels. You can recall the maximum or minimum levels for the
selected gear or turn it off (3).

If you wish to identify the gear you have selected you can check the Identify
Selected Target box at the bottom of the window. This will cause the selected
gear to flash until the box is unchecked.
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Once you've commissioned your bus you can close HardwareManager and return to
ESA Pro 2.2 and begin programming. Your device can only connect to one bit of
software at a time.

Programming DALI
Now your bus has been commissioned you can import the gears into ESA Pro 2. This
is done via the DALI tab in the Patch window. Information about the DALI patch screen
can be found earlier in this manual under DALI Patch Window.. It's recommended
you patch your DALI gears in a separate zone to your DMX fixtures if you want to
control them independently. If you plan to control your DALI fixtures using the same
scenes as your DMX fixtures you can patch them into the same zone.

When your gears are patched you can begin programming.
There’s two ways to program your DALI gears:
1) Scene & DALI Blocks : Yellow DALl command blocks are added to a scene
timeline and send commands when they are reached in the scene playback.

2) DALl Sequence : DALl Sequences behave as a scene with no duration and no
loops, all DALl commands are sent immediately when the sequence is started.

My project
Add Scene | -
Add Dali sequence 00m05s00 ¥ A
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DALI Blocks & Scene Timelines
DALI commands are found on the right side of the workspace in Yellow.
General Commands (1) can be used with any DALI gear that's compatible with ESA
Pro 2.2, for a list of compatible gears Gear type-specific commands will be listed

underneath the relevant gear. In the image to the right you Contents

can see the color command is only usable with DT8 gears. 1
{#i) Fade
i) On (100%)

(@) Off
The list of DALl commands will increase as we expand DALI

. . L - {#) Dirnrmer
functionality in ESA Pro 2.2 and add compatibility for additional
DALI Gears. 0 B
DTa ki
The table below details each command. @) Color
Othars X
() Commands
Configuration Commands Commands that configure a parameter
for the selected gear(s) until told
otherwise
Fade Configure fade time for selected gear(s)
Non-Fading Commands These commands will ignore any set
fade configuration
on (100%) Recall Maximum gear level
Off Turn gear off
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Fading Commands

These commands follow the fade
configuration unless instructed

otherwise
Dimmer Set dimmer level
Scene Start a scene from the geor(s) memory

DT8 Commands

These commands are only compatible
with DT8 gears.

Color

Set a color (DT8 only)

Miscellaneous

Commands

Create a custom block with advanced
commands

Note: When programming changes to color temperature with DALl values are in

Mirek (or Mired). These values don’t work like Kelvin. For example 0 Kelvin = 65535
Mirek/Mired and 10,000 Kelvin = 100 Mirek/Mired

There’s two ways to assign commands to your DALI gear(s).

Option 1): Use the same method as creating Selection & Mapping effects where you

select which gear(s) you wish to affect using the click/drag or shift/click methods

Option 2): Use the dropdown highlighted in the image below (1) to select if the

command is sent to a specific gear, group or broadcast to all gears present on the

selected bus.

The Properties window that appears when editing DALl command blocks is very

different to the one you've previously seen when editing Selection & Mapping effects.
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Properties = Dali commands

d Er—

Fade oms (0s) v

Commands DTRO

SET_FADE_TIME_DTRO

Convert Make commands block

The fade dropdown will add a fade to the selected command. If a fade is set here
the selected gear(s) will ignore any fade configuration commands previously sent .

If this is set to ignore then the gear(s) will continue to fade according to any fade
configuration command you've previously sent. The Commands box (3) breaks
down the actions that happen, and the order in which they occur in a command
block.

To edit the actions that happen in a block and the order they happen in you should
select Convert; Make commands block

You can add DALl commands to any scene, just as you would a regular effect but you

can also create a DALI Sequence. These can be selected from the dropdown in the
My Projects section of the editor window.
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= > | & | ¥ Zones Global

Builder Selections Mappings  Dall

Contents Properties

Dali groups P LB W General Y | Name New Dali sequence
© Fade Zone Global
)] — 00h 00m 055 00
@ off
@3 Dimmer
@ scene
o18
& color
Others
& commands
+ §
My project Selected scene
Add Dali sequence v + | 3
Add Scene
ocomossoo & &
1@ New Dali sequence 0omoss00 & &

Add a Dali action by clicking the + button
or by dropping a Dali action in this zone.

In a DALl sequence you can stack multiple commands. These commands will be

issued in the order they appear in the sequence. Commands take approximately 40
ms to send.

DALl commands can be placed in a timeline just as regular mapping & effect blocks
do, however they can't be stretched/shortened or automated. You can have both
DMX and DALI in a timeline.
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Standalone

o)

The Standalone screen is where you will add your programmed scenes to your

controller. Other standalone options can be set from here, such as calendar triggers

and other types of external triggers to start scenes.

Note: The options that appear in this screen can vary depending on the controller

you're using, these will be covered as we get to them.

When you enter the Standalone Screen it will look something like it does in the image

below, divided into 5 main sections, the devices window (1), the My Project window

(2), the device memory window (3), the Properties window

Output/Calendar/Synchro window (5).

