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DESCHIPTION OF THE 828 PROGBAMMER

The 828 Programmer is a system in itself . lt con-

tains a microprocesson, a keyboard and display, a

foun projector dissolver, and relay controlled power

outlets for four projectors.

The microprocessor is the heart of the system. lt
nesponds to the keyboard, stores the information
and controls the dissolver unit.

Up to three additional dissolver units can be added

to control a total of 1 6 projectors.

The B28 Programmer gives you independent con-

trol of each projector, with a complete array of
prognamming effects usually found only in the large

expensive computer systems. Not only does it have

great creative flexibility, but it also will prompt you

thnough each step of the programming, giving you

instnuction and feedback in English to guide you

along. This programmer is designed for the

cneative mind. lf you can imagine it, you can do it

with the 828 Programmer; easilY.
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FRONT OF 828 MEMORY PROGRAMMER

The fnont of the Arion 828 Programmen has

six areas. Each of these aneas will be described
separately. The keyboard has four gnoups of
keys.

1 . function keys

2. Projecton Lamp keys

3, Numben Entry keys

4. Edit keys

1. FUNCTION KEYS

There ane five keys. Some have two functions. One

function is obtained when the key is pnessed

normally and the other when the yellow Shift key is
pnessed and held while the Function key is pressed.

This is known as a shifted function.

The legend below the key calls for regular operation
while the legend above the key calls fon the yellow

Shift key operation.

There are five regular functions [not using the
yellow Shift keyl:

Stop/Hesume Fade

Flash Lamp

Fade To Level

Fonward Tray
Auxiliary On/Off

The functions known as shifted functions are [using
the yellow Shift keyl:

Start Fade

Stop Flash

Hevense Tray

FADE (D
srop/ cont

aor t!

FLA5H

TRAY

AUX

to level
slop

-srod

-
-oo/ofi

f-':r
LJ
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2. PROJECTOR LAMP KEYS

The top four keys [A,B,C,D] ane Dissolve keys. The

lower sixteen numbered keys are assigned to in-

dividual projector lamps, to the left of each of the

sixteen keys ane sets of yellow indicators that we'll

call "LEDs" [Light Emitting DiodeJ.

When the up A LED is on, that pnojecton lamp is to
Fade On. A down V LED means that proiector

lamp is to Fade Off . When both of the LEDs are off,

AV the lamp of the prolector is off , and if both the

LEDs are on, AV the lamp of that projector is on.

The LEDs will also work with some of the Function
keys, such as, Fade To Level, Flash, Stop Flash,

Auxiliary, Forwand and Heverse Tnays. This will be

discussed in detail later in the manual.

The foun keys [A,B,C,D] at the top are the Dissolve
keys. When a Dissolve key is pressed, a proiecton

lamp which was on willfade off and its downV LED

will be lit, at the same Eime another prolector lamp

that was off will fade on and its upALED will be lit.

A.
AV CD

av@
av@
av@

BO
AV ED

av@
avo
av@

CO
AV 

'Davo
AV 

'D
AV 

'!D

DO
AV 

'D
av@
av@
AV 

'!D

3. NUMBEB ENTRY KEYS

This area contains more than the Number keys, but
for ease of reference, this anea is neferned to as

the Number" Entry keys.

The Number keys are used to designate how long a

projector lamp takes to fade on or off ["fade rate"]
on the time before executing the next frame ["wait
time"].

There are many other uses of the Number keys.

These will be described in various sections of the

manual as will the othen keys located in this area.

The Clear key is used to clear a number entrY

-I run occept
II

ffi EEEH EEtr
iT EEE
.-" E trE

C

4. EDIT KEYS

The Edit keys have two levels of operation, regular

and shifted.

The yellow square key at the bottom right is

another Shift key.

The bottom keys in this area are used to view

messages in the message window.

Go To takes you to the stant of any sequence.
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aD tDThese two keys step the program one
fname at a time. To step one sequence at a time,
hold down the Shift key and press one of these
keys.

Ct Gl These two keys step to each message
within a fname.

P This key also prompts you with questions,
help

The keys on the left [Create, lnsert, Delete, and
Change] affect the pnogram memory pen their
designations.

The keys on the right relate to the prognam in

memory.

The Escape key clears the current operation,
theneby allowing a choice of another operation.

Load is used when transferning a program from
tape into the memony of the programmer.

Reset places the program at the start of the finst

sequence.

Save is used when sending the pnogram onto

magnetic tape for storage [safe keeping].

Venify is used to indicate whethen on not the
pnognam was necorded properly.

Erase is used to delete the entire program in the

memory.

The remaining keys are explained later in this

manual.
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5. MESSAGE WINDOW

Above the projecton lamp keys is a ned glass

window. One message willappean in the window at
a time.

When the BAB Programmen is tunned On, the
message in the window reads:

These words indicate the thnee functions of the
828 Prognammer.

