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Quick Start

Welcome to Spikemark

Welcome toSpikemark the software desiged for theatrical automatioBpikemarkis built to

make mowung scenery easy and intuitivts t odayod6s shows grow increas
Spikemarkoffers a simple solution to bring the excitement of motorizedesgeo every

production.Using a Windows® E and standard Ethernet hardware, you can have a motion

control system that is easy to-sgt and expand wlelbeing incredibly economicalVhether you

need to move a deck winch, turntable, roll drop, or any other eSpittemarkallows you to

focus on he custom aspexof your production by providing a standard way to control motion.

Using Simulator, new in Spikemark 3.0, yatanwrite and run cues on a virtual stage without
being physically connected to any machin&tgw you can visualize automatefiexts in your
office, in a design meeting, or on your couch, letting you easily experiment with moving scenery.

A Word about Safety

The spectacle created bytorized scenery is fantastidotion control allows huge scene
changes to opetasnoothly in a matter of secondBut this powe deserves the utmost caution.

Unlike operating @omputerized lighting console sound system, an automation system can
pose a serious dangerperformers and techniciarisarge pieces of scenery moviaghigh

speed can easily injure, even fatally, any person thamwattingly caught in its pathTherefore,

a large responsibility is placed on you, as the automation operator, to be alert and aware of the
pepl e that may be in harmbs way.

NOTE: The GO button demandsa high level ofrespect.

Spikemarkassists the operator in maintaining safety by providing constant information of every

mot or 6 s posi t irdemredamedyensytstap susBnshoivsogpad providesan

immediate way fortte operator to shut down all the motion on tlagstUltimately, it is the
operatordés judgment and ability to see any po
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System Requirements

Spikemark can be used in two mod&snulator or Live. Simulator will enable you to set up a
show, program cues, and run cues on a 3D virtual stadieve mode, you can connect
Spikemark to real machinery and run cues that make actual scenery move

Spikemark is 100% fre@o ahead and downloadcopy for your show computer and another
copy for your office computer. You can set up your show file on one computer and tranger th
show file to another computer.

To effectivelyuseSpikemarkin Simulator modeyou will need:

A Windows® compatible PC (& GHz or faster)

A dedicated gaphics processor (recommended)
Windows®7 or better (Windows®.0 recommended)
Mi cr o s o4.6afransewarkN e t

4GB RAM & 10MB of free storage space

= =2 4 A

To run a show with Spikemark live mode you will @ditionally need:

A network interface card (or builb networking)
An Etherneswitch (We recommend Netgear)
Ethernet cables (1 for every device on the network)

One or more Stagehand motor controllers with electric motors (winches, turntables, etc.)

= =2 4 4

A ShowstoppeB Base

o Showstopper 3 Consolette (optional but recommended)

Installing Spikemark (in Windows 10)

1. Download the most recent installer from theeative @nners site
http://creativeconners.com/tteains/download

2. Doubleclick theSpikemarkSetupfile (Figurel).


http://creativeconners.com/the-brains/download

3.

4.

5.

Fen | Application Tools
Shar Manage
[] & e
§53 Copy patn ot
Copy Paste _ Move Copy Delete Rename
[7] Paste shortcut tor to* -
« ~ T @ » Gareth Conner » Downloads
~
Favorites
# Dropbox ﬁ
Gareth h
B Desktop SpikemarkSetup_
L] Recent places 30 Oexe
& SkyDrive
GitHub

# Downloads

= Libraries
:| Documents
&' Music

&) Pictures

B Videos

o) Homegroup
W Gareth Conner
A RentalDesk

Downloads - o lEN

®7 Open = BH selectan
gl Select none
New Properties 5
folder - W History 5 Invert selection
v P

SpikemarkSetup_3_0_0.exe

Application

Figure 1

In theUser Account Controlwindow, clickYes

In theWelcome toSpikemark Setup Wizard window, clickNext (Figure?2).

ﬁ! Setup - Spikernark

Wizard

continuing.

Welcome to the Spikemark Setup

This will install Spikemark version 3.7.1 on your computer.

It i recommended that you dose all other applications before

Click Mext to continue, or Cancel to exit Setup.

- x

Figure 2

Quick Start

In theLicense Agreementvindow, read the agreement, seledigree and clickNext

(Figure3).
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License Agreement
Flease read the following important information before continuing.

Flease read the following License Agreement. You must accept the terms of this
agreement before continuing with the installation.

IMPORTANT, PLEASE READ THIS. IT'S A SHORT ~»
LICENSE AGREEMENT.

This SOFTWARE PRODUCT is protected by copyright
laws and international copyright treaties, as well as other

intellectual property laws and treaties. This SOFTWARE
PRODUCT is licensed, not sold.

()1 accept the agreement;
[ TTdo ot accept e agreement

.-
< Back [| Next > || Cancel ‘

Figure 3

6. TheSelect Destination Locatiorwindow will launch You can either accept the default

location (recommended) or choose a custom spot on your computer to install Spikemark
Click Next (Figure4).

| x
I

Select Destination Location
Where should Spikemark be installed?

l Setup will install Spkemark into the following folder.

To continue, dick Next. If you would like to select a different folder, dick Browse.

| ‘ Browse...

At least 8.9 MB of free disk space is required.

¥ I
< Back Next > Cancel

Figure 4
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7. TheSelect Start Menu Folderwindow launchesClick Next. (Figureb)

7
iy =

Select Start Menu Folder
Where should Setup place the program's shortcuts?

2
Setup will create the program's shortcuts in the following Start Menu folder.
[a—

To continue, dick Next, If you would like to select a different folder, dick Browse.

| ‘ Browse...

rd
< Back I” Next > | | Cancel ‘

8. If you would like to have an icon on your desktop that you can use to launch Spikemark
quickly, checkCreate a desktop iconClick Next. (Figure6)

Figure 5

7
iy =

Select Additional Tasks
Which additional tasks should be performed?

Select the additional tasks you would like Setup to perform while installing Spikemark,
then dick Next,

Additional icons:

Create a desktop icon

rd N\
< Back l” Next > |!| Cancel ‘

Figure 6

9. With all the options configured, Spikemark is ready to be instaliédk Install. (Figure
7)

11
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Ready to Install

Setup is now ready to begin installing Spikemark on your computer.
Click Install to continue with the installation, or didk Back if you want to review or
change any settings.
Destination location:

C:\Program Files (x86)\Spikemark
Start Menu folder:

Spikemark
Additional tasks:

Additional icons:

Create a desktop icon
< Back l” Install D| Cancel
\
Figure 7

10. Thelnstalling Spikemark window will launch Figure8).

7
iy =

Installing
Flease wait while Setup installs Spikemark on your computer,

Extracting files...
C:¥Program Files (x86)\Spikemark\SpkeMark Manual v3.pdf

Cancel

Figure 8
11.In thelnstallation Complete window check the_Launch Spikemark option if you want

to start using Spikemark immediatelyncheckLaunch Spikemark if you want to run it
later. Click Finish (Figure9).

12
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Setup - Spikemark = =

Completing the Spikemark Setup
Wizard

Setup has finished installing Spikemark on your computer, The
application may be launched by selecting the installed icons.

Click Finish to exit Setup.

Launch Spikemark

‘ Finish '

Figure 9

NOTE: If Mi cr o s o ffrantework.isMa installed On your system, the
installer will direct you to a Microsoft update page where tle framework can

be downloadedAlso, checkWindows Updateregularly to keep your Windows

operating system up to date

12. After the Spikemarkinstallation is completealinch theSpikemarkprogram

Online Tutorials

Thereis a selection of video tutorials on the Creative Connaissite that cover all the basic
uses ofSpikemark http://creativeconners.com/resources/videos/trainidgos

Spikemark Highlights

Spikemarkhas anumberof great features, improving@r e at i ve Coohpmedings | e g a ¢
the easiest softwarto use for stage automati@pikemark s n a rhighlight$ oseits

handiest featureSpikes.The following area selection of old favorite features and some of the

great new improvements found in Spikemark 3

Simulator - New in Spikemark 3

Simulator, as the name suggests, simulates physical machinery on a virtual stage letting
you run cues and jog scenery around without being connected to any physical motors
Simulator is a great way to get familiar with Spikemark vatiithe needo set up heavy
equipmentSimulator is also an excellent pnasualization tool, you can use it to work

13
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through different cueing ideas at the tech table, in a design meetimgyour couch
(Figurel0).

hand Cues Stage Show Control Machine Library  Window  Hel

' |
- 1

Figure 10 o
Machine Library - New in Spikemark 3
Spi kemar kds Machine Library makes it easy

dropping preconfigured machines in the maiindow. By default, the Machine Library

is loaded with Pushstick, Revolver, and Curtain Call machines, but you can easily add
your own machines to the library. Using the Machine Library eliminates tedious
parameter configuration and gets you writing caes(Figurel11).

b spikemark *

Pushstick Revalver Curtain Call Spotline

T

Figure 11

WATCHOUT Integration - New in Spikemark 3

Projection is a big part of many shows today. The new WATCHOUT raieqy feature
makes it easy to synchronize projected images with moving scenery by streaming motor
position information over the network to Dataton WATCHO&B well as d3
Technologiesystemsas well as any systemhich accepts UDP inpugFigurel12).

14
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Watchout UDP Output

Server Address: [192.168.10.252]

Server Port: | 3040

Active Motor Name ‘Watchout Name

O SR wagon Mator

[J SRtk Matar

SL tab Mator b
€ >

Sending Position Data: False
Update Interval (ms): 30
Messages/second: 0

[ Include transition rate in messages

Send Cutput

Figure 12
Stagehand Messengeir New in Spikenark 3.6.2
Along with video systems, sometimes you need to integrate the automation with other

departments. The Stagehand Messenger gives you the ability to send short text strings
out to any network device that is listenifgigure13)

b spikemark - =] X

Eile Stagehand Cues Stage Show Control Machine Library  Window Help Show Mode Simulator I Live I
Messenger
Messenger

Disconnected Target Address

2565.255.255.255

Port 1

[+] Active (Run Cues)

Figure 13

Showstopper 3 Support New in Spikemark 3.2

The latest iteration of the Showstopper sports a new neteanwkected console

Showstopper 3 Consolette Unlike the Showstopper 2 device, which was a USB

device, this new Showstopper conndoctSpikemark through the same Ethernet network

as all of the Stagehand controllers. The Showstopper 3 Consolette has jogging controls,
a fourline status display, and optional Hela-Run functionality as well as standard cue
controls and Emergency StopConnection to the new consolette is made through the

new Showstopper 3 settings dialéggurel4).

15
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- Showstopper 3 Settings S |

Showstopper 3 Settings

IP Address |192.168.10.254

Status Disconnected

HTR Preference  © Hold To Run

(O Soft Stop

Connect H Disconnect H Close l

'F?igure 14

Spikes

TheSpikesfeature is designed to mimibd usefulnesef real spike tapeRather than

trying to remember bizarre cue position numsb@sucha2 51. 130), you can
names to commonly used pos i o mrsst a(géedn =Whenswiitinglc8es, )yau can
select a positonrm t he mot or Rgurdl®f i ned spi kes

Figure 15

Often during theehearsal process, the spike positionsiriedoe tweakedf you were
physically pushing the wagons around, you would just move the spike tapestagbe
floor to a new positionSimilarly, with the newSpikesfeature, you simply edit the
position of tke spike in one place and all cues that use the spike are automatically
updated, saving you from manually tracking changes through the show.

Time-Based Cues

Cues can be writtersingtime parametersr speed and acceleration values. You can

write cues by specifying how long the cue should run, and how long it should take for the
motors to ramp up to speedigure16). Quickly writing cues that match the timing of the
show helps reduce ted¢able stress.

16
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Position

24 Speed
12 Acoceleration 12

Pamp Time |2 Ramp Time |2
otal Time | 7.83 Total Time |7.83

Cue Mumber

=

Ramp Time

Tatal Time

Figure 16

Streamlined Interface

Spikemark mterfaceis simple and easip navigatgFigurel7). The main windowhas

i Spl ianed (EigureP7), which allowyou to create a computer workspace that works
best for youMore commonly used features have been rearranged to make them easier to
reach.

x

Fle Stagehand Cues Stage ShowControl MachineLibmry Windk oy Show Mode

Stage Model Viewer
Displays a 3-dimensional
virtual stage with schematic
representations of your
theatre and moving scenery.

Metwork  Connacted

1P Address |192.168.1032

[ Auto-repair

Stagehand Editing Pane
Allows you to adjust setup parameters
for machinery connected to either
Stagehand motor controllers or
Stagehand FX input/output controllers.

Cue Grid
Allows you to
add, remove and

Reset Position

@ L

Max Forward Position 480

Pesition Scale 4534400
Position Units inches  «
Cue Controller r——
Gives you the controls needed to run, I

skip and stop cues. Mimics the
functionality of a physical Showstopper.

Enabie All Links

Figure 17

17
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x

]
‘ ShowMode I IEECNENN

File Stsgehand Cues Stage Show Control Machine

Network Connected
1 Address 1921681032

[ Auto-repsir

[ Gewmea |

Splitter for the Stagehand
Editing Pane

eset Position

Max Forward Position 480

Min Reverse Position @

4534409

Position Scale

sition Units inches v

Splitter for the Cue
Controller

Enable All Links

Figure 18

3-Dimensional Stage View

TheSpikemarkStage ModelViewer gives a thre@limensiamal view of the theatre space
(Figure19). Wagons and turntaldecan be rotated along any axigking it easy to view
lifts, curtaing and deck winches in a more realistic fashion.