=k P | & | ¥ config  confign o+

and the

Devices New DINA-DR1 : DINA-DR1 Properti
DINA-DRI v+ Write on computer  Write for cloud Sceneslist  Triggers list Name New DINA-DRI
1 New DINA-DRI + [l zones Scene Duration Loop [1TYPe DINA-DRI
Global o1 @ Red 00m05500 w  [product
Zone 2
i 02 Blue 00m05s00 @ i
1 e o et soia
Zone 4 Serial None set
Zone 5
Zone 6 Aet
7 Jeore? Memory
—Z"”e e
My project Zone 9 Triggers None set
s [Zone 10
Addall  Add Selected Remove all R 3 Variable: None set
Zone 11
Global v -+ Bzone 12 Scene button priority Default (100)
@ Red 00m05500 >
Zone 13 Zone merge Latest takes priority
@ Green oomoss00 + 7000 1a
8 Blue oomossoo » 0 s Port sensitivity timing 100
ne
2 ERSIC 2DMX refresh time 40
Zone 17
one 18
Zone 19
Zone 20
Outputs | Calendar = Synchro
Name Index Target
omx1 Universe 1
DMX 2 v
oMX3 v
DMX 4 v
DMX 5 v
DMX 6 v
Relay port v
L +
.
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Managing Devices
The Devices window, pictured below, is where you manage the devices ESA Pro 2.2 is
connected to. Here you can add a device by selecting the dropdown, selecting the
device type you wish to import and pressing the + button. This is very useful if you
don’t have access to the device your programming will end up on. When you've
added a device here you'll need to assign it a serial number, you can do this by right
clicking on it and selecting the serial number associated with the connected device.
You can also toggle if the device is active here. An active device will have a blue
lightning bolt next to it.

Devices
STICK-KEI v 4+

E DinaaTestaPackal2345 X

When you select a device in this window you’ll see Device Properties appear in the
properties window to the right of the device memory window.
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Properties

Type SIUDI-T

Product

Serial None set

Active

Memory

Connection status Not connected

Force use of IP address O

Broadcast

Triggers None set

Zone merge LTP v
Port sensitivity timing 100 -
eDMX refresh time 40 o4
Keypad mode Scene button v

This is where you can edit some of the advanced options on your device. The Active
tick box controls if your device is active in the software.

Memory shows you the total available memory on the device. On controllers with
expandable storage you can have up to 32Gb of memory.

Force use of IP address bypasses automatic detection when connecting via LAN and
connects directly to the specified device IP address and subnet mask. Refer to the
technical datasheet for your device to learn how to find the IP address. Automatic
network detection relies on broadcast messages sent from your computer reaching
the controller. These can be blocked by some network configurations and common
devices such as wifi-extenders.

Triggers is where you go to set T-C-A (Trigger-Condition-Action) triggers. This will
only appear if you have an NSA Device (Nicolaudie Standalone Engine).

Note: NSA compatible devices are the DINA DRI, SR1 & DR2 as well as the SLESA UII.
TCA triggers will be covered in depth later in this section.
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Variables is where you can create and assign variables for your triggers and
controller. This functionality is only available on NSA devices. Variables will be
covered later in the manual.

Zone Merge when using the Global zone and a custom zone in the same project, it is
possible to trigger 2 scenes in different zones which control the same fixture(s). This
setting allows you to control how this is managed.

Below is a brief description of the two operating modes:

LTP (Last Takes Priority): This mode means that the last triggered scene will always
take priority and be visible regardless of which zone it is in. This is the default
behavior.

Zone order: Imagine Zone |, 2, 3 etc stacked on top of each other, with zone 1 at the
top and 3 at the bottom. In this mode, scenes playing higher in this stack will hide
those playing on zones below until they are stopped (released).

For a more in-depth description see the section Advanced Standalone Techniques.

Port Sensitivity Timing changes how often the controller checks for behavior on the
Dry Contact Ports on your device in milliseconds. This is set to 100ms by default so the
controller will check for new behavior on the ports every 100 milliseconds.

eDMX Refresh Time allows you to adjust how many DMX frames your controller sends
via Art-Net, for example the DINA DR1 sends 100 frames per second but this is too
much for some Art-Net devices to handle, in this case you should adjust this

parameter.

Keypad Mode is a parameter exclusive to the SLESA UT1A. By default this parameter is
set to Scene Button but you also have the option to set the Keypad to trigger mode,
allowing you to use the keypad buttons as a trigger method with TCA triggers or to
disable the keypad entirely.
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Selecting a Zone in the Device Memory window will give you two options to modify in
the properties window. Starting scene dictates what scene the Zone will start on
when the controller boots up, by default this is set to ‘Last Played Scene’'.

The other option you're given is whether you want the controller to process triggers
for the zone you have selected on startup, by default this option is enabled.

Adding Scenes to Memory
The My Project window, pictured below, is where your programmed scenes appear
in their relevant zones. You can add or remove scenes and zones by using the arrows
that appear next to them or by pressing the Add all, Add Selected or Remove All
buttons.
The Pre Selection icon that you see appear next to your scenes in the Editor tab also
appears here. By default this is active but if you deactivate it then any scenes that

don't have pre-selection enabled will disappear from this list.