When playing a tape with lMate-trac into the 828
Programmer, the message reads:

When loading the memony, the message reads

when you begin to create a prognam, the message

reads:

PLAY,/ L(]AD / CFIEATE

PI.AYING SHOW#

LOADING SHOW

1 CREATEFB 1

6. OTHER INDIGATORS

On the upper right of the front of the programmer

are:

I . A yellow power indicator.
2. Bank select switch.
3. Mate-tnacindicator.
4. Signal input level indicator,

PO^/"r
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5

-l

mF---l
ADCD



IIll
oux 2

@ 
"?,?,9#" 

@
Memory Progrommer

BAGK OF THE ARION 828 PROGRAMMER

There are four areas on the back panel.

fne @ area concerns the electrical nating of the
power line and the lamp voltage. The On/Off switch
affects the powen to the electronic circuit board.
Part of the circuit board in turn controls the On/Off
relays to the prolector power neceptacles.

Before pnessing the power switch to On, always be

sure to check the setting of the voltage select
switch for proper position.

Area consists of a remote control socket, a

o

selector switch for the power line voltage in your

area and three auxiliary receptacles. The nemote
socket will accept a Kodak Ektagnaphic type
remote controllen. Pnessing the forward key of the
remote contnol will cause a sequence to be

activated. Pressing the reverse button of the
remote control will reverse the program to the
previous sequence.

Auxiliaries 1 & 2 control equipment such as

dimmers or movie projectons, etc.
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The area consists of foun AC power

receptacles and foun control cables. The AC

receptacles are relay contnolled by the 828
electronics. The pnojector powen cables can be
plugged in any of these receptacles.

The control cables are identified by number and

should be connected to the comesponding
pnoiectors. lt is important that the wattage r"ating

of these receptacles be observed. Each has a 400
watt maximum rating. DO NOT connect modified

SAV or Ektagraphic projectors into these
receptacles.

The area @ consists of the Mate-trac signal

in/out receptacles. There are two output
receptacles for the purpose of daisy-chaining to
Omni-Mates.
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INTRODUGTION TO GREATING
CREATING WITH PROMPTING
Letting the pnogrammer prompt you through each

entny is advised for first time use of the 828
Programmer.

The messages will prompt you when you pness the
Help Gl key.

lf you make an incorrect entry, pness Escape, then
press Create to continue creating.

Tunn the Pnognammen on [switch on back]. The

message is:

Press the Create key, the first message ts the

ldentifier.

It identifies the sequence by number, the openation

and the frame number within that sequence.

Next, press the Help keyGDin the Edit area, the

message now asks for pnoiecton lamp to fade on on

off.

Since thene are none on, pnessing any Projector

key will turn on the up   LED for that pnojecton. lf

no Lamp key was pressed, pressing the Help key

would cause the message to read:

Press 1 key in bank A, 1 key in bank C.

lf you press the wrong Proiector key just press it
again to cancel.

Press the Help key for the next message which

prompts fon the fade rate for the lamps selected.

Press the number 4 key. Now the message neads:

Press the Help key fon the next message.

It offers a choice of entering a wait time or ending

the sequence.

Pness the Wait key located in the number area.

The message now neads:

Pness the Numben keys: decimal . point, 2 and 5.
The message reads:

Press the Help key for the next message. This

message asks you to press the Accept key to

complete the frame that has been created.

At this time pressing the Accept key will store the

above entries into the memory of the programmer.

The message now shows the next frame number.

PI.AY-LOAD-CBEATE

,I CREATE FR 1

FADE LAMP

WHICH LAMP?

 VED AVED AV'D AV 
'D

AT "??'' SEC RATE

AT 4 SEC RATE

WAIT OR END SEG?

WAIT "??.??" SEC

WAIT O.25 SEC

ACCEPTTO CFIEATE

I

,I CHEATE FB 2



A-

AV TD
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Using the procedunes described on previous pages,
go through the pnactice pnogram to give yourself a
basic undenstanding of the pnogrammen's mes-
sages and functions.

Faster more advanced methods will be explained in

the section following the practice program.

PRACTICE CREATING

ACTION

run occept

MESSAGE APPEARING IN WINDOW AND
INDIGATOR NEXT TO PROJECTOR LAMP
KEYS

PI-AY-LOAD-CHEATE
1 CBEATEFHl
FADE I-AMP
AVAl
AT "??" SEC RATE

AT 2 SEC RATE

WAIT or END SEG?

WAIT "??.??" SEC

WAIT 1 SEC

ACCEPTTO CBEATE

1 CFIEATE FFI2
The A1 LEDs will both be onAV
FADE LAMP
The 41 LED will beA\7

while the A2 LED will beAV
AT "2" SEC BATE

OFF PFIOJ "?? ADV"
OFF PROJ TO ADV
WAIT or END SEG?

WAIT "l " SEC

,t

ACCEPTTO GREATE

1 CFIEATE FH 3

The 41 LED is offAVand both LEDs for A2 will be On

be On.AV

1.
2.
3.
4.
5.
6.
7.
8.
9.
10
11

13.

14.
15.
16.
17.

18
19

Help

Help.

Accept

Turn on powen [switch on back]

Pness the Create Key.
tt 't Help.

ln the A bank press Key 1 [A1].
Press the Help Key.

tt tt Number key 2.
" t' 

Help.,, ,, wait.
't " Number key 1 .

" " Herp.
t' t' Accept.

12 " Dissolve key in bank A

" Help.

" ToAdv
" Help.

" Wait.

10
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20.
21.
2?.
23.
24.
25.
26.
27.
28.
29.
30.
31.

32.
33.
34.
35.
36.
37.
38.
39.
40.
41.
42.
43.
44.
45.
46.
47.
48.
49.
50.
51.
52.
53.