Figure 19



Quick Start

Quick Start in the Simulator

Spikemark has always been easy to use, but with theSmawlator it is even easier to get

started Whether yoyustwant to play around in th®imulator, or you are itching to hook up

some real motors, tHgimulator is the best way to get familiar with Spikematke t 6 s di ve r i
in and write some cues!

Writing Your First Cue

1. Launch Spikemark either from tiiesktop (Figure20) or theWindows 8 Start Screen
(Figure2l).

Spikemark

€ [H[=]

Figure 20

l Spikemark

. Release_Notes.txt

A Spikemark
m SpikeMarkLogViewerSL Applic...
Sports
Sticky Notes
Store

i Surface

Ask me anything

Figure 21

2. Confirm that theSimulator mode button is pressé€Bigure22).

x

Show Mode. | I | TSN

r:“‘_,] SR wagon

Position 0"
>
Figure 22
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3. When Spikemark first opens the show will contain one wagon n&uslstickhat is
placed downstage by default, and a single(Eugure23). We can change the name and
position of this wagon (or remove it compl

Ha==s o B .. "

Figure 23

4. To add a movement i@ue 1 click on the plus button at the intersectiorPohstickand

Cue 1(Figure24).

Pushstick
o4dp

&)

o

(_B Cue Number| Click to add
Description | First cue movement

Ramp Time |0
Total Time |0

Figure 24

5. A Movement panel will appear with parametdis adjusting the speed and position of

the motor that i s movi rPgsitidnheldtowmdgugtohea. Ent er
position of the motor iCue 1(Figure25).



Quick Start

n weq 120s
First cue

@ Cue Number|1 Speed
Description | First cue Acceleration| 12
Ramp Time |2 Ramp Time |2
Total Time |12 Total Time |12
Figure 25

Position

6. Press thé.oad this cuebutton in theCue 1panel.There are several immediate changes
in theinterface tandicatethat a cue is loadg@Figure26):

Cue land its movements are decorated with a red border.

b. ThePushstickpanel shows eocket iconwith a countdown timer, indicating that
it is ready to launch.

c. ThePushstickvagon in theStage Model Viewerturns red and displays a semi
transparent area where the wagon will end the cue.

File Stagehand Cues Stage Show Control Machine Library Window Help

. .
=)

Target Position

e«
! Status Icon
by
Q 207 =
Position 240 |;|
Cue Number| 1 Speed 24
Description | First cue Acceleration 12
Ramp Time |2 Ramp Time |2 R d B d
Total Time |12 Total Time |12 e or er

Figure 26
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7. Press th&kun button to watch th€ushstickwagon move across the stage. It turns green

while running(Figure27) and then blue when it completes the (igure28). T hat 0 s
you wrote your first automation cue!

.
Show Mode

Fie Sugehand Cuss Stage ShowControl Machine Lbrary Window Help

Pushstick
.

Run Button

Enabie All Lin

Figure 27

Fle Stagehand Cues Stage ShowControl Machine Lirary Window Help

o

<l[a ]

Figure 28

Adding a Second Machine to the Show

Now that you see how easy it is to move some scenery around, you probably wanntwetad
the show In this section, we are going to add a turntable using oucqméguredRevolver
machine(http://creativeconners.com/products/stela-carte/machinery/revolver

22
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Quick Start

1. The eagest way to add another automated piece of scenery to a show is to use

3.

Spi k e mvaahiked.brary . Click on theMachine Library menu(Figure29).

File Stagehand Cues Stage Show Control Window Help

Figure 29

TheMachine Library slides down into viewFigure30). TheMachine Library is pre
loaded with all the stock athinery from Creative ConneBushstick for deck wagons,
Revolver for turntables, an@€urtain Call for traveler tracks.

Pushstick Revolver Curtain Call Spotline

HAa==g p———
1P Address | 192.168.1032

We are going to add a turntable to our shbwag aRevolver from theMachine

Library and drop it either on thetage Model Vieweror theCue Grid (Figure31),
either works fine
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Pushstick Revolver Curtain Call

u cueqd 00s

First cue
Cue Number|1
Description | First cue Acceleration|

Ramp Time 2 Ramp Time

2

Total Time |12 Total Time
Figure 31

4. When you drop th&evolverinto the show, th&®evolver Diameterdialog box is
displayed. Enter in a diameter of 20 (for twenty feet) pres©OK (Figure32).

!

Turntable Diameter (feet)

Figure 32

machi n
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5. We are finished with th®lachine Library for now, so click theClose Tabto roll it up
and out of the wayfFigure33).

Pushstick Revolver Curtain Call

¥

@

» >

Click to close N

Pushstick Revolver
E > ® <>
239.75" °

B

Figure 33

6. You can see that a 206 diameter turntable
little bit upstage of th®ushstickvagon(Figure34).

S

HAa==sg

7. Before we move on to the next section and
rename our new turntable. Rather than use the Revelvey | e t 6Tsirntdble b e | it
Click on the name in th&tagehand Editorand change the nameTarntableand the
press the Tab key to finisheditnrgou 6 | | see t hat C€ue6&rdioame wupd
readTurntable(Figure35).

Figure 34

25



Spikemark Manual
Rev 18.1.15

File Stagehand Cues Stage Show Control Machine Library Window Help Simulator

l Name of machine

\ / D Counter Clock Clockwise
—
. ‘ '. -' . Network Connected
1P Address |192.168.10.32
Pushstick | (Turntable Name of machine L Ao epis
|
@y . [ Connect
~ z | Disconnect
P 0.0 |
i
Max Clockwise Position 4

Figure 35

Writing Cues with Multiple Machines

Writing cues with two or more machines is just as easy as writing cues with a single machine
The following steps Wil guide you through the process, and along the way you will learn a
couple of othehandyfeatures in Spikemark.

1. Let 6s add anot her.FromutekeCuesmerm selecAsdidmClue és h ow
(Figure36)

File Stagehand m Stage Show Control Machine Library Window H:
[ AddcCue. . CilsU |
Duplicate Cue... b Ctrl+D
Remove Cue Ctrl+Shift+U

Restare Cue... Ctrl+R

Unload Current Cue Ctrl+F4

Jump To Cue F4
Next Cue F3
Previous Cue F2
Run Cue F5
Soft Stop F6

, Run-only mode

Turntable
(R

Pushstick
o<

Figure 36
2. TheNew Cuedialog appears and suggestSue Number of 2, since that is the next

highest whole number for a cue. Even though it was nice of Spikemark to offer a
suggesttiyme ilrmtidms. 2340 for a (Fgwed7).number anoct
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New Cue Numher

Cue Number

Cue Description ‘

Cancel ﬂ ‘

Figure 37

3. A new row is added to theue Grid for Cuel.234(Figure38).

Pushstick

Turntable

L1
=
o

we wishto record in the cuso we carset the position visually. Select tiharntable

Position EB
Cue Mumber |1 Speed 24
@ Description First cue Acceleration| 12 @
Ramp Time Ramp Time |2
re— - - -
.1 *\
@ Cue Mumber @ @
Descripticn
Ramp Time
Tatal Time:
: J
Figure 38
4. Before we add th&urntableintoCuel.234 | et 6s

Quick Start

manual ly

either by clicking on it in th€ue Grid or theStage Model Viewer(Figure39).

ru
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File Stagehand Cues Stage Show Control Machine Library Window Help

Click here to select

Pushstick

Turntable
LR 1o

Figure 39

Or click here to

select

When a machine is selected, it will have an orange border around itQuéh&rid and
the Stage Model ViewerOn c e

s el

ected, t hat mac hi

the Stagehand Editoron the right side of the screéfigure40).

Fde Stagehnd Cues Stage ShowControl Machine Library Window Help

Orange border
indicates selected

Figure 40

Orange border
indicates selected

=
Show Mode

Properties of
selected machine

neods

pr



Quick Start

6. With theTurntableselected, we are going tton it clockwiseuntil it is pointing
downstageClick on theClockwiseradio button in thélanual Controls section of the
Stagehand Editor(Figure41).

x

Show Mode

TEI Turntable

Paosition 0°
-

Manual Controls

O Counter Clock

T} Clockwise
@

Network Connected

I P Address | 1921681032
[ Auto-repair
| Connect |
Figure 41

7. Click and drag th&peed Sliderin theManual Controls section of tle Stagehand
Editor (Figure4?2). You will see thélurntablestart moving in thé&tage Model Viewer
and thePosition numbers start to increase in both 8tagehand Editorand theCue
Grid.

— x
chine Library  Window Help Show Mode

: & Turntable

Position 28.62°

Manual Controls

Model rotates

) Counter Clock @ Clockwise

Network Connected

|P Address | 192.168.10.32

[] Auto-repair

Turntable
[ Al

Position changes

| Connect |

28.62°

| Disconnect |

Figure 42

8. When theTurntableis pointed downstage withRosition of roughly 90 degrees, lower
the speed slider back down and release it to stopuh&able(Figure43).
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Fis Stagehand Cues Stage ShowControl Machinelivary Window Help

Figure 43

With theTurntablein a position we want to record, add arntablemovement taCue

Show Mode

1.234by clicking on thet+0 button at the intersection dlurntableandCue 1.234

(Figure44). Notice that Spikemark records the current position offtimatableas the
target position for thenovemen{Figure45). This makes it easy to position all your
scenery on stage manually, and thecord thesceneas a cueYou are free to tweak the

Positonany t i me

<

n cued 120s
First cue

@ Cue Mumber |1
Description First cue

Ramp Time 2
Total Time 12

, but

for now |

Pushstick
o4
B

0"

Turntable

o«
Y

e0.28°

Position 240 |;|
Speed 24

Acceleration| 12

Ramp Time |2
Total Time |12

u cue].234 00s

@ Cue Mumber |1.234
Description

Ramp Time 0
Total Time 4]

Figure 44

®

@

Add a movement to this cue,

et 6s

j ust

eayve



Quick Start

Position

(220 1]

@ Cue Mumber (1 Speed @
Description First cue Acceleration| 12
Ramp Time Ramp Time |2
Total Time Total Time |12

@ Cue Mumber
Description

Ramp Time
Total Time

Ramp Time

@ Acceleration| 6.64
z |
a

Taotal Time

Figure 45

10.Let 6 s add FramtheCuemenuselech dd Cue é

11.Ent er fCledNunfberr a

12.In Cue 2 we want both th@ushstickand theTurntable to move so click thé+o buttons
for both movements iGue 2

13. Enter aPosition value of O for thePushstickFigure46).

14.Enter aPosition value of O for thélurntable (Figure46).

| Cue Mumber

Acceleration

Ramp Time

Total Time

Figure 46
15.Rather than adjust ti&peedandAccelerationv al ues, | et s have Spik

to figure out how fast to move both machines if we want the cue tblastconds. Enter
2 into theRamp Timefield and 11 into th@otal Time field of Cue 2(Figure47).
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NAMpP 1IME | £

Ramp Time o
Total Time EI

TotsI Time |0 I

@ [err -

i EnterRamp Time and
few Tme ~ Total Time

Figure 47

16. Press thé.oad this cuebutton in theCue 2panel(Figure48).

Hamp lime 4] LETHTERETIS I

Total Time IC' Taotsl Time D

Position
Cue Mumber Speed
Description Acceleration

Ramp Time
Total Time

Bamp Time

Total Time

Figure 48
17.Press th&kun button and watch the cue exec(Feggure49). Notice how both the

Pushstickand theTurntablestart and end at the same time since we specifiedad
Time for the entire cue.
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,
ShowMode  IETTERT TSN

/
Héa=mg :
1P Adaress | 192
Aate

Run Button

Figure 49

Inthe nextsectiowe 6 | | t a k e Spikestadefike pasitions sefora moving real
machinery irLive Mode.

Using Spikes
So far wedve been typing in position values f
usingSpikesto define positions offers some valuable benefits.

Traditionally, when youneed tgoush scenery out on stadering a scene changeu stick a

piece of spike tape on the floor so you know when the scenery is at the proper positigraly ou
amarkerand abel the spike tape wit Bits aftapenethedlbor na me
endup beingamuchmore practicalvay of placing scenery at the correct spot on stage rather

than keeping a pocket notebook of measurements andhguont with a tape measure during

every scene shifo place theset Besidesavoidingthe obvious embarrassment of standing on

stage with a tape measure scratching your head, it also makes changing the position simpler. If

you have to changeposition duing tech rehearsayou lift the tape and move it instead of
searchinghrough a notebook and fimdy all theplacesin the show where you needddjustthe
measurement.

Spikesbehave like virtual spike tape inside Spikemark. You can set positionalzidhem.

You can progransceneryto moveto those positions in every cue that shares the spike, and if
you find that you need to change ®gike position during rehearsal, just edit the value in one
place and all the cues are automatically updatedtivtmew position.

I f we think about t he p o show eachmestoras twoe gositwise d s o
that we could turn int&pikes
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Pushstick
- Offstage= 00
- Centerstage2 400

Turntable
- Pointing stage left = 0 degrees

- Pointing downstage 90 degrees
To createSpikesfor the Pushstick

1. Clickont he fAé0 but Positionfielagix thePuslstickMovementpanel for
Cue 1(Figure50).

4

Pushstick Turntable
e4p L 514
& = ey .
221" 0.24°

Q@ 2407 120
Position 240 _-
1 Speed 24 *
First cue Acceleration| 12

gamp Time |2
To T

n cwe], 234 &8s 88s
Position @D
(+) Speed 13.27

@) [coeromeer
Figure 50

2. TheSpikeswindow will appear. Add two spikes tbhePushsticky c | i c#i ng t he
button twice(Figure51).

n
Pushstick Spikes Fk‘

Name Value
|spike | [oz1
|spike | [o21

Figure 51

3. Enter theNamesandValuesas shown beloWfFigure52).
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Pushstick Spikes .