My project

Y
\

Add all Add Selected Remove all

L\~

Global v -
@ Red 00m10s00 =
@ oGreen 00mI0s00 -+
@ Blue 00mI0s00 -

The device memory window is where you view the scenes that are waiting to be
written to your devices memory and access tools to create show files and test your

show in Standalone mode.

Scenes in this window can be re-arranged by clicking and dragging the three dots

that appear left of a scene.
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New DINA-DR1 : DINA-DR1

Write on computer  Write for cloud Scenes list  Triggers list

Zones Scene Duration Loop

Global o1 @ Red 00m05s00 o

Zone 2

{02 Blue 00m05s00 Q®
Zone 3 @

Zone 4
Zone 5
Zone 6
Zone 7
Zone 8

Along the top of this window is where you have device memory tools.

Read will pull the showfile that's stored on your device and import it into ESA Pro 2.2
(If compatible), this is very useful if you want to edit a show but don’t have the
original file to hand, just the device.

Write; will write all of the scenes listed in this window to the device memory.

You can use the Write on Computer button to create the same showfile that would
be written to the device on your computer.

If you're creating a show to be uploaded to the Nicolaudie Cloud use the Write for
Cloud button.

The Test button puts your device into standalone mode within ESA Pro 2.2, this allows
you to check your show has been written correctly and all of your fixtures are
behaving as expected.

Set UTC allows you to set your device's internal clock. To do this you should first
navigate to the Settings menu and click the System Location option that appears.
From here you can select the location of your controller. Once you've done this press
Set UTC to update the Date, Time & Location of your device.

Scenes List will create a simple, exportable, plain text scene list. This details the scene
index, hex identifier, name & zone.
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Save

Scenes

New DINA-DR1 : Scenes

| Index | Hexadecimal | Scene | Zone |

| 1
| 2

| 00
| 01

| Red | Global (1) |
| Blue | Global (1) |

OK

Scene Properties

When you select a scene in this window you’ll see some more options relating to the

scene appear in the properties window on the right hand side.

Note: The options that appear here will vary from device to device, device exclusive

features will be noted.
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Properties

Name off

Fade In 00h 0OOm 30s 00

Loop number Infinite v
Release at end

Jump to... v
Port trigger None v
Clock trigger Add...

Picture Add...

Use compression (v}

Compression O

Scene name . This name may show on remote control apps or on the screen of the
device depending on which device you have.

Fade in sets the scene fade time from the last scene. In the example above, it will
take 30 seconds.

Loop humber controls how many times a scene will loop before finishing, this can be
set to infinite, as it is in the above image, to loop until another scene command is
given.

The Release at end tickbox lets you dictate what happens when a scene reaches it's
total number of loops, if ticked the scene will be released after the final loop and go
to blackout if there’s nothing playing in the global zone or begin playing the same
scene that's in the global zone.

In non-NSA devices (e.g. STICK DE3) you'll have the option to assign what scene the
controller jumps to when a scene is released just below the Release At end tick box.

The Port Trigger dropdown is where you assign scenes to dry contact ports for
triggering. The amount of ports available varies from device-device, if you're unsure
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how many ports your device has you can find out by consulting the technical
datasheet for your device on our website by following the link below:

https://www.nicolaudie.com/en/download.htm

Clock Trigger is where you create Date & Time triggers for non-NSA devices such as
the STICK DE3. Clock Triggering will be covered in detail later in this section.

Picture is an option available exclusively for the STICK DE3. This allows you to upload
an image file to be displayed when the selected scene is playing.
Note: Only .jpg & .png files with a maximum resolution of 160x128 are accepted.

Compression tools are very useful if you're working with a large project or devices
with limited storage capacity.

Use the tick box to enable/disable compression.

The slider below this dictates how compressed your scene will be. It's worth noting
that on dynamic scenes more compression will lower the resolution of the scene, to
keep a scene running smoothly you should use minimal or no compression.

Zone Properties
Zone properties can be used to set the startup behavior of scenes in each zone on
NSA devices (DINA DRI, SR1 DR2 and SLESA-UII).

Devices can have a different starting behavior for each zone using the zone
properties below.

Starting Scene

- Last played scene : start the last played scene.

- blackout: start with the zone off. (i.e. scene 00)

- Set scene : select a specific start scene from those assigned to the device.
Process triggers at startup: if enabled, the device will run through the triggers from
that day, ensuring the device state is as it should be.

1. Select a Zone in the list
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Hew SLESA-UT1 : 51UDI-T

ite on compu  ite for clc

Zones /530‘1'2

Global P @ static Allup
Lobby

i 0z Al off
Zone 3 - R

2. Look at the options in the Properties panel to see options for Starting Scene

and triggers.

Properties
Starting scene Last played scene
Process triggers on startup (99

Process triggers on startup. When the device goes into standalone mode, after a
connection to software or power off, the device simulates time triggers at each
minute between the last time we were in Standalone mode ( 24h max) and current

time.

Note: For non-NDA devices the Zone properties window is blank. Insead, look in
Device properties in ESA Pro 2 or HardwareManager > Settings. Devices such as the
SLESA-UE7 and Stick-DE3 have a scene recovery system. This will trigger the last
scene from that day regardless of whether the device has been in standalone mode

or not.