54.
55.
56.
57.
58.

59.

60.
61.
62.
63.
64.

Press the Help.
tt 't Help.

" il 3 key in bank A.
" 't Help.

't tt Number key 6.
't tt Help,

't t' 
End Seq.

't t' Accept.
't t' Fade To Level.

't t' Numberkey4.,, ,, Help.

1 key in bank A.

,, ,, Help.

" " End Seq.

" " Accept. A relay will click on.

" t' Yellow Shift Key and Flash. Stop.,, ,, Help.

" 1 in bank A.

" Help.

" Wait.
" Number key 7
" Help.
" Accept.

FADE LAMP
WHICH LAMP?

FADE LAMP A3 V
AT "2" SEC HATE

4T6 SEC HATE

WAIT on END SEG?

ACCEPTTO CHEATE

2 CBEATE FR 1

FADE TO LEVEL ?

FADETO LEVEL4
LEVEL4 LAIVIP

LEVEL4 LAMP
41  V up LED will come on. The LED's fon A2,
3 willremain on. AY
AT "6" SEC HATE

AT 2 SEC RATE

WA|Tor END SEG?

ACCEPTTO CREATE

3 CREATE FB 1

FI-ASH [ON:OFF]O:0
FLASH [ON:OFFJ1:0
FLASH [ON:OFFJ 1:2
FLASH,I:2 LAMP
The 41 LED willlight AV
WAIT on END SEG?

ACCEPTTO CHEATE

4 CREATE FR 1

FOHWARDTBAY
WHICH THAY?

The LED's of both 41 and A2 will light.AV
WAIT OR END SEG?

ACCEPTTO CREATE

5 CBEATE FR 1

AUXILIAHY

WHICH AUXILIAFIY

AUXILIAHY

The A3 upAVLED with light.

WA|Tor END SEG?

ACCEPTTO CREATE

6 CBEATE FH 1

STOP FI.ASH LAMP
WHICH LAMP? The A1 LEDS AV are on

indicating which lamp is flashing.

STOP FLASH I-AMP

The 41 upAVLED will remain lit, the down V LED

willgo off
WAIT OR END SEG?

WAIT "1 " SEC [a ditto]
WAITT SEC

ACCEPTTO CBEATE

6 CHEATE FR 2

Help.

Number key 2.
Help.

End Seq.

Accept.
Flash. Start.
Number key 1 .

Numben key 2.
Help.

1 key in bank A.

Help.

End Seq.

Accept.
Tnay Forward.

Help.

1,2inbankA.
Help.

End Seq.

Accept.
Auxiliary. On/Off
Help.

3 key in bank A.

11
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65. il " Loop.

66. " " Help.

67. PresstheAccept.
68. 't 't 3 in bankA

START LOOP

ACCEPTTO CBEATE

6 CFIEATE FR 3
FADE LAMP
A3 down LED lights.

AT ''??" SEC BATE

ATO.2 SEC RATE

OFF PROJ "?? ADV"
OFF PFIOJ NO ADV
WAIT OFI END SEO?

WAIT "??.??" SEC

WAITO.50 SEC

ACCEPTTO CBEATE

6 CBEATE FR4
FADE LAMP
A3 up AV LED lights.
AT "O.2'' SEC HATE

WAIT OH END SEO?

wAtT "o.5" sEc
ACCEPTTO CREATE

6 CFIEATE FFI S

LOOP O TIMES

LOOP 5 TIMES

WAIT OB END SEO?

WAIT "O.5'' SEC

ACCEPTTO CFIEATE

6 CHEATE FH 6

FADE IAMP
41 23 downAVLEDs will be on

AT "O.2'' SEC HATE

AT 8 SEC BATE

OFFPROJ "NOADV''

OFF PHOJ TO ADV
WAIT OFI END SEO?

ACCEPTTO CREATE

7 CBEATE FH 1

7 END OFSHOW

SEOUENCE 1

69.
70.
71.
72.
73.
74.
75.
76.
77.
74.

79.
80.
81.
82.
83.
84.
85.
86.
87.
88.
89.
90.

91.
92.
oe

94.
95.
96.
97.
98.
99.

" Help.

" decimalpoint and #2.
" Help.
" NoAdv. [Remembertoshift.]
" Help.

" Wait.
" decimal point and #5.
" Help.

" Accept.
" 3 key in bank A.

il

Help.

Help.

Wait.
Help.

Accept.
Loop.

Number key 5.
Help.

Wait.
Help.

Accept.

1 ,2,3 in bank A

" Help.

" Numben keY B.

" Help.

" ToAdv.
" Help.

" End Seq.

" Accept.
" Escape.

" Fleset, [Flemember to shift.]

Helay will click.
12
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1OO. Press the Run key until SEOUENCE 2
appears. Lamps A2 &Ag will be on.

1O1. Pness the Bun key for each sequence.

Flepeat until END OF SHOW appears.

Listen for click aften Sequence 5 is nun.

Notice the Loop in Sequence 6 as it counts
down. Lamps A3 willflash On and Off.

102. To stop a Flun, pness the Escape key. To
resume the Hun, press the Flun key. There
is a fast method of creating that is ex-

plained in the Advanced creating section
but before going to that section, tny the
use of the various Edit keys.