Name Value

(Offstage | [0 |

|Center5tage| |24D L} |

Figure 52

4. Select theCenter Stag&piketo use it inCue 1(Figure53).
5. PresOK (Figure54).

Pushstick Spikes .

Mame

|Offstage | [0

|Cent&r 5tage| |240

Figure 53

6. Notice that thdPushstickMlovement for Cue 1shows theCenter Stag&pike name for
the target positiofFigure54).
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Pushstick Turntable
odr
#2
@ Cue Mumber |1
Description First cue Acceleration| 12 w
Ramp Time 2 Ramp Time |2
Total Time 11.90 Total Time | 11.99
Figure 54

7. In thePushstick Cue Rlovement,
8. Select theOffstageSpike.
9. Press OK.

cl iécdk Kuntet adin Pasigorfield.t o t he

10. Notice that thdPushstickMovement for Cue 2shows theOffstageSpike name for the

target position.

To createSpikesfor the Turntable

1. Cl i ¢ k éoon htuhtet oin Pasigor field it theTarrtableMovement panel for

Cue 1.234Figure55).

Hamp lime F

%amp 1ime £
Total Time 11.00 I Total Time | 11.99

@ Cue Mumber |1.234 @
Description

Total Time 0
| YT
Figure 55

2. TheSpikeswvindow will appearAdd two spikes to th&urntableb y ¢ | i

button twice.

Pesition  |00.28 !k‘

Speed 1327
Select a spike position.

Acceleration| 5.64
Ramp Time |2
Total Time |0

# [V 0.0

cking the

3. Enter in theNamesandValuesas shown beloWFigure56).
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Name Value

|Downstage | |90.28

[Stage et | [D

Figure 56

Quick Start

4. Select thdDownstageSpiketo use it inCue 1.234Figure57).

Turntable Spikes .

Name Value

|Downstage | |90.28

[Stage et | [0

Figure 57
Pres0OK.

. Notice that thel'urntableMovement for Cue 1.234hows théDownstageSpike name
for the target positio{Figure58).

' Description First cue
Ramp Time 2
Total Time 1199

. Cue Number |1.234
Description

Ramp Time 2
Total Time 878

Figure 58

Acceleration| 12

Ramp Time
Total Time

2

1189

@

Position

Speed

Ramp Time
Total Time

Acceleration

Uy

In theTurntableCue 2Movement,
Select theStage LefSpike.

PresOK.

c |

i écok K uhtet din Pasigorfield.t o
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10. Notice that thélurntableMovementfor Cue2 shows theStage LefSpike name for the
target position.

With theSpikesd ef i ned, | et s take a Spikemositormt how easy

1. Pr es € 0t bautfi o n Pasigorfield for@ithér bf¢hel u r n t Mdvémerdiss
2. Change the value for th@ownstageSpike to 95(Figure59).

i

|Stage Left | |0

Figure 59
3. PresOK.

4. Notice that the position for theurntablein Cue 1.234as been updated to reflect the
new Spike value(Figure60). If we had multiple cues referencing thewnstageSpike,
all of them would be updated automatically.

RampTime |2 | |Ramp Time |2 []
Total Time 11.99 Total Time | 11.99

c Downstage 9

Spike position
updated

Figure 60

worr




Quick Start

All of your cues that are already written will be updated with accurate
positions and youol | head into tec with a

That wraps up ouSimulator Quick Start. If you have some Stagehand controllers and real
machinery (Pushstick, Revolver, Curtain Call, or somnegtlyou made yourself) read on through

the next section to learn how to setup your network and make some scenery move. If you want to
continue experimenting in ti@mulator, read through some of the other chapters on more
advanced cue topics likeue Links on pagel39andDataton WATCHOUT Integration on

pagel9yr.
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Moving Real Machinery with Spikemark

The best way to learn to uSpikemarkwith real machinerys to start usingite | et 6 s | u mp
and get something moving!

Setting Up Physical Connections

Before anything will work, all of yor cableshould be connected, as illustratedrigure61.

NOTE: Make sure to set thephysical limits on your motor[s] before running
the motor with Spikemark.

motor and brake

ethernet

)
/e\-stop

Windows PC Shows:topper

running Network Hub  Stagehand Pushstick or

SpikeMark other
machine
Figure 61
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Setting Up a Network Connection (in Windows 8)

Once everything is plugged in, we needdst that the connectionswoikle 6 | | yst art b
confirmingthatthe Ethernet linkvorks. Spikemarkand Stagehands communic#teough static

IP addressingThis means that your computer and all Stagehaadd to haveinique addresses.
Much like a postman delivering letters to homes with address numbers nahedtailbox,
Spikemarksends & commands to Stagehands with unique address numbers.

IP addresseare madeup of four segments separated by a perfiodgxamplefi 1 92 . 168 . 1 0. 2 (
The only trick to setting up a static IP network w&pikemarkand Stagehands is that the first
threesegments should always mat@le last segment number needs to be un(gigare62).

192.168.10/.20 This number should be unique for

These numbers should match. each Stagehand and the computer.

Figure 62
Setting the IP Addressof Your Computer

1. Press th&Vindows Key + X and selec€Control Panel from the popup menuFigure
63).

Programs and Features
Power Options

Event Viewer

System

Device Manager

Disk Management
Computer Management
Command Prompt

Command Prempt (Admin)

Taok tanager
Control Panel
Eilc Eonl 1413

Search
‘ Bun

Desktop

Figure 63

2. Click on theNetwork and Internet link (Figure64).
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Search Control Panel

@@“ 3 » Control Panel » =

Adjust your computer’s settings Viewby: Category »

System and Security User Accounts and Family Safety

I, g pereies
Back up your computer ) Set up parental controls for any user
Find and fix problems

—

Appearance and Personalization
o Network and Internet h Change the thems i
Tien netwon TengTone Change desktop background
. Choose homegroup and sharing options Adjust screen resolution
/] Hardware and Sound > Clock, Language, and Region
ﬂ‘ View devices and printers R Change keyboards or other input methods
| Add a device Change display language
Connect to a projector -
Adjust commenly used mobility settings @ Ease of Access
{ ) Let Windows suggest settings

Optimize visual display

<=3 Programs
[ | e —

Figure 64

3. Click on theNetwork and Sharing Centerlink (Figure65).

e —
G'G.‘? » Control Panel » Network and Intemet » | 4 W Search Controt Panet ]
ntrol Panel H
Soptiotddic 5 Network and Sharing Center
S i Sy ; Kt o & network
View network computers and devices  Add a wireless device to the network
® Network and Internet
Hardware and Sound of HomeGroup
Choose homegroup and sharing options
Programs r
User Accounts and Farmily @ [ntemetGptions
Safety 7=] Change your homepage | Manage browser add-ons | Delete browsing history and cookies
Appearance and
Personalization
| Clock Language, and Region
| Esseof Access

Figure 65
4. Click on theLocal Area Connectionlink (Figure66).
Note:i f y o u Ldoalii@a Cosnecton click onChange adapter settings

select your Ethernetired connection and sele€hange settings of this connection
in the top menu.
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').—1.;: <« Network and Internet » Network and Sharing Center

atrol Panel Home

nage wireless networks
snge adapter settings

snge advanced sharing
tings

meGroup
srnet Options

ydows Firewall

View your basic network information and set up connections

Y SPIKEMARK-PC
(This computer)

View your active networks

058412128512

» Home network

Unidentified network Access type:

Public network

:. 0 See full map
-

Multiple networks Internet

Connect or disconnect

Accesstype:  Intemet
HomeGroup:  Joined
Connections: il Wireless Network

Connection (058412128512

Connections;

Change your networking settings

iGé Set up a new connection or network

<
Set up a wireless, broadband, dial-up, ad hoc, or VPN connection; or set up a routes or
access point.

Connect to a network

Connect or reconnect to 3 wireless, wired, dial-up, or VPN network connection.

Choose homegroup and sharing options

Access files and printers located on other network computers, or change sharing settings.

Figure 66

5. Inthelocal

67).

Area Connection Statusdialogbox,

Fa ™y
@ Local Area Connection Status M

General

Activity

Connection
IPv4 Connectivity: Mo network access
IPv6 Connectivity: Mo network access
Media State: Enabled
Duration: 01:02:40
Speed: 10,0 Mbps

Bytes:

Sent — k! ——  Received
G

0 | 120

[ ISJDisable ][ Diagnose ]

Figure 67

6. Highlight Internet Protocol Version 4 (TCP/IPv4)and then clickProperties

(Figure68).

Quick Start

click theProperties button(Figure
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@ Local Area Connection Properties E
Networking | Sharing
Connect using:
‘ W Intel(R) 82567LM Gigabit Network Connection ‘
This connection uses the following items:
% Client for Microsoft Networks
#2005 Packet Scheduler
g File and Printer Sharing for Microsoft Networks
<& |ntemet Protocol Version & (TCP/IPvE)
Intemet Protocol Wersion 4 (TCP./IPv4d)
<& Link-Layer Topology Discovery Mapper 1/0
<& Link-Layer Topology Discovery Responder
-~
Install.... ] | Uninstall l Properties )
4
Description
Transmission Control Protocol/Intemet Protocol. The defautt
wide area network protocol that provides communication
across diverse interconnected networks.
r oK [ Cancel |
—— gl
Figure 68

7. Inthelnternet Protocol Version 4 (TCP/IPv4) Propertiesdialogbox, ®lectUse

the following IP addressfield andthenenter the corredP Address correctSubnet
mask of 255.255.0.qFigure69).

Internet Protocol Version 4 (TCP/IPv4) Properties ?

General

‘fou can get IP settings assigned automatically if your network supports
this capability. Otherwise, you need to ask your network administrator
for the appropriate IF settings.

L el

(@) Use the following IP address:

Subnet mask: 255.255. of . 0

T T 3 3 3

Obtain DNS server address automatically
(@) Use the following DNS server addresses:

Preferred DNS server: I:l
Alternate DNS server: I:l

[ validate settings upon exit

Figure 69
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8. Click OK to accept the neW address
9. Click Closein theLocal Area ConnectionProperties dialogbox.

10.Click Closeagain in thd_ocal Area Connection Statusdialogbox.

Adding Machinery to the Show

To start a new show, laun8pikemark. When Spikemark first opens, it begins a new show with
one Pushstick winch and one cue. This is reasonable start for a very simple show. Chances are
good, though, that you want to add more, or different, machines to your show (and certainly
morecues!) There are two ways to add a new machine to your show.

1 Add a new machine to the show from tachine Library . TheMachine Library

stores templates of machines with all/l of t
to spend time configuring motor parameters each time you start a new show. Spikemark
comes with all of Cr eefihed v thevi&hime hibrars. Overma ¢ hi n

time, you can add your own machines toMuachine Library . Using theMachine
Library is the easiest way to get started.

1 Add a new blank machine with tiA&ld Motor or Add Stagehand FXcommand. If you
have a new custom machine that needs to be coatigusm the ground up, use tAdd
Motor or Add Stagehand FXcommand. Using these commands requires that you
configure some setup panaters before writing cues. S€ke Stagehand Motdpage
65) andThe Stagehand Fagel08) for detailed configuration information.

Add a Pre-Configured Machine from the Machine Library
1. Click or touch theMachine Library menu(Figure70).

File Stagehand Cues Stage Show Control Windov.- Help

Figure 70

2. TheMachine Library panel will slide down from the top of the main wind@igure
70).
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\S spikemark * - 8 X

Pushstick Revolver Curtain Call Spotline

Figure 71 T

3. Drag one of the machines from thiachine Library panel and drop it on either the
Stage Model Vieweror theCue Grid (Figure72).

Pushstick Revolver Curtain Call

w

n cueq] 00s

First cue
|| Cue Number|1

Description [First cue Acceleration| 12
B N fRamp Time 2

Ramp Time [2

|[Total Time (12 Total Time |12

Figure 72

Add a NewBlank Machine
There are a couple of ways to add a new, blank machine to your show.

1. From theStagehandmenu, selecAdd Motor or Add Stagehand FX(Figure73).
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Add Motor

cilsM |

Add Stagehand &
Remove Stagehand
Connect To All

Disconnect From All

Ctrl+F

Figure 73

Show Control  Machine Library

Quick Start

2. Rightclick on theCue Grid, or long press on the motor headeand selecAdd Motor,

Add Stagehand FXor Add Messengerfrom the popup menuFigure74).

Disconnected

Cue Number
Description |First cue

Pushstick
[ 51 g

#2
240.24"

Spotline
L1

o Stage Right 12.0s

Acceleration| 12

Ramp Time 2
Total Time 10.16

Total Time |0

Ramp Time |2

Acceleration 19.03
Ramp Time | 1.89

Cue Number
Description |
Ramp Time 2
Total Time

gy 11234 e

Cue Number

Description
Ramp Time
Total Time

Expand All
Collapse All

Add Motor

Add Stagehand FX
Add Cue...

Add Messenger
Jump To Cue

Unload Current Cue

Acceleration 15

Ctrl+M
Ctrl+F
Ctrl+U

F4
Ctrl+F4

Figure 74

Removing a Machine from the Show

It is good to know how to get rid ofraachine from the show in case you add one by
accident, or perhaps you find out that the automation budget has been cut before you start
tech rehearsal. There are two ways to remove a machine (either a Motor or Stagehand FX)

from the show.