Output, Calendar & Synchro
The Output, Calendar & Synchro window has three tabs, these will be individually
covered beginning with the Output window.

Output Window
The Output window will look something like it does in the image below.
Note: This window will vary from device-device, not all devices will have the

features listed here.
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Outputs | Calendar Synchro

Mame i1+ [H] Show Input
DMX Dutput 4 - Universe -
DMX Output § - Unlversa
DMX Output & - Unlverse -
Relay port 1
Relay port 2
Dall output 1 - Bus 1
Dall output 2 - Bus 2

+

DMX Output directly correlates to DMX output on your controller, in the image above
a DINA DRI is connected which has 6 DMX outputs so we have the option to change
which universe each output is sending. If your device has alternative output options
(such as relays or DALI) these will also appear here.

When you click on the Universe dropdown a list of 100 universes will appear, select
the universe you wish to output from the DMX output. For example; both DMX output 1
and DMX output 2 can output universe 1 etc.

The Relay port option is exclusive to the DINA DRI, DRI LITE and SR1. Use the dropdown
menu to select which relay these ports control.
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Relay port 2

Art-Net node - 192.168.1.183 1 Univarsa 1
Dall output 1 Bus 1
Dall output 2 Bus 2

o4

If you scroll down in the Output window you'll also find options for Art-Net & DALI
outputs if these are available for your controller.

Art-Net will be covered later in the manual.

You can add new additional Art-Net universes or SACN outputs by clicking the +
button in the bottom right corner of the software.

Note: Additional Art-Net universes must be purchased separately, you can check
how many Art-Net universes your device has licenses for in the SUT window of

Hardware Manager.

Calendar

The calendar window allows you to quickly view which days of the week have a
date/time trigger occurring.

Days that have a trigger occur are marked by a dot below the date, you can see this
highlighted in the image below where a scene is triggered every Sunday.
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Cutputs | Calendar | Synchro
4 MAY 2023 L

2 23 24 25 26 27

28 30 k1| 1 2 3

Network Synchronisation

(synchro for short) works with STICK KE2 & DE3 controllers. This feature allows two or
more STICKS of the same model (e.g. 2x STICK DE3's) to have scene selection
synchronized on a per page basis. For example, if a user selected scene 2 on page A
on one STICK, all the other STICKs on the network can be made to select this scene if
configured as below. This is particularly useful when controlling one space from
different locations in a building. Note that this feature relies on broadcast network
messages being sent and received and is therefore not compatible with VPNs.

You can select which pages [ zones to synchronize in ESA PRO 2. You may choose to
only synchronize some of your pages [ zones.

The Stick-DE3 and KE2 work slightly different:
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- 1. The Stick-KE2 will only synchronize pages A - E; it does not care what zone is
loaded onto it. 2. If you are using the extra pages beyond A-E such as Al, A2, A3
etc, this feature will not work.

- The Stick-DE3 is more advanced and will synchronize zones regardless of what
page they are loaded onto.

How to setup Network Synchronisation:

1) Connect both of your devices to ESA Pro 2 and import them to your project. If
the STICKs are available, you also add two STICK devices using the + button
(see image), and activate them later using the serial number + device name
(USB connection) or IP address (local network). Each can be activated in the
Properties window.

Davices

STICK=-KEI T
DEFAULT t
DEFAULT %

Example with 2x Stick-DE3s.

2) Add your scenes to each device. Notice the Zone name is copied to the page.
(e.g. Zone 1 becomes ‘Global’ etc). Only scenes from the same zone can be
added to a page. With the Stick-DE3, the zone order does not have to be the
same on each device for sychronisation of those zones to work. With the
Stick-KE2 it is necessary to use the same zone order on each page on each
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device.

3) Switch the bottom right window to set up Synchro. In the example below |
have enabled 2 zones on the Stick-DE3s to sync, called Everyday and Override.
You will need to select each device in the Devices list and enable this.

Sticks DE3 [ New STICK- New STICK-
Everyday [ ] |
Override ] ] ]

4) Write your show to each device using USB or Network.
(note : for customers who remember ESA Pro vl, it was necessary to write all
devices at once over a network. With ESA Pro 2, you can write each device

individually over USB or Network. )

To test the network synchronization, connect all STICKs to the same network and
change scenes on the pages/zones you have selected to sync. You should see them
changing. If not, re-check your sync settings above and make sure nothing on your

network could block broadcast messages.

Clock & Calendar Triggering
The following section discusses Clock & Calendar triggering. This type of triggering is
only available for older, non-NSA devices such as the SIUDI 10 (and older) and the
entire STICK range of controllers. The more advanced T-C-A triggering options will be

discussed in the next section.
To access Clock & Calendar triggering you should begin by selecting the scene you

wish to set a trigger for in the Standalone window and select ‘Clock Trigger... Add’

from the scene properties window.
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e

Name Red

Loop number | Infinite ]
Release at end (|

Jump to... | vl
Port trigger | None |
Clock trigger Add...

Pictura Add...