SEQUENCE 2

7 END OFSHOW

EOIT

Leave the practice creating prognam in memory.
The Edit mode provides quick and easy access to
the individual messages. Enter the Edit mode by
pnessing the Escape key.

I . Press the Escape key [do not enase memory].
2. Pressthe Besetkey.
3. Again, press the Escape key

When in Edit, there ane two areas, the
message window and the yellow LEDs that
give you visual feed-back of your entries in
each frame. The messages in the window

repont to you just as they did during creating.
The yellowl-ED's will indicate whether a lamp

is fading upAVon downAVor if the lamp is on

AYOT OffAV.
4. Slowly press the Help Gl key 8-1O times.

Notice the various messages.

5. Press the Frame key 2-3 times.

6. Press the Frame key 2-3 times. Notice that
the message moves an entire frame and not
individualwindows in a frame.

7. Press the Seq. key. [Shift keyJ

8. Press the Seq. key. [Shift key] Note it moves

to the beginning of each sequence.

L PnesstheGoTokey.
10. Pness the Numben key 6, then press the

decimal point, then press the Number key 5.

This is telling the memory to Go To Sequence

6, Frame 5.

1 1 . Press the AccePt keY.

Thus the Go To will get to any point in the o

prognam memory rapidlY,

This completes basic cneating.

13
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PLAY /LoA.D,/CFIEATE

AO
AVO
AV@

av@
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D-
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AVO
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av@

AV 
'DAVO

AVO
AVO

CREATING WITHOUT PROMPTTNG

The following steps for cneating ane recommended
when one becomes familian with the pnogrammen.
Its punpose is to speed up creating.

1. Erase memony by finst pnessing Shift and

while holding down, press Enase key.

Then press Accept.

2. Put ldentifier window in the display by pness-
ing Create.

3. Press 1 key in banks A, B, C.

ln this step the window appeared as soon as a
Projector key was pressed. Thus eliminating the
need to press Help.

4. Press #6.
Note that again we bypassed the Help key.

5. Press Wait

6. Press,35

7. PressAccept.
ln this method the entire frame was created but
pressing Help key was not necessary.

D!TTOS
A ditto is a Fade Hate or a Wait Time or a Pnojecton

To Adv entry that is automatically nepeated in each

fname untilchanged.

For example:

1 . Press 1 key in bank A.

run occept

EHASE SHOW ?

PIAY-LOAD-CREATE

1 CBEATEFRl

FADE LAMP AVA1 AVB1 AVCI

AT 6 SEC BATE

WAIT "??.??" SEC

WAITO.35 SEC

1 CBEATE FB 2
AVA1 AVB1  VC1 LED's are on

D

II II
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2. PressWait.
The prognammer needs to know if the off
projector will advance on not. flf the slide is to be
necalled or not.]

3. PressToAdv.
4. PnessWait.
The wait time is nepeated.
The dittoes can be changed simply by entering
anothen number.

5. Press #1,#2
6. PnessAccept.

lf all these dittos ane to continue there are only
two messages that need to be created.

Press the 1 key in banks B, C.
Now thene is a choice:

Continue to create frames using waits or
end the sequence

1 . Press Wait
2. PressAccept

Let's do another frame and end this sequence.
1 . Pness the 2 key in bank A, 4 key in bank B
2. Press End Seq.

3. PressAccept

Fade rate, to adv. and wait all dittoed; a fname
cneated in three key strokes! Note the num-
bers, they show that we're ready to cneate the
first frame of the next sequence.

lf in the Create mode and pressing keys does not
give a nesponse, pness theGlHelp key for" a
pnompt of the right entry.
1 . PressGl Help twice.

r'/?CREATE FH 11
Znd Sdquence 1 st Frame

OFF PROJ "?? ADV"

OFF PROJ TO ADV
WAT "O.35 SEC"

WAIT 12 SEC
1 CFIEATE FFI 3

FADE LAMP AVB AVC

WAIT "12" SEC

1 CREATE 4 all LED's off

FADE LAMP AVAz ^rVB4
ACCEPT TO CHEATE
2 CREATE FR 1 ^AVA AVB

FADE LAMP
WHICH LAMP?

15
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CREATING

DISSOLVE KEYS

The Dissolve keys ane next to the letters [A, B, C,

Dl at the top ofthe projector Lamp key area. They

have no yellow indicatons.

The purpose of these keys is to create a cnoss fade

[dissolve] between 2 projector lamps. Each

Dissolve key affects only the vertical bank of keys
and LEDs directly below it.

This is a convenience feature only.

For the Dissolve key to work, one lamp must
already be on.

EXAMPLE: First press Shift and while holding it
down, press Erase.

Pness Accept
" Creatg
" 1 key in bank A
"#2
" EndSeq
" Accept
" Dissolve key in bank A
" ToAdv.
" Wait
" #2,#9
" Accept

Pressing the same Dissolve key in the next frame.

will then dissolve from #2 to #3 and so on.

lf thene is more than one LED fully on, the Dissolve

key will have no effect because the programmer

doesn't know which lamp should dissolve off. Simply

press the key of the lamp you want to fade off and

the key of the lamp you want to fade on.

occept

A. BO CO DO
AV 

'D
av@
AV GD

av@

EBASESHOW?
PLAY-LOAD-CFIEATE

1 CFIEATE FB 1

FADE I-AMP AV 41
AT 2 SEC RATE

ACCEPTTO CBEATE

2 CFIEATE FR 1

Note howAl is fading offAVand A2 is fading onAV
OFF PFIOJ TO ADV.