1. Select the mache by clicking on it in either th€ue Grid or theStage Model Viewer

(Figure75).
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File Stagehand Cues Stage Show Control Machine Library Window Help

Click here to select

Pushstick

Or click here to
select

Figure 75

2. With the machine that you wish to remove stdd, choos®emove Stagehandrom the
StagehandMenu (Figure76).

File Stagehand Cues Stage Show Control Machine Library Window Help

Add Motor Ctrl+-M
Add Stagehand FX Ctrl+F
Remove Stagehand . |

Connect To All

Disconnect From All <

Pushstick I ITumhlhIe

Figure 76
-OR
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1. Rightclick on theCue Grid header of the machine you wish to remove, and select
Delete [machine namejrom the popup menuFigure77).

Pushstick Turntable
L 51g L 514
= ﬁ #2
21 Ede{e Pushstick |
@ Cente luplicate Pushstick
Dositi Active
osition

Add To Library

g

° Downstage 91

Posiion

Establishing a Network Connection to your Machine

With the network address configured on your compaieta machineortwo we dr e ready
establisha connection to a &gehand.

1. With Spikemark Open, seletcive from theShow Modeswitch(Figure78).

Show Mode

MNetwork Disconnected

1P Address |192.168.10.32

Figure 78

2. Select the motoor FX youwishto connecto by clicking on it in theCue Grid. An
orange highlight will appear around the selected m@tigure79).
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Pushstick
L Rl g

o

Seleclto edit setup

Cue Mumber|1

Description | First cue

Ramp Time |0

Total Time |0

Figure 79

3. IntheNetwork section of théstagehandEditing Pane on the right side of the
screen, enter th®& Address of your Stagehandiiotor or FXand clickConnect
(Figure80).

In this step, maksure you copy the IP Address exactly apjpears on the face
panel ofthe Stagehand_CD display.

Metwork Disconnected
IP Address 1921681032

[C] Auto-repair

Disconnect

Figure 80

4. The Network statushouldthenchange fronDisconnectedto Connected(Figure
81).
|l f therebébs a network error, cStagebakéng our
then checlyour cabling.

Metwork Connected

IF Address 1921681032

[C] Auto-repair

Connect

Disconnect

Figure 81
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Confirming Encoder Feedback
1. Markthe mo physicélposition on the stage with a piece of spike tape

2. With the motor still selected in ti@ue Grid, find theManual Controls in the top
portion of theStagehand Editing PangFigure82).

X

Show Mode

| Pushstick

Position 0"

Network

IP Address | 192.168.10.32

[ Auto-repair

Connected

Figure 82

3. Select thd=orward direction(Figure83)

Simulater Live

m | Pushstick

Pasition 0"
- >

) Rew ® Forward
o
N/
v Network Connected
>

1P Address | 192.168.10.32

[ Auto-repair

Figure 83

4. Make sure that there are no obtatincreasingi ons |
the speed sler (Figure84).
You have to hold the mouse buttawd while the motor is movind.ylou release the
mouse buttorthemotor will stopl t 6 s -naan sivéca.d
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x

Show Mode
@ |Pushstick |

Position 29.39"

° Manual Controls

W Metwork Connected

192.168.10.32 ‘

Figure 84

5. Confirm that he position numbeat the top of th&tagehand Editing Panes increasig
as the motor moves forwa(Bigure85).

x

Show Mode

Connected

Metwork

P Address | 1921681032

Figure 85
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Setting Soft Limits

To prevent you from writing cues that attempt to move machinery beyond the physical limits of
your space, Spikemark useg tMax Fwd PositionandMin Rev Position configuration
parameters to limit target positions in cues. This pair of parameters are referr&bfo as

Limits . Machines from thdlachine Library a r e

nserted

nt o

Quick Start

t he

Soft Limits. Before writing cues and moving live mode, we should edit ti&oft Limits to
make sure that are set properly.

1. Using theManual Controls in the Stagehand Editing Panedrive the motor in the
Reversedirection until it travels as far as you feel comfortable.

2. Click theReset Positiorbutton in theStagehand Editing PangFigure86).

Metwork Connected

IP Address |192.168.10.32

[] Auto-repair

| Connect |

‘ Disconnect |

CIESTR

l ‘ Reset Position . |

AL Ls

Max Forward Position | 480

Min Reverse Position  |©

Figure 86

3. Enter

Enter a new position

Current Position

Mew Position

L9

Cancel | ‘

QK [\.-|

Figure 87

4. Place a piece of spike tape on the stage floor to mdrke
A0o |

ocation.

ARkset Positiondiathog box. Pres®K (Figure87).

mot or 6 s

show

physical
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5. InthePositionsection of thestagehand Editing Pangenteri0o for theMin Rev
Position (Figure88).
Thiswill prevent you from accidentally writing cues less than 0.

gl =—

| Reset Position ‘

Max Forward Position 480

Min Reverse Position )
TSI St —]

Figure 88

6. Using theManual Controls in theStagehand EditingPane drive the motor in the
Forward direction until it travels as far as you feel comfortable.

7. In thePosition sectionof theStagehand Editing Pangenter your current motor position
as theMax Fwd Position (Figure89), whichwill prevent you from writing cues greater
than the current motor position.

ade e
l':m] Pushstick

Pasition 500"

« >
la# Manual Controls

@

| Connect |

® Reverse ) Forward
| Disconnect |

| Reset Position

—~
Max Forward Position | 200 I )

>

Min Reverse Pasition |0

Figure 89

Writing Two Sample Cues
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In the following steps hie firstcuewill sendamotor b its Maximum Forwardoosition(Max

Fwd Position) and the seconduewill send it back to itdinimum Reversgosition(Min Rev

Position). T h er e 6 s Caelldefneddydefaultwhen you opetspikemarksow e Gdidla

Cue A.5, 0 which wibéfdreCeelll ow this cue to start

1. Rightclick in theCue Grid and selecAdd Cue.
You could also presstrl + U, or from theCuesmenu, clickAdd Cue

2. EnteraCue Number and aCue Description in theNew Cuedialog box and clickOK
(Figure90).
Cue numbers can be any positive decimaledlL, 2.34, 1008.38972, etcQue
descriptiors are labels you can use tolpedentify what the cue do@siduse toquickly
search for a cue when runnirgshow

' ™y
%L New Cue _A @M

New Cue Number

Cue Number 0.5

Cue Description | Max Farward I

Cancel | OK |

— — A

e
Figure 90

3. Add a movement foMotor 1in Cue .5 by pressing thé&-obutton in theCue Grid
(Figure9l).

' n cue@.5 0.0s
i Max

@ Cue Mumber|0.5
Description |Max Fonward
Ramp Time |0 Add a movement to this cue.

Total Time [0

]
Figure 91

4. Change thé?osition numberin theCue Grid to match the value you entered as e
Forward Position. (Figure92).
In the examplebelow the valuevould befi500.0 This value isalso heldin theMax Fwd
Positionfield in thePositionsection of th&Stagehand Editing Pane
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n e 5 00s

Max Forward

Cue Mumbser
Description

Bamp Time
Totsl Time

Figure 92
5. Leave theSpeedandAccelerationvalues as their default values.

6. Now t hat wedve added CBydefauhCue lakeladysxista.r i t e a
Enterits Descriptionasi Mi n Re v er s e, o3thtobhghSandretgane at st eps
Position value offi0o (Figure93).

n cwe 0,5

Max Forward

Position
Speed

Cue Number
Description

Acceleration

Ramp Time Ramp Time

Totsl Time Total Time

. Cue Mumber
Description | Min Reverse Acceleration
Ramp Time Ramp Time
Total Time Total Time

Figure 93

Running the Two Sample Cues

n O
— ~+

1. To loadCue 1, press thé.oad Cue buttonon the cue in th€ue Grid (Figure94).
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cuei,5 00s
nhhla:t Forward
_Lcuad this cue. [l

Ramp Time

Total Time

@I Cue Number
Description

Ramp Time
Total Time

Figure 94

2. The border around the cue box will turn red, indicating that the cue is |faidede95).

Cue box border

@ Cue Mumber|0.5

turns RED when
Description -
Ramp Time the cue IS
Total Time Ioaded

u cweq] 22.8s

Min Reversa
@ Cue Mumber
Description | Min Reverse
Ramp Time |2
Total Time |22.23 Total Time

Figure 95

3. TorunCue ] press th&un Cuebutton in theCue Controller sectionon tre right lower
sideof the screelfFigure96).
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Cue #1 unloaded

Figure 96

4. As the cue is running, the border around thelmmeinthe Cue Grid turnsgreen(Figure

97).

Cue box border
turns GREEN
when the cue is

running

@ Cue Mumber
Deszcription

Ramp Time

Total Time

Cue Number

Deszcription

Ramp Time
Total Time

Figure 97

5. When the cue completes, the border around the cue @Qub&rid turnsblue (Figure
998).
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Iy =05 oo ¢ Cue box border
T turns BLUE

when the cue

completes

| | Cus Number

u cueq] 22.8s

Min Reverse

Cue Mumber| 1

Description | Min Reverse
Ramp Time
Total Time

Figure 98

6. If the border around the cue box in thae Grid is blue and has properly completed
thenrun Cue .5by repeating stepsthrough5 above.

Basic Tuning

I f your first attempt at running cues didnot
thenthetuning parametenseed to be adjustei uni ng can be a compl ex 1is
to take a practical approach in this section without mgethiogged down in the detailsor more

information, see th8Motor Tuning section on pag84.

1. IntheStagehand Editing Paneon the right side of the screen, scroll until you find the
Tuning section.

2. IncreaseheProportional Gain value by 1(Figure99).
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Derivative Gain o
Derivative Sampling 0
Integral Gain o
Integral Limit 0

Filter Loaded False

Proportional Gain 2

3
\J

Figure 99

3. Run aCueto move the motor to the opposite side of the stage by following the
instructions in th@revious sectiomiRunning the Two Sample Cue®

4. If the Cue now comples successfully, you adone.Otherwise repeat stegghrough3
until the motorepeatedlycompletes the cues successfully.

Conclusion

That wraps up our first look atoving real machines and real scenery around the stage. As you
Spi kemar k

can see,

makes

mo v i

ng

scenery

have a good grasp of how to use the Simulator, configure the network, connect to real

machinery,ad wr i t e

S O0me

basi

c

cues.

n the f ol

si mpl

O Wi

software and take a look at all the configuration options and more advanced methods for writing

cues. Have fun!
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Spikemarkdé #ain Screen

Themain screen of th8pikemarkinterface is composed &ur areagFigure100, clockwise,
from top left)

Stage ModelViewer: The upper left area, which contains and displaysiar@ntional
schematic representation of your theatre and motors.

Stagehand Editing PaneThe far right area, which allows setup parameters to be adjusted
for a Stagehand Motoor Stagehand FX

Cue Controller: The bottom right area, which mimics the functionality of a physical
Showstoppergiving you the controls needed to run, skip, and stop cues.

Cue Grid: The lower center area, where cues can be added, removed, and edited.

x

Show Mode

File Stogehand Cues Stage Show Contrel Machine Library Winde

Stage Model Viewer
Displays a 3-dimensional
virtual stage with schematic

representations of your
theatre and moving scenery.

Network  Connected

1P Address | 1921681032

[ Auto-repait

Connect

Diszonnect

Stagehand Editing Pane
Allows you to adjust setup parameters
for machinery connected to either
Stagehand motor controllers or
Stagehand FX input/output controllers.

Cue Grid
Allows you to
add, remove and

Cue Controller
Gives you the controls needed to run,
skip and stop cues. Mimics the
functionality of a physical Showstopper.

Enable All Links

Figure 100
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Splitter Panesallow you to adjust the size of theur sections of th&pikemarkscreen (the
Stage ModelViewer, theMotor or FX Editing Pane, theCue Controller and theCue Grid).
Click and dragpn theSplitter Panesthat separate easlection(Figure101). To fully collapse a
pane, dable-click on theSplitter Pane To expand a collapsed pane, doutliek again on the
Splitter Pane.

x

File Stagehand Cues Stage Show Control Machine Library Window Help Show Mode

Metwork  Connected

1P Address [192.168.10.32

Splitter for the Stage Model

] Auto-repair

Connect

Splitter for the Stagehand
Editing Pane

Splitter for the Cue
Controller

Enable All Links

Figure 101
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Simulator and Live Mode T New in Spikemark 3!

Spikemark has two main modes of operat®imulator andLive. The meaning of these modes
is perhapobvious, buthe effectof switching from one mode to another isgofound that it
warrantssome discussion.

When the mode switch is set$amulator, as shown ifrigure103 all actions are simulated in
Spikemark. No motors will actually move, no network connections areaad nocues will
physically run. Instead, all motor movements are simulated mathemainc8ibtkemark and

shown only orscreen so that you can visualize what a cue will look like, aaditwill behave

from the safety and comfort of a virtual stagjiis allows you to try out new techniques,

explore scenic motion with the other members of the design team, or present an idea to a
director without having to setup literally tons of gear and clear a spot on the stage and time on
your production calendar.

By contrast, when the mode switch is setitee, as shown irfrigure104, all commands from
Spikemark are sent over the Ethernet network toS&ajehandcontrollerswhich will move

real scenery. lhive mode, every action on screen has very real, and potentially dangerous,
consequences dhestage where real people are moving around.