Use compression (]

Compression O

Once you've done this the Clock & Calendar triggering window will appear as it does

below.

Time Trigger

+ Add

To set up a new trigger we press ‘Add’ to begin creating our trigger.
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Calendar trigger

1.Day time 2.Date Il z.0ptions

@ Time (hh:mm) Date range
12:00] @ Every Day £

o

(O Sunset
Repeat

i Specific date

Q Sunrise Osp : Every (hh:mm) 00:00

o All day Stop (hhzmm) o0:00
Offset (hh:mm)

Every week
O Every 00:00
1

() Every week between

=

Cancel oK

The Clock & Calendar trigger window is divided into three main sections, Time (1),
Date and Options (3). Time is where you set the time of day you want your scene
to trigger. With devices that have an astronomical clock you'll also have the options
to trigger at Sunset & Sunrise for your device location.

Note: Device location can be set in Hardware Manager or by using the “Set UTC”
button in the Standaloone screen of ESA Pro 2.2. All devices default to Montpelier,
France as standard.

Once you've set the time of day you want your device to trigger you can move onto
the ‘Date’ pane. Here you can set how often you want the trigger to occur, being able
to select every day, a specific date, day of the week or weekday-range.

Lastly you have the Options pane. Here you can select a date range within the year
to trigger, how often (if at all) you want the trigger to repeat and any time offset you
want to apply.

When we've decided the parameters of the trigger we press OK and the trigger is
ready to go.

Each scene can have multiple triggers.
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T-C-A Triggering
The following section discusses T-C-A Triggering. This type of triggering is only
available on new NSA devices such as the SLESA-UII, DINA DRI, SR1 & DR2.

If you're searching for T-C-A definitions you should skip to the end of this section.
Trigger - Condition - Action ( or T-C-A) triggering is a powerful tool only available on

our newest devices. T-C-A triggering can be accessed from the device properties
window by clicking on Triggers, None Set (highlighted below).

Properties

MName DINA-DR2

Type DINA-DR2

Product DINA-DR2

Sarial 50111

Active

Memory 128 MB

Connection status use

Force use of IP address |

Broadcast [

Zone merge LTP w
Port sensitivity timing 100 -

Once you've selected this the T-C-A window will appear.
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I Advanced trigger [ TCA

pi -
v.| +

' Time Trigger
Port: Released

Port: Held
Scene: Resumed
Scene: Paused
Scene: Stopped
Scene: About to stop
Zone: Playing
Blackout: On

Audio: Beat

Button: Released
Button: Pressed
Button: Held

The drop down above lists a variety of trigger types, for now we're going to stick with
a Time Trigger.

Once we've selected the trigger type we want and added it your window will appear
as it does below. As you can see our trigger (T) is a time trigger occurring at 12.00
everyday.

‘Advanced trigger / TCA

[Tlm-Trlw-r V|+

v | Time Trigger
Triggering event

m | Time v Time Trigger: 12:00 Evary Day
Edit time trigger

Conditions
a | v)

Actions

B

Now we've set our trigger we can move onto the conditions (C).
71



You can use conditions to set prerequisites that need to be met before a trigger
occurs. Each trigger can have multiple conditions and conditions can be changed
from If Not to If by clicking on If Not.

The dropdown menu gives you several condition options to choose from.

» B | Time Trigger

Triggering event

TN | time " Time Trigger: 12:00 Every Day

Edit time trigger ]
Conditions
@ Port v Pressed Part: -0

1 2 3 4 s & 7 8
[~ B — I — I — T — I — N — I |

As you can see we've now got a trigger at 12.00 (T) that will only activate if port 1is
pressed (C), the only thing left for us to set is an action (A).

Just as each trigger can have multiple conditions it can also have multiple actions, in
the image below you can see the two actions we have selected to occur.

Actlons

a Scene : Start scene v ltem: | global v &0
Red
Q Saturation + | | Decrease Value: | global “ &
Red
55% 100%
 E——" ;

In summary our T-C-A trigger occurs at 12.00 everyday IF port 1is pressed. When it's
12.00 and port 1 is pressed the Red scene in our Global zone activates at 55%

saturation. You can see the complete trigger in the image below.
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Advanced trigger / TCA
Time Trigger v | e
» @ | Time Trigger i
Triggering event
m Time Time Trigger: 12:00 Every Day
Edit time trigger ]
Conditicns
port v| [Fresssd Port: 1 2 3 4 & & 7 8 e
[~ [ — T — O — T — O — I — I |
Actions
B scene «| | stortscene ltem: | global v @0
Red
3 Saturation v Decrease v Value: | giobal v @0
Red
55% 100%
 ————.
Cancel oK

This is only a brief summary of how to use T-C-A triggers. The system is very powerful
and allows for a whole host of complex triggering options.

You can find out the function of each trigger, condition and action in the “Trigger -
Condition - Action Functions” section at the end of the manual.

Sound-to-Light with T-C-A
ESA Pro 2.2 paired with a DINA DRI or SR1 gives you the ability to create sound-light
effects using beat detection.

This section is only relevant to the DINA DRI, DINA DRI LITE (with Audio triggering SUT
license upgrade) and DINA SR1 models.
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How does audio triggering work?