WAIT "??.??" SEC

WAIT 29 SEC

2 CBEATE FH 2
Notice A2 is now on;AV
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FADE BATE

The rate at which a lamp fades up or down is known

as a Fade Bate. Fade Bates ane expressed in

seconds of time [e.9., 2.0 seconds].

The Number keys ane used for this entny.

Fade Hates can be entered in the Create, lnsent, on

Change modes. To change a Fade Bate when in the
Edit mode finst press the lnsert or Change keys.

When changing a fade rate, a Wait Time of .1

second on more must be entered at the end of the
previous frame. ln any sequence remember to
creale a total wait time long enough for the
projector to fade befone it's used again. For a 4
sec, fade be sune that the waits togethen total 5.2
sec. before that projector is used again.

D(AMPLE:
Frame 1 41 4 SEC FADE WAIT 1 SEC.

3 C4 6 ',t " 1.5 SEC.

4 C1 2 ',t ', 1.5SEC.

Total 5.5 sec. wait Al projector will be ready for
use again.

FADE HATES AVAILABLE

0 [Hard Cut]
.2 [Sofu Cut]
.5

3.5
Allwhole numbers from 4 to 99

1

'1.5

2
2.5
3

H EtrEH EEtr# EEE
";, ETTE
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avo
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AV 

'D
AV@

AV@

AV@ run occePr.

AUXILIARY

An auxiliary is a piece of equipment other than slide
pnolectors that will be eontrolled by the pro-
gnammer.

1. Pness Enase.

2. Press Accept.

3. Pness Cneate.
4. Press the Auxiliary key, the message reads:

Select a bank and an auxiliany channel

IExample:

41l, press that key, the A up LED will come on.
Press the End of Sequence. press Accept.
An Auxiliary On to 41 has just been entered into the
programmer memory. The relay clicked.

This is a latched auxiliary. To unlatch this Aux, it is
necessary to repeat the above pnocedure. The 41
down LED will be on. Pness End of Seq. key and

when procedure is accepted the LED will be off.

MOMENTARY AUXILIARY CLOSURES. To reate
a momentary closune, cneate the auxiliary on and

terminate the frame with a Wait. The "off" is

cneated in the next frame.

DGMPLE: l lAl Aux. On

2lwAlT.5 SEC.

3lA1 Aux. Off
4l END SEO.

The momentary closure above is for a half second in

dunation. The Wait time to be chosen is dependent

on the one device to be controlled by this auxiliary

relay [3 Amp max.], although .5 sec. is veny

common.

EHASESHOW?
PLAY-LOAD-CREATE
1 CREATE FR,I

AUXILIARY

ACCEPTTO CBEATE

2 CREATE FR 1

AUXILIARY

ACCEPTTO CHEATE

3 CBEATE FR 1
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WIPIIUG DIAGRAMS FOR AUXILIARY
OUTPUTS ON BACK PANEL

Normally Open

Nonmally Closed

Nonmally Closed

UNIVERSAL
models
Pin Color

Black
Red

White
Brown
Yellow

S.AV
models

Kodak Remote

Focus
Forward
Reverse

Common

1

2

3

4

5

Nonmally Open o
d' ouo
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FORWAPD OR BEVERSE

Fonward or Reverse are used to move projector
trays independent of lamp activity.

Press the Forward or Reverse key. The message
willnead:

Select any of the projectons in the A-D banks that
are to have thein trays moved. Pness those keys

[1-4]. Next select Wait on End of Seq. [NOTE: A
zero Wait can be entered following the forward or
reverse tnay].

Aften cneating many frames containing Fonwands

or Reverses consecutively, you may pness the Tray
Pos key to verify that the trays are at thein pnoper

positions. Just pness Projector Lamp keys for
those projecton tnays.

lf a move of many tray positions is desired, use

Repeat to reduce the number of entries.

EXAMPLE: 2O tray positions to be forwarded.

Erase memory and cneate the following three
frames:

1 . Pness Create
2. " Flepeat

3. " Accept
4. " Forward

5. " Choose projectons

Ex. 1,2,3inbankA
6. " Wait
7. " 0
8. " Accept
9. " Flepeat

10. " 20
11 . " End of Sequence

12. " Accept

NOTE: DO NOT use a LooP entnY.

FOFIWARD TRAY oT BEVEHSE THAY

Both LEDs will come on

TRAY 41 : #

1 CREATEFRl
START REPEAT

1 CFIEATE FR 2
FOFIWARDTHAY

AVA1 AVA2 AVAS
WAT "??.??'' SEC.

WAITO SEC

1 CREATEFHS
REPEAT O TIMES

HEPEAT 20 TIMES

ACCEPTTO CFIEATE

2 CREATE FR 1

run o...ot f
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Press Fleset SEOUENCE 1

2 END OI-SHOW
TrayAl:21

A2:21

A3:21
A4:1

n

Flun

Tray Pos

A2
A3
A4

All tnays 41, A2, AB have advanced 2O positions

with just a few entnies. A4 remains at position 1 .

FLASH

The flash feature allows the flashing of one or more
projector lamps at a predetermined rate. The rate
of flash is entered in ratio form indicating the lamp

time on and off. This time is expnessed in tenths of
a second. This feature is useful for creating
animation effects.