The beauty of th&imulator is its simplicity and transparency. It works just like Spikemark,
almost everything that you can doliive mode works irSimulator. You can jog machines

around the virtual stage, run cues, restore cues, adjust timingépetcan easily flip between
Simulator andLive modes at the push of a button, allowing you to tweak the tiofiagcueat

the tech table iSimulator and then flip over thive mode and see the result fstfale. It is a
marvelous way to work, but it would be gia to get confused alit the mode in which you are
operatingand unexpectedly cause a collision on stage. To help prevent such an accident, here
are a few tips:

1. TheShow Modeswitch is always visible in the upper right corner of the main
window. Glance up thereifyouareeve unsur e Spi ke mgFRigkirés oper
102).

[ Simulator Ji| e

Show Mode

SR wagon

Position 0"
-«

Figure 10

2. The background color of tHetage Model Vieweris light when Spikemark is in
Simulator (Figure103), and dark when ihive mode(Figure104).
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x
Show Mode  IFENTTT NN
"W e

file Stagehand Cues Stage ShowControl Machine Library Window Help

Position 13083

Network  Connected

1P Address | 1921681030

Ha==g .
< - I e
Figure 103
*
Fie Stagehand Cues Stage ShowControl Machine Lbrary Window Help show Mode [IEEE=
Sgen
Position 0
h
) Offstage Onstage

Network  Disconnected

P Address |1921681030
[ Autorrepsi
[ Connect |

Figure 104

3. When you switch intiive mode, Spikemark will be disconnected from all
machines on the network. This is done on purpose. You should actively connect to
each machine on the network that yeant to start using ihive mode. Having to
take action to connect to the physical machinery on stage before running a cue
should help remind you that you are about to move real, heavy scenery around real
fragile beings. Stay alert, be safe.

For the rest of the manual, we wonot distingu
follow along in whichever mode makes sense fo
try things out inSimulator first and late in Live mode.
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The Showstopper 3
The Showstopper 3 Consolett¢Figure105) is a great way to control Spikemark during setup,

tech, and performance.This next iteration of our Showstopper adds several great features:
Jog with the joystick
Jog by incremental positn using the wheel

1
)l
1 Status display on a fodine OLED screen
1

Optional HoldTo-Run operation for additional safety

Figure 105

Unlike its predecessor, the n&howstopper 3 Consoletteonnects to Spikemark over the

same Ethernatetwork as youBtagehandcontrollers. This is a substantial change from the
previous USBShowstopper The network connectivity makes it easier to use with Spikemark
computers that have a limited number of USB ports. It makes it easier to use theoppewst
with a backup show computer since you wonot
over to the backup computer. Finally, it also offers more cabling flexibility if you want to
temporarily drag th&howstopperon stage to run some cues or jogator.
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This all sounds great, but since the Showstopper is now another network connected device, we
need some way to connect toatjust preferenceandsetthe IP address.

Click the Showstopper 3 Settings button in the top left corner d@tieeGrid (Figure106).

Showstopper 3
Settings

Cue Number|1

Description |First cue
Ramp Time |0

Total Time |0

Figure 106

The Showstopper 3 Settings dialog box will apg&sgure107).

i . Showstopper 3 Settings - o IEN|

Showstopper 3 Settings

IP Address  |192.168.10.254

Status Disconnected

o
o

HTR Preference & Hold To Run

(O Soft Stop n

HTR

Connect ‘ I Disconnect ‘ ’ Close I

>Figure 107

IP Addressi Set this field to match the IP address of your Showstopper 3, which can be found
by pressing its wheel and selecting Set IP Address on the Consolette.

Statusi This label will update to show if tifehowstopper 3is Disconnected Connecting, or
Connectedto theSpikemark computer.

HTR Preferencei You can select eithéfold To Run or Soft Stopto affect how the button on
the left side of the GO button behaves. The two options are:
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Hold To Runi The button must be held down continuously while you are running cues.
If you release the button, Spikemark will issugdadt Stopcommand to all maches

causing everything to decelerate immediately. If this option is a selected, a loss in
normal network connection to ti#howstopper 3will also cause &oft Stop  This is

commonly referred t o &aldTaRun®tamdoremands swi't

politically correct term since most automation vendors dare not menfiche ad man o

the same breath as Aaut omati onongprinciMar ket i |

is the same: let go of the button and stuff stops moving.

Soft StopT The button wil send out a Soft Stop command if it is pressed, but does not
need to be held down during normal operatiomhis is the familiar operating mode to
users of the previous Showstopper models.

WhichHTR mode should you choose? That choice is left up to ydinere is

certainly momentum in the entertainment industry towétolsl To Run as the

standard. For less experienced operators, or venues where the automation must be run
by technicians who are serving doubliety as operators and stageharttsid To Run

is clearly safer since it forces an otherwise distracted automation operator to pay
attention to what is moving on stage. For professional operators, or operators that
accept the responsibility of the task with appropriate disciptioéd To Run offers

only a sore thumb and possibility that a mistimed sneeze will stop the show. Choose
appropriately.

Connecti Pressing this button will try to establish a network connection with the Showstopper
3 and close the dialog box.

Disconnecti Pressing this btn will sever the network connection with the Showstopper 3.
Closel Pressing this button will just close the dialog.

After you set the IP address and select your preferred HTR mode, press the Connect button.
After the dialog box closes, if a Showstap® was found on the network the button in the cue
grid will change its appearance to show that the Showstopper is connected and
functioningFigure108).

Although we really like the features of the Consolette you are not required to have one. If you
are running the Showstopper 2, simply click on the Consolette settings and choose
DISCONNECT. The Consolette will shadisconnectednd you will be able to use your

original Showstopper.
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®

Description

Total Time

Ramp Time |

Cue Number| 1

| First cue

0

0

Figure 108
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Adding a New Stagehand Motor

Right-click in theCue Grid and selecAdd Motor (Figure109).

Pushstick Turntable
L1 L3 1a
Y . ”
021" 0.24°
cue 1205 enter stage
a o (220 [cerer stag )
. Cos fumber 1 Speed (24 @
escrigtion | Firstcue 12
RampTme |2 Ramp Time |2
198
m Expand All
. Cu Number |1.234
Dascription
fampTme |2 Add Mogor CtrleM |
TomiTime (914 Add Stalfbhand FX Ctri+F

Position ]
Cue Number |2 Speed 2667
Description 1333

Add Cue...
Jump To Cue

Unload Current Cue

Rearrange Stagehand Order..

CtrslU

Ctrl+F4

RampTime |2 Ramp Time |2

TowITime  [1147 Total Time |11

nm :
Jlrotai rime 1147

T
J

Figure 109

Orin theStagehandmenu, clickAdd Motor (Figure110).

Expand All
Collapse All

Add Motor

Add Stagehand FX
Add Cue...

Add Messenger
Jump To Cue

Unload Current Cue

Ctrl+M
Ctrl+F
Ctrl+U

F4
Ctrl+F4

Figure 110

Or, pres<trl + M .

The Stagehand Motor

Stagehand Motor Configuration

Each Stagehanidotor in a show has a collection of parameters that are typicalyneet
during a prodction.Parametersncludepropertiessuch as the name tife motorthe IP
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addresofthe motort he mot or 6 s ma heSmgehandHaieng Baneondhe c .
right side of the screeallowsyouto edit all ofthe configuration parameters for any motor in
the show.

To edit a Stageharido t ocorfdigration parameters, seld¢lse motorin the Cue Grid by
clicking on it. The selected Stagehahtbtor is thenhighlighted in orangeRigure111).

b b Turntable
e <> o« er
(| o) &
o o N 0

@ Cue Number| 1 EL] 2098
Description | First cue Acceleration| 24 Acceleration| 24 Acceleration|21.77 Acceleration| 21.77 Acceleration| 14.99

Ramp Time (1.5 Ramp Time [1.67 Ramp Time |1.67 Ramp Time |2
Total Time |5 Total Time |0 Total Time |0 Total Time |0 Total Time |0 Total Time |5

Ramp Time |2

Ramp Time 15

Figure 111

Once you have selecte motor in th&€ue Grid, you can begin editingstparanaters in the
Stagehand Editing Pane TheStagehandEditing Paneis ascrolling window that contains
collapsiblewindows witheach sectiogrouped by functiorfsuch as Network, Position, Spikes,
etc.) You cancollapse or expand easkctionby clicking the up/down carrot top arrow in order
to show or hidee a ¢ h s eetaited bormaton(Figure112).

5L tab

Position 0"

o
‘o ! lanual Controls
-

[l Offstage ) Onstage

'al letwork

Network Connected
P Address | 192.168.10.32

[[] Auto-repair

Connect

Disconnect

Add Spike  Remove Spike

Narne Value
Onstage
Offstage

Quarter

Figure 112
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Renaming a Motor

To helpyou identify all the motors in your shewou can giveeachmotor a nameTypically,
motor names reflect thpurposeof the motor and magk writing cues more intuitive.

1. Select the motor to be editedtime Cue Grid and then click into th&eld in the
Stagehand Editing Panethat mntains the default motor name.
Inthe examplebelw, t he def aulotFigwel&d8 i s fAMotor 1

r:‘z_l Motor 1 )

Position 0"
- >

Figure 113

2. Type a new name
In the example belgwthe new name s L Wegjor (Figure 114).

mﬂ Wagon )

Position 0"
< N >
Figure 114

3. PresstheTab key or click out of the fieldto updatehe name. The new motor namall
be updated in th€ue Grid (Figurell5).

n cue] 5.0s ° Offstage 0.0s
. First cue Position 0
' Cue Number|1 Speed 36 Spead 36
Description | First cue Acceleration) 24 Acceleration) 24
Ramp Time |2 Ramp Time 1.5 Ramp Time |15
Total Time |5 Total Time |0 Total Time |0
Figure 115
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Motor Status

Motor status information is displayed next to thetor name in théStagehand Editing Pane
and in theCue Grid column headerd€ach icorstatus is describdaelow.

Icon Status

1)

Motor disconnected from the network.

{

Motor connected to the network, but idle.

Motori s i n act iruneues oafifect aue lnkst
Motor has completed a cue.

Emergency stop.

Cue loaded.

Soft stopping, but not yet fully stopped.

Stopped mietue by a sofstop command.

In manual mode with the motor enabled, but zgreed.
Moving forwardin manual mode.

Moving reverse in manual mode.

Running a cue forward in targtilerance mode.
Running a cue forward in stri¢iming mode.

Running a cue reverse in targeterance mode.
Running a cue reverse in strtaning mode.

Stopped by a forward limit switabn the motar

Stopped by a reverse limit switch on the motor

SR 22YVLGRAINOREE

Stopped by a position error fault.
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Icon Status

®\ Brake fault indicating that one or both of the brake contactors
S not operating correctly.

C Stopped because theotor drive has faulted. The drive should
A reset and the error referen

aHx Stopped by an Ultimate Limit.

A firmware update is available.

0

Manually Moving a Motor Using the On-Screen Controls

NOTE: You will frequently need to move a motor forwad or backward
without running a cue.During initial setup, tech, and work calls the scenery
often needdo be nudged around the stageXou can eitherrun the motor using
the physical jog buttons on the Stagehand, or you can u§Spikemarkd s - ¢ n
screenManual Controlsgo move the motor, as described in theteps below.

1. Select the motor yowishto move in theCue Grid.
2. Confirm that the motois connected to the netwolk.f it s not connect
network connectioffseefiSetting Up a Network Connectiolon page4l).

3. IntheStagehand Editing Paneon the right side of the scredacatethe Manual
Controls section Figure116).

@ SL Wagon

Position 0"

o Manual Controls

) Reverse ) Forward

@
o g

Figure 116

4. Select a direction, eithéorward or Reverse(Figurell?).
Note: You can customize the direction labels by pressing the j@mcibutton.
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@b Forward

Figure 117

5. Click and draghe slider slowly to the right, which wileleasehe brake and ramp
up the motospeedFigurel118).

e} | SL Wagon

Position 29.75"
-

) Reverse @ Forward

@

Figur

6. To stop the motor, slowly move the slider to the left and then release the mouse
button. The motor will stop and the brake will engage.

FFSTAGE




The Stagehand Motor

If NOTE #2 applies to anAC motor: switch any two of the threepower wires
Do NOT switch the groundwire!

Editing Motor Direction Labels 7 New in Spikemark 3!

Depending on the scenery you are moving, the
fReversed may not be descriptive. You can cha
or AClockwiseboahavi SEountoer "TUpo and ADowno.

1. Select thanachine you wish to edit in ti@ue Grid or Stage Model Viewer
2. Click theEdit button in theManual Controls section of théStagehand Editor Pane
(Figurel119).

- "

° Manual Controls

® Reverse ) Forward

Figure 119

3. Enter the new names for the direction lal{Eigure120).

Figure 120

4. Click theEdit button again to accept the changiegure121).

° Manual Controls

@ |Offstage () |Onstage

Figure 121

Scaling Motor Position

Whenever a piece of scenery moves, an encoderented to that scenery spids the encoder

spins, it generates stream of electrical puls€he Stagehandonnected to the encodsounts

those pulses to determimgnere the scenery actually iBhe Stagehand relays the position back

to Spikemark whichthen displays thegsition information on screeBy default,Spikemark

displays the informatioas raw encoder countgiewing the position of the scenery as raw
encodercounts is almost neveridedls ual |y youdl |l want toedsee t he
in something more meaningful, suchiashes or degrees.
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Motor scaling allows you to specify a ratio between raw elec@ounts and physical units.
scal

With a position

e

d e f iposd¢i@hany write cuesi a

Vi

more useiffriendly mannerSpikemarkcan display position as inches, fagi|limeters, meters
or degreesT hereforerather than having to type 1,245,120,295 encoder countsygoid

simply enter 123.5 inchesr 360 degrees

Using the Position Scale Wizard

Spikemark includes a great tool to set the position scale for yloel Position Scale Wizard.