When an audio signal is received by the controller, it will look for transients in the
signal which are spikes in waveform. The Audio LED will flash to show when these are
detected by the controller. Audio:Beat triggers can be used with the action ‘Next step
in a scene’ to step through each DMX frame in memory with each audio pulse; this

creates the sound-to-light effect.

Compatible Scenes
To create effects that work nicely with audio triggering we recommend using

- Paint block effect with fade time set to 0:00 for each step, or

- Basic blocks, with the property Static block enabled.
Why is this? For sound-to-light to work well, the values between DMX frames need
to be different enough that you will notice them change with each beat. Pixel and
Mapping effects can generate amazing effects but many of the frames are very
similar if you step through them at 60 -100 beats per minute, for example.

Configure TCA Triggers for Audio
In the example below we will create 2 scenes controlled by audio beats.

1. Create 2 Scenes using the Paint block or Basic Block (with Static block
enabled).

2. Open the Standalone Screen, select your DINA DR1 or DINA SR1 on the left.
In the Properties - Devices panel (right) click the Triggers link. The TCA window

will open
Properties
Name DINA-DRI
Type DINA-DRI
Product DINA-DRI
Identification Serial v
Serial 470465
Active (]
Memory
Triggers 1 Trigger
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3. Create one Audio :Beat trigger to control all scenes you want to use with

sound.

Triggering event :
On: Beat

Actions:

i. Do:Next step in Scene ( specify zone and scene name )

ii. Do:Scene:Pause Scene (specify the same zone and scene name as

above)

Add these 2 actions for each scene you want to use sound-to-light with.

See example below where 4 actions have been added to control 2 scenes.

: @ v | Audio:Beat

Triggering event

T [ Beat v

Conditions

i

Actions
m Next step ina scene -~
@ Scene v
@ Next step ina scene -~

Scene v

Pause scene

Pause scene

Item :

Item :

Global

rgb

Item :

Global

yellowPink

Item :

Global

rgb

Global

yellowPink

- +]

X +]

X +]

R+

4. Write the show to your DINA and uncheck active to put it in standalone mode.

Connect audio

Select a scene. It will start playing with time until the first audio beat is

detected. When audio is detected you will see it play according to the audio

beat. You have sound-to-light! If the audio stops, the scene will pause.
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If you would like your scene to wait for audio beats before starting, it needs to start
and then pause. You could use a port trigger as in the example below.

2 v | Port:Pressedl

Triggering event

m Port | |Pressed < Port: 1 2 3 4 5 6 7 8
0 8 868 68 68 8 8
Conditions
L IF NOT 2 v
Actions
@ Scene ~ | Startscene ~ Item: | Global -+
rgb -
@ Scene ~ | | Pause scene v Item: | Global v @0
rgb -
Variables

Variables take the power of TCA and turn it up a notch. For example, you may want
to start a random scene in a particular range of scenes or select a scene based on
the minute of an hour. With variables this is possible and so much more. Thisis an
advanced topic and is only briefly covered here. More documentation will be
available in future.

The variables window can be opened by selecting your device from the Devices list,
then in the Properties panel look for Variables and select ‘None set'.

Triggers 1 Trigger

varlables None set

This will open the Variables window
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Expressior Cache itorage

" B

oK

Let’s try a simple example to get started:

Start a random scene in a specific range

Imagine you have 7 scenes. The first 2 scenes are standard ‘on’ and ‘low setting’

scenes. Scenes 3-7 are more interesting and you want these to randomly play each

minute during working hours from 9:00.

Scene
: 01

i 02

on

Low

i 03

i 04

i 05

i 06

red
knightrider
blue

yellow

rainbow

1)

3)

Open the Variables window from the Device properties panel.

In the Name field, give your variable a name without spaces, replacing
New_variable. E.g. you could call it randomScene

In the Expression list, find and double click on RandRange(,). This function will
pick a random number between 2 numbers with a min and max limit.
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4)

Marma randomScens

Expression | randRange(, )

It appears as red because the expression is not yet valid. It needs two
numbers added in the brackets, separated by a comma. Note: While we have
scenes 1-7 the scene index that we will use to select scenes is actually 0-6 as
computers start at 0! l.e. The scene index will always be 1 less. For the first
number, we will enter ‘2’ to select 3 as below:..

Expression | randRange(2 ,|]l

For the second number we could input ‘6’ to trigger scene 7. But what if we
wanted to add more scenes? We would have to change this number each
time. We can be clever and make the device count the scenes itself and then
calculate the scene index by minusing 1. See the expression below.

randRange(2 ,show_GetSceneCount()-1)

Varlables

Marme randomScens
Expression | randRange(2 show_GetsceneCount(}-1) [}
moon_EclipticLongitude() Usage: show_GetSceneCount()

return number of scene in current running

moon_llluminationFraction()
show, If no show valld return O

moon_Phase()

Leave cached and storage unchecked, and click OK.

Now we want to use our shiny new variable and expression with a TCA in place

of a static number.
Open the Triggers window.

Create a Time Trigger. We want our device to select a new random scene
every minute from 9:00 for 8 hours. We enter 9:00, Everyday and check
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Repeat. Every 00:01 minute and stop in 08:00 hours. If your current time is
outside of these hours you may want to adjust this for your own testing.