START FLASH

1 . Erase memory
2. Press Create
3. Pness Stant Flash

This message is prompting for a lamp on/off
dunation ratio in tenths of a second. Aften
deciding on the on/off dunation press the number

keys. Do not use decimal key. O is .05 and 9 is
0.9.
4. Pness #1 , #1

Next, select lamps to flash.

5. Press 1 , 3 key in bank A.

6. Press Wait, a Number key, AccePt.

The prognammer is in a flashing mode, but you

will not see it unless the lamps created to flash

are on. Fade them on in a frame befone on aften
the Stant Flash frame.
Press 1 , 3 keys in bank A

"#2
" EndofSeq.
" Accept
" 2 key in bank A
" Wait
" Accept
" Reset
,, 

FIUN

1 CBEATEFHl
FLASH [oN:OFF] o:O

FI-ASH [ON:OFF] 1:1

FI-ASH 1:1 LAMPAlAV A3 V
The up LED's will always light,
but will not flash.

1 CFIEATE FR 2

FADE LAMP A1 V A3 AV
AT 2 SEC RATE

ACCEPTTO CREATE

2 CREATE FR 1

FADE LAMP
WAIT ''2'' SEC

2 CHEATE FR 2
SEOUENCE'I

SEOUENCE 2

Note: The 41 and A3 LED's willflash until Flun is

pressed again.

5tor
aor 1!

tlop/ cont

aor !
ro level

aop

-tev

FLA5H

TRAY

AUX

t
-
tl
L___,:'
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STOP FLASH

Stop Flash is used to stop the Flashing of lamps. lf
this is created while the lamps are on, the flashing
willstop and the lamps remain on.

1. PnessCreate
2. Pness Shift and while holding it down press

Stop Flash. The on LED's indicate which
lamps ane flashing.

3. Pness 1 , 3 key in bank A.
4. Then select either a Wait on End Sequence.
5. Accept
6. Beset
7. Run

Another effect is to stop flashing without lamps
remaining on. To accomplish this effect, cneate a
Fade Lamp off frame befcre the Stop Flash frame.

FADETO LEVEL

Fade to Levelallows one or more projector lamps to
fade to a pre-selected level of intensity. These
levels are expressed in percentage of intensity.

1 . Erase memory
2. Pness Create
3. Pness FadetoLevelkey
4. Choose a level 1-1O

Thene is no decimal or 0 value. lf a decimal

number was selected it is necessary to
press the C key to clear the entry and select
a whole number between 1 and 10.

5. For example, press #6.

6. Select lamps to be affected.
Press 3 in bank A, 4 in bank B

7 . Enter fade nate. Press #2
8. ThenWait or End Sequence.

9. PressAccept.
To run this effect projectors must be connected.

run occept

2 CFIEATE FB 2

STOPFLASH LAMP AYA1  YAS
AV 41 AVAS

2 CREATE FR 3
SEOUENCE 1

1 CREATEFBl
FADETO LEVEL?

FADETO LEVEL6
LEVEL6 LAMP
AVA3 AV 84 will be up just as an indicator
AT 2 SEC HATE
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STOP FADE
Stop Fade is very similar in effect to Fade to Level.

Stop Fade allows the stopping of a fade in progress.

The level of intensity when a fade is stopped is
dependent on the rate of the fade [Fade Rate] and

the Wait time which preceeds the Stop Fade.

This can be used whether a lamp is fading on or off.

EXAMPLE: To stop a 4 second fade at 5O%

intensity, there would need to be a Wait time of
2.0 seconds prior to the Stop Fade frame.

1. Erase the memory and create 41 and

83 lamps on at a cut nate and wait 1

SEC.

2. Press the 41 , A2, 81 , 83 keys

3. " the Numben key B

4. " the no adv.

5. " the Stop/Cont key.

6. " theAccept key.

7 . " the Stop/Cont key.

8. " the 41 , A2, 81 , 83 keys.

9. " the End Seq key.

1 0. " the Accept key.

When in the Flun mode, the projector lamps

41 and 83 willfade down at an B second rate
and 2 seconds later the lamps will stop fading.

At the same time the A2 and 81 projector

lamps will be fading up at an I second nate and

after 2 seconds, stop fading. This is refenred

to as a Freeze.

Afber entering a Stop Fade there are two
options, 1l to continue fading in the same

direction, or 2] to revense the direction of the

fade.

1l To continue fading in the same direction:

1 . Press the Stop/Cont key

2. " the 41 , A2, 81 , 83 keYs

3. " the2key
4. " the End seq key

5. " Accept

The lamp will continue fading in the same

dinection at a second fade nate and the off

projecton will not advance because they were

told NO ADV in step 4 above.

5lOr

aor t!
slop/coot

aor (D
ro level

rop
rA58 (D

!lod

TRAY (-

AUX :
6/of

tttt

1 CREATE FR 1 AVA1 AVBS

AT.2 SEC HATE

WAIT 1 SEC

1 CREATEFR2
FADE LAMP AVA1 AVA2 AVB1 AVBS

AT8 SEC RATE

OFF PROJ NO ADV
WAIT 1 SEC

1 CREATEFRS

STOP FADING LAMP
The AVLED's indicate which fading lamps are to Stop

Fading.
ACCEPTTO CREATE

2 CFIEATE FFI 1

STOP FADING I-AMP

The up AVLED's indicate which stopped lamps are to
continue fading.