Pushstick

Reset counter to zera, manually jog the motor, and enter the
distance traveled to calibrate the position scale.

Pasition Scale n

Reset the encoder counter to zero Reset Zero
Encoder counts o

Distance traveled inches ~

Mew position scale 4334409

Use New Scale

To use the wizard:
1. Mark the position of the scenery.

o k» 0N

Press thé&Jse New Scalbutton

The wizard will calculate the position scale and place it into the configuration parameters for the
machine. This is a handy shortcut, and should be used whenever possible. However, if you need
to calculate and enter the position scale manually, that process is described in the next section.

Setting Position Scale for a Winch

m

Max Forward Posrbion 480

Min Rewerse Position |0

N ———
Position Scale :533-444'3‘3

Postion Units inches «

Max Pasition Error
[+] Abart On Position Error

Position Error Loaded  False

IEEEEI——...
r T

Press thé&keset Zerobutton to zero the position counter.
Run the scenery manually as far as safely possible.

Measure andrder the distance traveled well agthe desiredneasurementnits

1. Confirm that thecurrentPosition Scalefield is set tofilo in the Position section of

the StagehandEditing Pane (Figure122).
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[ Reset Position ]
Max Fwd Position 1
Min Rev Position 0

Pasition Scale 1

Paosition Units

Max Position Error 9,999
[T Abart On Position Errar

Pasition Error Loaded  False

Figure 122

2. Click theReset Positiorbutton Eigure123).

o Position
| .
‘. Reset Position )
Max Fwd Position 1
Min Rev Position 0
Position Scale 1
Pasition Units
Max Position Error 9889
[T] Abort On Position Errar
Position Error Loaded  False

Figure 123

3. Enterf00in theNew Positionfield and clickOK (Figure124).
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%[ Reset Position E@ﬂ

Current Pasition

Mew Position

Cancel

Figure 124

In theManual Controls section of thestagehand Editing PangFigure125) run
the motor forward or reverse as far as you safely can.

a# 5L Wagon

Position 29.75"
.| >

° Manual Controls

) Reverse ™ Forward

( b ) @

a etwor

Figure 125

. At the top of theStagehand Editing Panenote the number of encoder counts that

aretraveled.

Measure th@hysicaldistance traveled by the scenery.

. To compute thacaling factor, divide the number of encoder counts traveled by the

physical distance
For examplel,245,012ncodercounts/ 125.5inches= 9,920.41encodercounts
per inch

Enter the result frorthe previous step into thosition Scalefield and therselect
the appropriate units from tii®sition Units drop-downmenu(Figure126).
I n this example, you would enter A9,

) Position

Pasition Scale 092041

Position Units

Max Position Error 101
[7] Abort On Position Error

Position Error Loaded  False

Figure 126

920.
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Setting Position Scale for a Turntable

1. Confirm that thecurrentPosition Scalefieldi s s e in théPositidinsattion of
the Stagehand Editing PangFigure127).

[ Reset Position ]
Max Fwd Position 1
Min Rev Position 0

Paosition Scale 1

Pasition Units

Max Position Error 9889
[T] Abort On Position Errar

Paosition Error Loaded  False

Figure 127

2. Click theReset Positiorbutton Eigurel128).

&y Position
” C
‘ Reset Position

Max Feed Position 1

Min Rev Positicn 0

Paosition Scale 1

Pasition Units counts -

Max Position Error 9889
[] Abort On Position Error

Paosition Error Loaded  Falze

Figure 128

3. Ent er ANkwWPosition fielchaed clickOK (Figure129).
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%[ Reset Position

Current Pasition

Mew Position

Cancel |

Figure 129 |

Place a piece of spike tape on the turntable deck and a matching piece of spike tape

on the stage fl oor so youdioncan register

. Assuming you can run the turntable indefinitely in either direction, use the Manual

Controls in the Stagehand Editing Pane to run the turntable at four (4) complete
revolutions in the Clockwise (or Forward) direction.

. Slow down and stop the turnfalso that the spike tape marks you made in Step 4

line up.

. Compute your position scals dividing the number of encoder counts traveled by

1440 degrees. In our example:

2,408,697 counts / 1440 degrees = 1672.94016 counts/degree

Rewolver
Position 2,408,697 cts
>

9 Manual Controls

) Counter Clockwise O Clockwise

| Reset Position |

1440

Max Clockwise Position

s

Min Counter Clockwise Position |~ 1440

Position Scale

Pasition Units counts v

Figure 130

8. Enter thePosition Scaleand change thBosition Unitsto degrees Notice that the

Position value updates to 1440 degréEgyure131).
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The Stagehand Motor

m Revolver
Position 1,440°
>

& Manual Controls

®  Counter Clockwise O Clockwise

Network Connected

P Address |192.168.10.32

[] Auto-repair

| Connect |

| Disconnect |

| 1 Reset Pasition |
b

Max Clockwise Position 1440

Min Counter Clockwise Position | ~1440
R —

L~
m Position Scale 1672.84016 )
o

Position Units degrees v

Max Position Error 19.59
Abort On Position Error

Pasition Error Loaded False

Figure 131

Setting Motor Software Limits: The Min Reverse and Max Forward Positions

All motors inSpikemarkmusthave aviax Forward Position and aMin Reverse Position
defined in thePosition section of theStagehand Editing Pane

NOTE: Spikemark calculates the track length forall winches in the Stage
Model Viewer basedon these configuration parameters.By setting these
values,Spikemark will prevent you from writing cues that travel beyond the
physical limits of the machinel f you enter in a po
but the Max Forward Position s s et Spikemark @ib @duce the cue
target position to 1000 to keep it

S

1. Select the motor in th€ue Grid.

2. To set thaMin Reverse Position go tothe Manual Controls sectionin the

t

W i

Stagehand Editing Paneandrunthe motor in reversas far as its physical limvtill

81
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3.

4.

5.

allow. Observe théositionvalue at the top of thBtagehand Editing Panécircled
in Figure 132).

Figure 132

Type thePosition value intoMin Reverse Positionfield (Figure133).

o Positicn

Figure 133

To set theMax Fwd Position, go tothe Manual Controls sectionof the Stagehand
Editing Pane andrun the motor forward as far é@s physical limit will allow.
Observe théositionvalue at the top of th&tagehand Editing Panécircled in
Figure 134).

Figure 134

Type thePosition value intoMax Fwd Position field (Figure135).

Figure 135
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1
Motor's path of :
movement :

Min Rev
Position

Position

Setin
SpikeMark

Setin
SpikeMark

Figure 136

Resetting the Motor6 #osition Value

Motor positon is stored in the Stagehar@bikemarksimply displays the position information
that t receivedrom the Stagehand.here are times when you need to change the position
information that is stored in the Stageharkabr instance, if the Stagehand loses pawes
replaced then theosition information wl be wrong.In such a case, you should move the
motor to a known position with thdanual Controls on the stage and then reset the position
value stored inside the Stagehand.

every

1. Select theMotorin theCue Grid and confirm that it is connected to the netw(se
fiSetting Up a Network Connectigrmpage41).
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2. Click theReset Positim buttonin thePosition section of theStagehand Editing Pane
(Figurel37).

Max Ferd Posibon

Figure 137

3. IntheNew Position field, enterthe correctPosition value andclick OK (Figure138).

%[ Reset Position S

Enter a new position

Current Paosition

New Position

Cancel ‘

IEigure 138

Motor Tuning

Motor tuning is perhaps the most difficalspect of scenic automatiddy tuning a motor, you

are describing to a Stagehand how itidti@egulate the motor speed during @ asing

mathematical formulade wonét get t oo deep into the intr
discuss motor tuning without getting a little involved in the nuts and bolts of motion control

theory.

First, it helps to understand the jmlem that motor tuning solveshe bestanalogy for motor

tuning is cruise control on a cAlhen you set your cruise control to 55 mph, the car has to

adjust the amount of fuel going to the engimé&eep moving at that spedf you are going up

hill, the car lags for a second and then more gas rushes into the engine and the car speeds up to
get back to the desired speed.

Motion contrd for scenery is very similakVe program the Stagehands with a speed and target

position and the Stagehand has to adjust power to the nwé&mhieve the desired effetit.

thereds a bump in the floor, mdinaingpeedfdche has t o
winch has too much power, it will lurch over the bump and then quieklyae power so that it
doesn6t go too fast once it is over the bump.

The Stagehand is constantly analyzing where the motor is versus where it should be and then
adjusting motor power to minimize the difference between where the motdd sl@and

where it really islt does this analysisfew million times per secon®hen it wants to apply

power to correct for error in position, it looks to vs uidance.
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By entering in some tuning parameters, we are gitiie Stagehand that guidanbea
confounding abstract way, we are specifying how much power to give the motortwkeds

to make a correctiorif the values that we enter give the motor too much power during
correction, the motor will be jerky asavercorrects and then has to pull back (remember, this
happensnillions of times per secondl.the values we enter do not provide enough power to
the motor to correct position, it will never reach the cue position since it will run out of power
and be nable to muscle the load onto the target.

There are five tuning values that can be usedheae smooth, accurate motiofo adjust
these parameters, select the motor you wish to tune @ube&srid andselect theluning
section ofin theStagehand Ediing Pane(Figure139throughFigure144).

Proportional Gain

Proportional Gain (Figure139) is theratio of power to position erroif he higher this
value, the more power will be applieal¢orrect for position errorhis is often the
only tuning pareneter you will need to adjud®roportional Gain needs to be at least
ilo f or t he mo tifthe valteds tao bigithe meotor will bebin lurching.
Sometimes this lurchingan be extreme so make sure to have your hand on the
EmergencyStop when you first adjust this parameter.

Proportional Gain 1

Derivative Gain 0

Derivative Sampling 0

Integral Gain 0

Integral Limit 0

Filter Loaded False
Figure 139

Derivative Gain

Derivative Gain (Figure140) isapplied agaist changes in position errdtr.can have a
dampening effect on a motor, absorbing the shocks from anagortional Gain.
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Proportional Gain

Derivative Gain

Derivative Sampling 0

Integral Gain 0

Integral Limit 0

Filter Loaded False
Figure 140

Derivative Sampling

Derivative Sampling (Figure141) describes how often tHeerivative Gain should be
applied.If you are usinderivative Gain, Derivative Sampling must beset toat least
fil.0 Rarelyis thereany benefit to using Berivative Sampling value higher thai2.0

Proportional Gain -

Derivative Gain 0

Derivative Sampling

Integral Gain 0
Integral Limit 0
Filter Loaded False
Figure 141
Integral Gain

Integral Gain (Figure142) tries to compute corrective action by evaluating the position
error andmotor response over timerom a practical standpoiritegral Gain will

often correct the motgrosition at the end of traveThis can be helpful if you need to
reduceProportional Gain to smooth out a ntmn, but then loose accurady such a
scenario, adding in 1 or 2 pointslafegral Gain will often retain accuracy without
sacrificing smooth travel.
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Proportional Gain -
Derivative Gain 0

Derivative Sampling 0

Integral Gain 0

Integral Limit 0
Filter Loaded False
Figure 142
Integral Limit

Integral Limit (Figure143) prevents a condition known as Integral Windup, which can
lead toreally erratic motor behaviolf you use anintegral Gain, setintegral Limit to
1000.

Proportional Gain 1
Derivative Gain 0

Derivative Sampling 0

Integral Gain o

‘ Integral Limit 0 ’
Filter Loaded False

Figure 143

Filter Loaded

TheFilter Loaded field (Figure144) is notan adjustablenotor tuning parameter.
Rather,it indicates whether the filtggarameters hae been sent to the motor yAfter
you change a tuning parameter, that changevisdsantil the next cue is ruWhen the
next cue is run, the new filter parameters will be sent to the motor automatically.
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& Tuning

Proportional Gain
Derivative Gain 0

Derivative Sampling 0

Integral Gain 0
Integral Limit 0
Figure 144
Over the past several years, wedOve come up

good resultsri a reasonable amount of tinThat approach is shown the form of a flow chart
(Figure145). The steps are clear and simple, but it can still be a frustrating experience the first
time you attempt to tune a motér.t 6 s e importamtrioefihdyat least an hour of quiet time
on the stage without aagie else worikg around the moving scenefyet a cup of coffee,

relax, focus and take astab atlitf t hat d o e s rdl(seewhdiCohtactUpi v e u
section orpage212). We have had plenty of experience helping people tune motorsheve
phone. The good newstisat it gets a lot easier once you see it work the first time.

n
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Motor Tuning Flow Chart

Make two cues far enough away from one
another to appropriately test winch and motor
operation.

Note your current settings.

The Stagehand Motor

Did the cue run
smoothly?

Set Derivative Gain to

Set Proportional Gain to 1 and all other tuning
parameters to 0

Was appropriate
accuracy achieved?

Increase Proportional
Gain by 1

Run Cue

100 and Derivative
Sampling to 1

Something mechanical

Figure 145

is wrong. Check the
machine and fix it.

Did the cue run
smoothly?

Increase Derivative
Gain by 100 points

v

Getting worse

°
2
©
=
2]
=5
b
L
(2]
=
£
©
S

Set Integral Gain to 1
or 2. Set Integral Limit
to 1000. Run Cue.

no

Did the cue run

Decrease
Proportional Gain
by 1 and Run Cue

Did the cue run
smoothly?

smoothly?

Finished
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Setting the Max Position Error

Once a motor has been adequately tuned, it is a good idedddlax Position Error value
and make sure th&bort On Position Error field is selected irspikemark This protects you

from runaway motors when the eneods damaged or disconnected.