Calendar trigger

1.Day time 2.Date 3.0ptions
@ Time (hh:mm) @ Every Day [] Date range
09:00 From
(O Specific date to
) Sunset P
Repeat
(O Sunrise I
O Every week Every (hh:mm) 00:0
Stop (hh:mm) 08:00

6) For the Action ..
select Scene : Start scene
Item : Variable scene index : randomScene
OK

Actions

B Scene | | Startscene : ltem: | variable scene index
Prierity (default: 100) | 100 randomScene
7) Make sure you have more than around 5 scenes and write the show.
8) Uncheck ‘Active’ to put the device in Standalone. You will notice every minute
the device will randomly choose a scene in the range 3 to <max number of

scenes>.

More examples will be coming soon.

Art-Net

Art-Net (also referred to as eDMX) is a royalty free protocol used to transmit DMX 512

& RDM UDP data via network.

Art-Net allows for you to use more universes than you have physical outputs for.

To begin using Art-Net you'll need an Art-Net compatible device (DINA DRI, SR1 or DRI

LITE with Licence upgrade ) and an Art-Net Node.

Note: Art-Net nodes are a third party piece of hardware not supplied by Nicolaudie.
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When you've got your Art-Net compatible device connected to ESA Pro 2.2 you
should head to the Outputs window in the Standalone screen and press + to add a
new Art-Net output.

Add universe
Type Art-Net v
Detected node | eNode8Pro  ( ) R
or
IP Address
Target index 1 -t
Cancel 0K

ESA Pro 2.2 will automatically detect any Art-Net nodes on your network and fill out
the IP address automatically. Alternatively you can manually enter the IP address of
your Art-Net node.

Target refers to the output on the Art-Net node you wish to send your universe to. You
should enter the |.P address of your Art-Net node below this, this can be found on
your Art-Net node.

Once you've entered these settings your new Art-Net output will appear in the
Outputs window.
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Outputs | Calendar Synchro

Mama Indax Show Input
DA Output 5 Unlversa &
DMX Output 6 Unlverse &6
Relay port 1 -
Relay port 2 -
Dall output 1 Bus 1
Dall output z Bus 2

Art-Net node - 0.0.0.0 Universa 1

-+

F]

Now you have an Art-Net output you can decide which Universe you wish to send to
the Art-Net node target, in this case we're sending universe 1to Art-Net.
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Simulator

B

The Simulator screen is where you can test all of your programmed scenes whilst

connected to your computer.

Stop All
1.DINA-DR1 2.DEFAULT
Model: DINA-DR1 Model: STICK-DE3
Universe:1| 2| 3] 4] 5] 6] 11 2| 11 211 Universe: 1] 2
Serlal: 470465 Serlal: 653585
flotd & red @ creen d siue Skl & Rred & creen @ sive
Zone 2 oomiosoo £ 00mios00 £ 00mios0o £ el 0omioso0 £ oomios0o £ 0omiosoo £
Zone 3 Zone 3
Zone 4 Zone 4
Zone 5 Zone 5
Zone 6 Zone 6
Zone 7 Zone 7
Zone 8 Zone 8
Zone 9 Zone 8
Zone 10 Zone 10
Zone 11 Zone 12
Zone 12 Zone 13
Zone 13 Zone 14
Zone 14 Zone 15
Zone 15 Zone 16
Zone 16 Zone 17
Zone 17 Zone 18
Zone 18 Zone 19
Zone 19 Zone 20
Zone 20

When you've added your scenes to your device they'll appear in this screen in the
device they've been assigned to. As in the picture above, it is possible to have
multiple controllers connected and using the Simulator at the same time.

To activate a scene in this mode you simply have to click on the desired scene.

One scene can be played per zone at once. Both controllers can be playing scenes
simultaneously.

You can stop any scenes that are playing by pressing the ‘Stop All" button in the top
left of this window.
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Miscellaneous

ESA Pro 2.2 comes bundled with several auxiliary softwares and features to enhance

your use of the software, we'll discuss these briefly here.

Hardware Manager

Hardware Manager is the tool you can use to edit device settings such as clock,
update firmware, set up networks etc. In order to check you have the latest firmware
available you should check the Nicolaudie website for the latest version of Hardware
Manager.

https://www.nicolaudie.com/en/download.htm

Easy View 2

>

Easy View 2 is 3D visualization software included with ESA Pro 2.2. This is a great tool

to check how your scenes will look in a digital environment, perfect when you're away
from your work site.

Easy View 2 can be launched whilst in ESA Pro 2.2 by clicking the icon pictured at the
top of this section.
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Smart Upgrade Tools

SUT

Smart Upgrade
Technology

All current Nicolaudie Group controllers are upgradeable via SUT licenses except for
our STICK models. To confirm if your device is SUT compatible, connect it to
Hardware Manager software and look for the SUT screen. Here you can see all of the
licenses currently installed on your controller.

The following steps will explain how to add license upgrades to your interface or
change the name.

First you need to register your Nicolaudie Architectural interface to your Nicolaudie
Cloud account.