AT 2 SEC RATE

ACCEPTTO CFIEATE

3 CFIEATE FB 1
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2) To nevense the dinection of the fade:

1 . Press 41 , A2, 81 , BB keys.

2. " the4key.
3. " theToAdvkey,
4. " the Errd Seq key.

5. " Accept

The lamps willfade in the neverse direction at
a 2 second fade nate, off projectors will

advance because they wene told to ADV in
step 4 above.

WIPES

A wipe is an effect whene a multi-scneen visual

dissolves up sequentially on the screen.

EXAMPLE: Visuals wipe on from left to right on

three screens, A,B,C, using a 4 second fade rate
and 2 sec. wait time.

1 . Erase memory and pness Create
2. Press 41 , Fade 4, Wait 2, Accept

" 81 , Wait, Accept
" C1, EndSeq., Accept
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For a duplicate wipe on the next set of proiectors:

1. Press A Dissolve key, to Adv., Wait
Accept. [Fade Bate, to Adv., and Wait
willall dittol.

2. Press B Dissolve key, to Adv., Wait,
Accept.

3. Press C Dissolve key, to Adv., End Seq.,
Accept.

RUN SEOUENCE

A run sequence allows a sequence to be executed

automatically following the completion of the pre-
vious sequence.

lf BUN SEG is in the 1 st fname of the show, the 1 st
sequence of the show will automatically nun when

the show is reset. This sequence usualy pnesets

the lighting conditions in the room.

1.

2.
3.
4.
5.
6.
7.
8.
9.

10.
11.
12.
13.
14.
15.
16.
17.

Enase memory
Pness CREATE

" 1 key in bank A
" #1 key,, END SEG

" ACCEPT,, AUX KEY

" 4in bank A
" WAIT, #O

" ACCEPT

" Zin bank A,, TOADV,, END SEO

" ACCEPT
" 3 in bankA
" ENDSEO
" ACCEPT

PIAY-LOAD-CREATE

1 CREATEFBl
FADE LAMP
AT1 SECRATE
END SEG

2 CREATE FH 1

AUXILIAHY

FUN SEGUENCE

WAIT O SEC

2 CREATE FFI2
FADE LAMP
OFF PROJ TO ADV
END SEG

3 CHEATE FR 1

FADE LAMP
END SEO

4 CREATE FR 1

25
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RESET SHOW

Fleset Show is an enmy that will return the program
and tnays to the starting position and be ready for
showing again. lt's also known as "homing".

ln the last fname of the last sequence of your
pnognam:

1. PressAux
2."D4
3. " End Seq.

4. " Accept

When this program is nun, this last frame will reset
the prognam to Seq. 1 and tnays will go home by the
shontest noute.

NOTE: Remember to allow enough wait time
in the pneceding frame fon all fades to finish. lf
lamps ane still on they will be cut off when
reset begins.

WAIT OR END OF SEOUENCE

A wait is the time between fnames within a

sequence. The END OF SEGUENCE message ends

the series of frames that make up a sequence. A
Wait or End of Sequence cannot be entered into

the program memory in a frame by itself. lf a Wait
is desined to delay the nun of a sequence.

Pressing the Wait key after a function has been

chosen, the window will read:

The Number keys are then pressed to indicate how

long the wait will be. Any value is acceptable.

ffi EEE
,# EEtr# EEE.;. EEtr
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AUXILIARY

FIESET SHOW
ACCEPTTO CREATE

WAIT "??.??" SEC
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Should an error be encountered when pressing the
Number key, press the clear [C] key. Only the
numben will be cleaned and the conrect number can

then be entened. Once the Wait numben is

satisfactory, press the Accept key to complete the
frame. lf the Accept key does not complete the
entry an improper Wait Time was pressed.

EXAMPLE: A zero Wait Time is allowed only

afLer a For ward or Revense tray position

entry and after the special function Auxiliary.

Othenwise a .05 second Wait is the
minimum. An exception is when changing the
Fade Bate then a .1 second minimum Wait
Time is necessary.

NOTE: To enter a Wait Only. lf using a sync
unit to run show memory, a delay is often
desired. With the first frame of a sequence in

the window:

1 . Press lnsent

2. " Aux

3."84
4. " Wait
5. " Desined #

6. " Accept. You now have a wait delay.

Example 6 EDIT FFI 1

LOOP

This featune allows a sequence of frames to be

nepeated.

Within the loop, the "To Advance" function will only

happen when the loop cycling is completed,

NOTE: There is an exception. lf the same
projecton lamp is turned off mone than once

within the loop, a "To Advance" function must
appean only after the last time the same lamp

is tunned off ,

DGMPLE: All ptojectors to advance after
the loop:

1. 41 On

2. Loop

3. *A'l OffA2On"NoAdv"
4. "A2 Off A3 On

5. A3 Off A2 On "ToAdv"
6. .A2Off 41 On

7. *A1 off
8. Loop # Times Notice that *A1 and *A2 wene tunned off twice. They

wene told "To Adv" only the last time they are off.