Without aMax Position Error , the Stagehand will send an increasing amount of power to

compensate for a position errdfthe encoder is not sending information to the Stagehand, the

Stagehand will thinkhat the motor is not movin&o it will rapidly work up to full speed and
at full speed indefinit e,lthe motw is standng
still. Without settingMax Position Error, you will be forced to use the Emergency Stiopt

run

not before you have been scared out of your)skin

A Max Position Error value caralsostop a motor when it is poorly tad, but not posing any
danger.This interrupts the show am@nbe dcetrimental to the performanc€o keep the motor
from faulting during normal circumstances, the default value for maximum positmmsset

from

as high as possibl¥.ou can tighten the allowable position error by lowering this value if you
have requirements for a more exacting motion profile.

NOTE: The maximum allowable Max Position Error [MPE] value is32,767
raw encoder countsafter scaling

The MPE is given inscaled position unitssuch as inches or degrees

Therefore, if you have a position scale of 10,000 encoder coupir inch, your
MPE wi | | equal rav. edcoder7 dount§ 3 20,0006 éhcodern
counts/inch =3.2767inch].

The MPE of 32,767 requires a Stagehand runnin§rmware v1.7 or higher.
Prior to firmware v1.7, Stagehands were limited to an MPE value of 9,999.
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Select the motor yowishto adjust in the&Cue Grid.

Check theAbort On Position Error option in thePosition section of theStagehand
Editing Pane (Figure146). If you like, you can tweak the value of tivax Position

Error (this value is given iscaled position unitsuch as inches alegreesetc).
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Max Fwd Position

Min Rev Position

Pasition Scale

Position Units

Max Position Error

120

4

1

|inches v‘

3277

""‘ Abort On Position Error )

Paosition Error Loaded

False

Figure 146

The Stagehand Motor

NOTE: Position error changes are loaded into the Stagehand prior to running

a cue.

Setting the Motor Cue Completion Mode

Spikemarkhas two modes for running motors:

Target Tolerance

Target Tolerancemodemakesmotor cues more reliable regardless of poor tuning.
When usingrarget Tolerancemode, the motor will continue to try to achieve target
regardless of how much time has passed. Once the motor position is within your
specified tolerance, it will turn off ardisplaya Complete status icon.

NOTE: Target Tolerance is the default mode irSpikemark.

Strict Timin g

Strict Timing modeinsists thathe motor move accurately and achieve the cue position

within the theoretical time allowed for that movement based on the programmed
distance, speed, and acceleratitirihe motor cannot achieve target in the computed

time, it will be turned off regalless of its current position.

NOTE: For shows that have tight timing requiremerts, this option may be
useful. However, it has mostly been included irSpikemark since it was the
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only mode availablein earlier versions ofSpikemark. When using this mode,
you have to be diligent about tuning your motorswell. Sloppy tuning will
result in motors abruptly stopping in mid-move.

1. To specify which cue completion mode to usdest the motor you wish to edit in
theCue Grid.

2. Scroll to theCue Behavior section in theStagehand Editing PangFigure147).

Target Talerance 025

| Active (Run Cues)

Figure 147

3. To useTarget Tolerancemode, make sure th&trict Timing Mode is deselected
and enter darget Tolerancevalue whichis listedin scaled position unitddr
examplejnches, degrees, etc.)

InFigurel48i 0. 250 ecqglual s 1/ 4 in

Target Talerance 025

| Active (Run Cues)

Figure 148

4. To useStrict Timing Mode, select theStrict Timing Mode field (Figure149).
With Strict Timing Modechecked, th@arget Tolerancevalue will be ignored.

Target Talerance

| Active (Run Cues)

Figure 149
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Setting aActMeMode 0 s

Most of the time, you will want the mottw load and run cues normallfowever, there are
occasions when a motor needs to be taaply removed from the showerhaps there is a
problem wih the scenery on a winch track, or perhaps you need to run through movements
using only the motwanmtanyubstagersotos peova.nd donodt

To temporarilydisable a motorjeselecthe Active box (Figure150) in theCue Behavior
section of théStagehand Editing PaneThe motor will not run cues until thctive box is
checked again.

[T Strict Timing Mode

Target Tolerance 025

[T Active (Run Cues] )
(0 Actve (Run Cues

Figure 150

You can also set the Active mode by rigiitking on the Cue Grid header as showFigure
151

5R tab
o4y

FA]

Delete 5L wagon

Duplicate 5L wagon

| \f | Active " |
Spesd |36 Add To Librafy
Acceleration) 24 'IIAC:&IE'E.f:}n'E".??
Figure 151

When a motor is deactivatédot Active), it will not impedethe @eration of cudinks (see

fiCue Link® on pagel39. Normally a cue needs to successfully load all motor movements
before itcan be exaded by a cue linkdowever, if a motor within in a cue it Active and
thereby unable to move, teatirecue will still be allowed to execut&pikemarkwill trust that

you have ascertained that it is safe for the cue link to run without this madgou are

overriding the normal requirement that all motors must be able to move before any motor will
move in a linkeecue sequence.
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EXAMPLE :

1: Assume you havevritten Cue 1, in which WAGON A mowes upstageand a
CURTAIN goes up

2: Also assume you haweritten Cue 2, in which WAGON B move downstage,
pastthe CURTAINand meetSVAGON A.

3: Now assume that Cue 1 and Cue 2 are lidkkéxy positiord so that WAGON
B starts moving onc&/AGON A has moved [for this exampleQ 10 ]

4. Lastly, assumehat you want taehearse WITHOUT the CURTAIN.

5: To do this, you wouldly the curtain upandmake sure its out of the way of
WAGON B. Next,you woulddeactivate theCURTAIN [by deselectingheActive
field in theCue Behaviorsection of the u r t Stageh#énd Editing Pang Then
it would then besafe totestWAGON A and WAGON B , as youobv
curtain up and out of the way W{AGON B

6: Deactivating a motor do@¢OT stopthelinks between cued hereforethe link
between Cue 1 and Cue 2 will still work [in this examplEAGON B will start
moving oncéVAGON A has reached thE) anarl].

Also seeFigure 152.
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x
Show Mode
Curtain

File Stagehand Cues Stage Show Cgntrol Machine Library Window Help

#6
The link between Cue #1 and Cue #2
will still work if the Curtain is INACTIVE

#5
Important! Make sure the
Curtain is out of the way of
Wagon B.

Reverse ® Forward

#3
Cue #2 is linked so Wagon B will
start after Wagon A travels 10"

Wagon B

[ Strict Timing Made
. ﬁ a5 ﬁ Terget Tolerance (025
#1 ; Active (Run Cues)
Wagon A moves upstage and X
fl i0n: in feet,

Curtain flies outin Cue #1  |'&%x*
]

50.66

wel fus

S - [
Curain Up.

You want to rehearse without
@ the Curtain. To make the
Curtain inactive, uncheck the
Active field in the Stagehand

Editor or right-click on the

1455 arrvnge | Curtain in the Cue Grid

Elevation from stage |27.18

Width 19

Position Link

Motar | Wagena ~ | |-

Position | 10

Wagon B moves downstage
past the Curtain in Cue #2

Enable All Links

Figure 152

It is worth mentioning here that tlective state of anotor canalsobe controlled throug a
Stagehand FX input actiobsing an input on &tagehand FXyou can quickly dactivate one

or many motors(To learn more about Stagehand FX input actisasDeactivating Stagehand
FX Actionsectionon page98).

Changing the Status Refresh Rate

WhenevelSpikemarkconnects to a motor, it starts asking the Stagehamapdated

information about & status, positionjmits, andEmergency ®p condition.Spikemarkasks for
updated information several times a second to give the illusiostebdy stream of
information.This is how the position information appears to fluidly change as the motor moves
on stage. Most of the time, this hawitlworkeor ks
However, if you have a large show, or a slow computer, you may fin&pilkkemarkseems to

be dowing down or feeling clunky.

In the casedescribed above/ou may wish to tweak the frequency of information updates,

known as théolling Interval, so thatSpikemarkdi o e s né6t get bogged down

updating process.

1. Select the motor yowishto adjust in theCue Grid or StageModel.
2. Scrollto theAdvancedsectionof the Stagehand Editing PangFigure153).
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Acguire Mext Index
® Command Error

@ Trajectory Complete

@ Index Pulse Acquired
@ Wrap Around Error

@ Eucessive Position Error
@ Breakpoint Reached

@ Motor Off

@ Cight-bit Cutput

@ Abort On Position Error
@ COn Target

® Velocity Mode

@ Forward Direction

@ Filter Updated

@ Acceleration Loaded

@ Host Interrupt

Polling Interval 125

Figure 153

Enter a newalue in thePolling Interval field (Figure154).

The values are in millisecondshe defauly a | u #2546 whichimeans thapikemark

updates motoinformation 8 times a secon8etting thePolling Intervalto 2500 will

update motornformation 4 times a second, which wélieve the comuter of some

processing stresfut the updates oscreen will appear jerkySetting the polling

interval to 50 will provide updates 20 per second making the information updates very
smoothangd nappy, but eating more of your compu



@ Acquire Next Index

® Command Error

@ Trajectory Complete

@ Index Pulse Acquired
@ Wrap Around Error

@ Excessive Position Error
@ Ereakpoint Reached

@ Motor Off

@ Cight-bit Cutput

@ Abort On Position Error
@ Cn Target

@ Velocity Mode

@ Forward Direction

@ Filter Updated

@ Acceleration Loaded

@ Host Interrupt
Palling Interval 125
S

Figure 154

The Stagehand Motor
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The Machine Library i New in Spikemark 3!

The preceding section detailed all of theieas configuration settings that can be made for each
machine that you wish to control with Spikemark. No doubt you get a sense that the initial setup

and configuration of a machine can be tiomsumingTheMachine Library allows you to

store and retrieve machines with theienterpar ame
all of the settings each time you want to use a machine. Spikemark comes loaded with all of
Creati ve Con rPeshsticg Revaiver,atd CuntansCall so if you are using one of

our machines you can jump into writing cues immediately. If you are using your own machine
connected to &tagehand AC Stagehand DC or Stagehand Mini, you can still take advantage

of theMachine Library by settng all the configuration parameters as outlined in the previous

section and then saving your own machine definition irMbehine Library. We 61 1 t ake a
at using the default machines and adding your own machines in this section.

Adding a Pushstick Winch to the Show
1. Click or tap theMachine Library menu(Figurel155).

File Stagehand Cues Stage Show Control Win:lov\- Help

Figure 155

2. TheMachine Library panel slides down from the top of the main wind&igure156).
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Curtain Call
>}

Pushstick Revolver

»

4

’

Netwerk  Connected

1P Adcress 1921681032

Enable All Link

Figure 156

3. Drag thePushstickmachine from théachine Library and drop it on eitheonthe
Stage Model Vieweror theCue Grid (Figurel57).

Pushstick Revolver Curtain Call

n cue] 00s
First cue

i | Ramp Time ’jZ

Total Time |12

Acceleraticn'i] 2

Figure 157

4. To close theviachine Library panel, either mss thé€escbutton or click theMachine
Library close tafFigure158).
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Pushstick Revolver Curtain Call

Click to close N

Pushstick | |
o<

239.75°

Figure 158

5. Depending on the position of other Pushstick machines iStdge Mode] the new
Pushstick may be obscured. Adjust Behematicsettings to place the new machine on

the virtual stage.

6. Change the name and other settings as needed.

Adding a Curtain Call Winch to the Show
1. Click or tap the Machine Library meifE&igure159).

File Stagehand Cues 5Stage Show Control Window Help

Figure 159

2. The Machine Library panel slides down from the top of the main wir@ayure160).
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Pushstick Revolver

»

4

Enable All Link

Curtain Call
>}

Figure 160

Netwerk  Connected

’

1P Adcress 1921681032

Stagehand FX

3. Drag the CurtairCall machine from thélachine Library and drop it on eitheonthe

Stage Model Vieweror theCue Grid (Figurel6l).

Pushstick

4

Ramp Time |0

Revolver

Total Time 0 £

@ Cue Number|1_
Description |

Curtain Call

&

Pushstick
o <>
3

o

®

Figure 161
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4. To close the Machine Library panel, either press the Esc button or click the Machine
Library close tal{fFigure162).

Click to close T

Figure 162

5. Depending on the position of oth@urtain Callmachines in the Stage Model, the new
Curtain Callmay be obscured. Adjust the Schematic settings to plagethenachine on
the virtual stage.

6. Change the name and other settings as needed.

Adding a Revolver to the Show
1. Click or tap the Machine Library merfgigure163).

File Stagehand Cues 5Stage Show Control Window Help

Figure 163

2. The Machine Library panel slides down from the top of the main wir@yure164).
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Pushstick Revolver Curtain Call

»

4

1P Adcress 1921681032

Netwerk  Connected

Enable All Link

Figure 164

3. Drag the Revolver machine from the Machine Library and drop it either on the Stage

Model Viewer or the Cue Griﬁiﬁureliii).

Pushstick Revolver Curtain Call

|
Pushstick
o <4)

Figure 165
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4. Because the Position Scale of a Revolver is dependent on the diameter of your turntable
deck, Spikemark prompts you for the diameter of your turni@dgire 166).