Either login with your existing account using the Login button ...
https://store.nicolaudie.com/

Or create a new account ...

https:/ /connect.nicolaudiegroup.com/SignUp

To register your interface to your account:

- Make sure to close all other software (Hardware Manager, DMX software, etc)

- Install and open the SUT tool (Mac or Windows). Links below.
https://storage.googleapis.com/nicolaudie-eu-tools/Release/driver-sut.exe
https://storage.googleapis.com/nicolaudie-eu-tools/Release/driver-sut.dmg

- Go to the Nicolaudie store and login using your account. Note: Please do not use
apple private relay email address accounts as these will not work.

- Go to "My Interfaces’

- Click the button "Register a new interface’

- Connect your interface by USB cable. The interface should register automatically
on your account and appear on the left hand side.

To purchase an upgrade:
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- Go to My Interfaces page

- Select your interface from the list on the left. On this screen you can check
installed applications and buy new applications and features.

- Add the hardware feature or software application you want to your shopping cart
and checkout. This will add the feature to your interface’s keycard.

To change the interface name:

- Go to My Interfaces page

- Select your interface from the list on the left.
- Select Settings (spanner icon)

- Enter a Customized Name and press OK.

To sync the new license and confirm success:

- Close the SUT tool and all Nicolaudie software

- Open HardwareManager (installed with your DMX software or available on the
Downloads page).

- Connect interface and select it in HardwareManager to connect

To see upgrades : Go to the SUT screen. This will show you all licenses on your
interface.
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Trigger - Condition - Action Functions

ESA Pro 2.0 & ESa Pro 2.2 use an engine called the NSA engine to give you powerful

triggering options for a multitude of circumstances, these are called TCA triggers

(Trigger, Condition, Action).

In this section, you can find the function of each Trigger & Action.

Trigger/Condition

Function

Time

Trigger an event at a specific time
and/or date

Port - Released

Trigger an event when a port is released

Port - Pressed

Trigger an event when a port or ports
are pressed. If multiple ports are used to
trigger an event, all must be pressed for
the first time in the same polling cycle.

Port - Held

Trigger an event when a port or ports
are pressed or held. When multiple
ports are used to trigger an event, it
does not matter if some have been
pressed earlier than others as long as
they are all active at the same time.

Button Released

Trigger an event when a button is
released

Button - Pressed

Trigger an event when a button is
pressed

Button - Held

Trigger an event when a button is held

Scene - Resumed

Trigger an event when a scene is
resumed
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Scene - Paused

Trigger an event when a scene is
paused

Scene - About to Stop

Trigger an event when a scene is about
to stop

Scene - Stopped

Trigger an event when a scene is
stopped

Playing in Zone

Trigger an event when something is
playing in a zone

Blackout Trigger an event when a blackout
occurs

Beat Trigger an event on a beat

Action Function

Scene - Start Scene

Start the specified scene

Scene - Resume Scene

Resume a paused or stopped scene

Scene - Pause Scene

Pause the specified scene

Scene - Stop Scene

Stop the specified scene

Scene - Start Last Scene

Starts the last scene in a list

Scene - Start First Scene

Starts the first scene in a list

Scene - Start Previous Scene

Starts the scene that was previous
scene in a list

Scene - Start Next Scene

Starts the next scene in a list

Stop All Scenes

Stops all scenes currently playing

Start Random Scene

Starts a random scene in the specified
zone
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Next Step in a Scene

Transitions to the next step in a
specified scene/zone

Dimmer - Increase

Increases the dimmer in a specified
zone/scene to a pre determined value

Dimmer - Decrease

Decreases the dimmer in a specified
zone/scene to a pre determined value

Dimmer - Set Value

Increases/Decreases the dimmer in a
specified zone/scene to a
predetermined value

Saturation - Increase

Increases the saturation in a specified
zone/scene to a predetermined value

Saturation - Decrease

Decreases the dimmer in a specified
zone/scene to a predetermined value

Saturation - Set Value

Increases/Decreases the dimmer in a
specified zone/scene to a
predetermined value

Hue - Increase

Increases the Hue in a specified
zone/scene to a predetermined value

Hue - Decrease

Decreases the dimmer in a specified
zone/scene to a predetermined value

Hue - Set Value

Increases/Decreases the dimmer in a
specified zone/scene to a
predetermined value

Speed - Increase

Increases the speed in a specified
zone/scene to a predetermined value

Speed - Decrease

Decreases the dimmer in a specified
zone/scene to a predetermined value
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Speed - Set Value

Increases/Decreases the speed in a
specified zone/scene to a
predetermined value

Extra Colour - Increase

Increases the value of an extra color
channel in a specified zone/scene to a
predetermined value

Extra Colour - Decrease

Decreases the value of an extra color
channel in a specified zone/scene to a
predetermined value

Extra Colour - Set Value

Increases/Decreases the value of an
extra color channel in a specified
zone/scene to a predetermined value

Colour Set a predetermined color in a specified
scene/zone
Reset Reset the specified scene/zone

Blackout - On

Activate a blackout

Blackout - Off

Deactivate a blackout

Blackout - Toggle

Toggle a blackout on/off depending on
what's currently happening.
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