Turntable Diameter (feet)

Figure 166

ameter

5. Enter in the diameter of your turntable deck in {€egure166).

6. To close the Machinkibrary panel, either press the Esc button or click the Machine
Library close tal{Figure167).

Pushstick Revolver Curtain Call

Click to close EN

Pushstick | | [Revolver
° <> ° <>
@ -
23975 o

Figure 167

7. Depending on the position other Revolver machines in the Stage Model, the new
Curtain Call may be obscured. Adjust the Schematic settings to place the new machine on

the virtual stage.

8. Change the name and other settings as needed.

Adding a Custom Machine to the Machine Library

1. From the Stagehand menu select Add Motor and adjust all of the configuration
parameters in the Stagehand Editor Pane that you want to be included in the Machine

Library templatgFigure168).
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File Stagehand Cues Stage Show Control Machine Library v

Add Motor N Ctrl+M
Add Stagehand & Ctrl+F

Remove Stagehand

Connect To All

Disconnect From All

Figure 168

2. Select the machine that you just configu(Etjure169).

Pushstick | || Custom Machine
o «Ap LRl

= &

o o I/\\S‘

umber| 1 @ @
pticn

Time |0

Figure 169

3. Click or tap the Machine Library menu.

4. The Machine Library panel slides down from the top of the main window.

bY

5. Click the fi+0 bsideéedfthexMachme Libfary pah@igurel7G).g h t
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@

Pushstick Revolver Curtain Call
v v Click to add a machine
@ @ to the Library

Min Reverse Position D

Ha==$ -« § ...

Pushstick | || Custom Machine
LRl o LR 1

o ||[e3

o 0"

® @

[] Abort On Position Error

Position Error Loaded  False

Paosition Scale
Max Position Error 32767

Enable All Links

Figure 170

6. Click the Edit button to change the name of the Machine Library(fegurel171).

*k Revolver Curtain Call Custom Machine Enter new name
P q Click to select an icon
Click to edit
/ = I| Max Forward Position |1 | &
T
Figure 171

7. Click the center of the image to change the thumbnail for the Machine Library item.

8. Click the Edit button again tiinish editing the Machine Library item.

Deleting a Machine from the Machine Library
1. Click or tap the Machine Library menu.

2. The Machine Library panel slides down from the top of the main window.
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3. Click the Edit button on the item you want to delete ftbeMachine Library.

4. A Delete button will appear in the lower right corner of the thumbnail. Click the Delete
button(Figurel72).

k Revolver Curtain Call Custom Machine

P & e

-
-

5. Click Yeson theDelete Machinedialog box(Figure173).

Max Forward Position | -

Figure 172

Do you want to delete Custom Machine frem the Machine Library?

m—

Figure 173
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The Stagehand FX

A StagehandrX (or FX) is an input/output devicinat has a collection of parameters which are
typically set once during a productidnhdiffers from a Stagehardotor, which controls the
position of a motgrwhereas the Stagehand FX turns any devicadr, valve, etc.)on oroff.

The Stagehand Editing Pands on the right side of th&pikemarkscreerand allowsyou edit all
of theFX configuration parameters for the sh@igure174).

x
Stage Show Control Machine Library Window  Help Show Mode Simulator

File Stagehand Cues

N Metwork  Connected
1P Address | 192.168.10.32
~ — [ Auto-repair
A 5
-~ | Stagehand Editing Pane onnect
~
. ﬁ . l . Input 1 |Inputl
Input 2 [Input2
Input 3 [Input3
P.ushslid( C.usromehine X
ar <>
® iy
o 6 nnnafy
esee
{ S— Select to edit setup pi Qutput 1 Outputl
Output2 [Cutput2
@ @ @ Output 3 Outputd
Output 4 Outputd

Enable All Links

Figure 174

Adding a New Stagehand FX

1. Rightclick in theCue Grid and selecAdd Stagehand FX(Figurel75).
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Expand All
Collapse All

Add Motor

Add Stagehand FX

Add Cue...

Jump To Cue

Rearrange Stagehand Crder...

Ctrl+ M
Ctrl+F

Ctrl+U
F4

Figure 175

Or, in theStagehandmenu, clickAdd Stagehand FX(Figurel76).

Stagehand | Cues Stage Window Help

Add Motor Ctrl+M
Add Stagshand FX Ctrl+F

Remave Stagehand

Connect To All

Disconnect From All

Figure 176

Or, pres<Ctrl + F.

Stagehand FX
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Stagehand FX Configuration

1. Select theStagehand X you wish to updatéen theCue Grid.
The selected StagehaR& will be indicated with an orangeutline (Figure 177).

Pushstick | |Custom Machi
ey 4y
0" o
':.._-..:' u cue] 00s
@ Cue Number|1 @ @
Description
Ramp Time |0
Total Time |0
Figure 177

2. Once you have selected an ixtheCue Grid, you can begin editingstparameters in
theFX Editing Pane, thescrollingwindow on the right side of tHepikemarkscreerthat
containssections oparameters grouped by functiorou can collapse or expand these
sectiongo show or hide the informatidifrigure178).

Output 3 | Outputs

Output 4 | Ouwtpats

)]

[—

Figure 178

Renaming an FX
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To help identify all the Stagehak dewvices in your show, you can give edel a unique
name.Additionally, youcan rename all of the Inputs aalll of the Outputs for an FX to help
remember the purpose of each switch in the Stagehand FX.

1. Select the StageharkX to be edited in th€ue Grid and therselectthefield that
contains the default name.
In Figure 179, the def aulot name | SAFX2

In 1Tt
ot o000

Figure 179

2. Type a new nammto the field angressTab key or click out of thefield to update the
namein theCue Grid.
InFigurel80, t he new name is fATrap Door . 0

In it
Out o900

Figure 180

Renaming FX Inputs and Outputs

1. Select the Stagehand FX to be edited inGhe Grid

2. Inthelnputs section of the FX Editing Pane, enter the neput namés) andin the
Outputs section of the FX Editing Pane, enter the r@wput names) (Figurel181).
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112

Input 1 | Lift Limit

Input 2 | Input}.'l

Input 3 | Input3

Input & | Input4

Qowss

Output 1 | SR Lock

Output 2 | 5L Lock

Output 3 | SR Cylinder

Output 4 | SL Cylinder

1 2

3

Figure 181




FX Status

Stagehand FX

Stagehand FXStatus information is displayed next to theagehand-X name in thestagehand
FX Editing Pane and in theCue Grid column leadersThe status of th&tagehandrX device
is indicated by various icongach icon status is described below.

M 3
4] s

P R d4AX 92 @B

=

Status

FX disconnectedrom the network.

FX connected to the network, but idle.

FX is inactive and

FX has completed a cue.

Emergency stop.

Cue loaded.

Soft stopping, but not yet fully stopped.

Stopped miecue by asoft-stop command.

An output is active in manual mode.

One(or more) outputs) is running in a cue.

wonot rt

All outputs have been turned off because of a fault conditior
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Manually Activating FX Outputs

If you want to test Stagehan#&X output switch, you can use the manual output buttons in the
StagehandFX Editing PanePress the buttotihatcorresponds to thoutput you wish to activate.
The button behaves like a momentawitch;the FX output will be active as long as the lmurtt

is held downWhen you release the button, #¥ output will deactivate.

1. Select the Stagehand FX ysishto activate in th&€€ue Grid.

2. Click and hold dowrone of the output buttons in tiutputs sectionof the FX Editing
Pane(Figure182.

Figure 182

3. Release the button tteactivate the output.

Setting the FX Active Mode

Most of the time, you will want th8tagehandrX to load and run cues normallfowever, there

are occasions winean effect needs to be tearprily removed from the show.erhaps there is a
problem with the scenery on a winch track, or perhaps you need to run through movements using
only the St agehandantadythingrugstagegoenove.nd donbét w

1. Select theStagehandX you wish to disable temporarily in tiiiue Grid.
2. IntheCue Behaviorsection of thestagehandFX Editing Pane, deselecthe Active

field (Figurel183).
The FX will not run cues until th&ctivefield is selected again

o Cue Behavior

Figure 183
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3. You can also set the Active mode by rigiitking on the Cue Grid header asim
in Figure184.

innn Delete FX
o0
Duplicate FX
o | Active

Figure 184

NOTE: When a Stagehand FX is deactivated (not Active), it Winot affect the
operation of cuelinks ( s eCee Linkso o0 n 139aNoamally a cue needs to
successfully load all motor and FX movements before it can be executed by p
cue link. However, if a Stagehand FX within in a cue isiot Actived and
thereby unable toturn a motor on or offd the entire cue willstill be allowed to
execute Spikemark will trust that you have ascertained that it is safe for the cuf
link to run without thisFX and that you are overriding the normal requirement
that all FXs must be able to tirn a motor on or off before a linked-cue sequence
initiates.

EXAMPLE : Assume you have written Cue 1, in whighIGHT [controlled by a
Stagehand FXgoeson.

Also assume you have written Cue 2, in whachAB CURTAIN [controlled by a
Stagehand FXppensandWAGON A [controlledby a Stagehand Motorhoves

down stage from behind the curtain to in front of the curtain

Now assume that Cue 1 and Cue 2 are lidkbyg positior® so thatthe LIGHT
goes ON wheWAGON A travelsto position600 .

Lastly, assume that you want to rehearse WITHOUTT#B CURTAIN.

To do this,you would operthe TAB CURTAIN, to make surd is out of the way

of WAGON A. Next, you woulddeactivate theTAB CURTAIN [by deselecting

theActive field in the Cue Behavior section of ttabc u r t RXiEditing Pane].

Then, it would then be safe to test MOTOR A dhel LIGHT, as you € movVvec
the curtain up and out of the way of MOT@R
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Deactivatingthe FX does not stophe links betweenthe cuesThe link between
Cue 1 and Cue 2 will still work [in this exampline LIGHT will go ON once

MOTOR Ahasreachedtt®® 6 mar k] .

TheActive state of a Stagehand FX can be controlled through any FXaagion. Using an
input on a Stagehand FX, you can quickly deactivate one or many Stagehand Motors or FXs. See
the F X | n p udectighentpage 1v for moreinformation.
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FX Input Action

Stagehand FXnputs carbe used in a couple of different ways to help create complex cue

sequences. In thaLinking Cues by FXnputd sectiononpageld44y o u 6 | | |l earn

Inputs to fire cue links, but here we Wilustrate another way to use FX Inputs: Input Actions.

Input Actions introduce a way to trigger events in the show thatardirectly related to a cue.
FX Input Actions give you a way to teflpikemarko do something whenever an input is
activatedyegadless of what cue is running/e are starting modestly with tvaztion typs, but

look for more actions in future releases.

Deactivating Stagehand FX Action

You can define ainputAction that will toggle thé\ctive state of one or morgtagehand

Motors or FXsto temporarily keephemfrom running cues during the shoivhis may be handy

if you have a scenic element that is involved in a number of cues, but requires tight

synchronizationwita n a ct or 0 sSonm mighés the compmiter sequencing works fine,
but some nights you need to take manual control of the rantbjog it to match the tar. When

that happens, you dondédt want to mess
AOverrided button i nt oitaailluStiatadgrette atepd belbvX

1. Select the Stagehand FX you wish tofigurein theCue Grid.

up al
and

2. Inthelnput (1, 2, 3 or 4)Action section of thé=X Editing Pane, dick the Add Action

button(Figure185).

B 1rre 1 Actions

ate Stagehand

Figure 185

3. SelectDeactivate Stagehands the action typ@-igure186).

Timta
Deactivate Stagehand

Figure 186

4. From theDeactivate Stagehandiropdown menu, slect theFX or Motorthat should be

deactivated when thHeX Input is closedqFigurel187).
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i Input 1 Actions

Add Action

Deactivate Stagehand:

-

Motor 2
FX 5

i —

Figure 187

5. Repeatas necessary if you would like a single FX Inpudéactivate multiple
Stagehand$ Motorsor FXs (Figure188).

@ Input 1 Actions

Add Action

Deactivate Stagehand:

Motor 1 x |

Deactivate Stagehand:

-

| Maotor 1

& Moto
FX 5

Figure 188

Soft Stopping FX Action

There are times when you may need to soft stop a device in a show based on actor timing. For
example, maybe you have two concentric turntables, wiothstartmovingat thesame time,

but one which needs giop wheran actor says particularline. In this example, you would not
wantto set up a cue in whidhe turntable rea@ua target position, but, insteaghu coulduse

an FX inputand set it so that when manually satedafter the actor spoke the lintde motor

would slow down to its programmed deceleration rate and then stop.

1. Select the Stagehand FX you wish to configure inGte Grid.

2. Inthelnput (1, 2, 3 or 4)Action section of thd=X Editing Pane, click theAdd Action
button Figure189).

a Tt 1 Actions

Figure 189

3. SelectSoft Stop Stagehandas the action typ@-igure190)
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! Deactivate Stagehand
RUn Lue [}‘
Figure 190 '

4. From theSoft StopStagehanddrop down menu, select the FX or Motor that should be
soft stopped when tHeX Input is closedKigure191).

Figure 191

5. Repeat as necessary if you would like a single FX Input to deactivate multiple
Stagehands Motorsor FXs (Figure192).

Figure 192

Run Next Cue FX Action

In some environments, particularly interactive exhibits, you may want Spikemark to run through
a series of cues in sequ@l order by repeatedly pressing a single button. For instance, a
presenter giving an interactive lecture and may need to execute a motion sequence of motorized
props in an exhibit. In such a case, Spikemark can be used with a Stagehand FX, a button wire
into an input, and a Run Next Cue action. When the presenter needs to move to the next
sequence, she simply presses the button connected to Stagehand FX and the exhibit advances.
While this action is rarely useful in live theatre, it does find use intramtitional applications.

To add a Run Next Cue FX action:
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