EEE
EEtr
EEE
EEE

reped

O
loop

ao odv

-ro odv
roe

-
-end seq
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An example of the exception to the rule:

lf a lamp is turned off more than once in a cycle of
the loop:

Pendulum action
I. Pness Cneate

2. Press A1 on, 1 sec. Rate, Wait I sec.,

Accept
3, Press Loop, Accept
4. Press A2 on, 41 off, 1 sec. Rate, To Adv.,

Wait 1 sec., Accept
5. Pness A3 on, A2 off *, No Adv., Wait, Accept
6. PressA2 on, A3 off, ToAdv., Wait, Accept
7 . Press 41 on, A2 off *, To Adv., Wait, Accept
8. Press Loop 5 times, End Seq., Accept

ln this example: AP was turned off twice*. To

pnevent A2 from advancing twice, it was necessany

to enter a NO ADV when A2 lamp was turned off
the finst time, and a TO ADV the last time A2 went

off.

lf the numben of loops is not known, iust press O.

This will cause looping until you pness the Run key

afber which one mone cycle of the loop will run. This

feature saves making calculations.

REPEAT

A repeat is similar to a Loop, but has two important

differences.
1. Projectors forwands are repeated in each

cycle within the "repeat".

2. A "0" repeat cannot be entened it must be a

specific number of times, 1 to 999.
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EXAMPLEOFREPEAT

I . Erase memory
2. Press Cneate

3. " A1, 1 sec. Rate, Wait 1, Accept
4. " Bepeat [remember shift]
5. " Accept

Dittos will not carry over a start repeat. Functions
to be dittoed in the repeat must be entered afLer
the Repeat Start frame.
5. Press A Dissolve key, 1 sec. rate, to Adv.,

Wait 1, Accept
6. PressA Dissolve key, Wait, Accept
7. " A Dissolve key, Wait, Accept
B. " A Dissolve key, Wait, Accept
9. " Repeat

10. " 20
11. " End Seq.

12. " Accept

The four projectors will dissolve 2O times with a

new visual each time since the trays will advance
each time a lamp faces off .

Towatch Hepeat; press Escape, Reset, Bun

After the completion of repeat cycle, press the
Tray Pos key and check position of A1-Affays.

1 CBEATEFRl
1 CREATEFR2
STAFIT BEPEAT

1 CFIEATE FR 3

1 CREATEFR4
1 CREATEFR5
1 CREATEFB6
1 CREATEFRT
BEPEAT O TIMES
REPEAT 20 TIMES

ACCEPTTO CHEATE

2 CFIEATE FR 1

SEOBEPT = 19
The count will go down after each cycle of the repeat.

OPERATIONS

Operations are for assistance in cneating and will

not be entered into the program.

GO TO

This feature allows to go to any specific sequence

and/or frame in your program.

1. Press GoTo
2. " Number key for desired sequence,

press #2. Press Decimal Point key and

frame number. Press .3.
3. PressAccept.

lf the numben is largen than the pnogram, the
message will read:

GO TO SEG O

GO TO SEO 2
GOTO2FR3
2 EDIT FH 3

# END OFSHOW
and show last sequence number in the program
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PHEVIOUS FPAME AND NEXT FRAME

The Previous Fname key steps back one frame at a
time and the Next Fname key steps forwand one

fname at a time.

PREVIOUS SEO. AND NEXT SEO.

Similar to Previous Fname and Next Frame but
when the Shift key is pnessed it will step whole
sequences.

HELP ffi
The Help key will move you forwand one message at
a time.

It will also help you by asking questions called
"prompts".

It will always ask fon conrect enffies in the correct
order and one at a time.

When in the Change, Delete or lnsert mode, each
pness of the Help key displays the messages in one

frame only. You choose the frame.

ln the Edit mode the Help key will step one message

at a time to the end of the show.

BACK C'
The Back key steps backwands in the prognam one

message at a time.

odieoro Gt t'H. 19
-6tr1t'il

AT "??" SEC RATE

WAIT OFI END SEQ?

WAIT "??.??'' SEC
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SWAP

This key allows you to move the program on one

bank of projector lamp keys to another bank.

This is useful when you need to mix screen formats
in a presentation. You can use this key instead of
changing cables.

EXAMPLE: A three screen format program

on screens A,B,C is to run first. Next a one

screen format program is to nun. You will

want it on the center screen, but it's in the
program on bank A and you need it on B
because that's the centen bank.

1 . Put a program into memony on bank A.

2. Press Escape

3. " Swap

4. " Dissolve key A
5. " Dissolve key B

6. " Accept

It may show SWAPPING if there are many
sequences to swap. When the display shows
# EDIT FB # the swapping is completed.

SWAP BANK
SWAP BANK A
SWAPBANKA&B
# EDIT FFI #
ldentifier of next fname.

A 0 c- DO
AV 

'D
AVO
AV 

'ID
AV GD

AV'D AV'D AV'D
AV@ AV@ AV@

AV@ AV@ AVO
I\V nv av@

TRAY POSITION

Pnessing the Tray Pos key will display both the
pnolector numben and its tnay position at that point

in the pnesentation.

1 . Pness Tray Pos.

The message will read show A1 finst. To read other
may positions, just pness the key for the pnoiector

you want. [Do not press the Dissolve keys at the
top of the bank.l

2. Press C3

Tnay Pos. is disabled when in Run mode

TRAY 41 :1q
Prolector-y' Tna'|Position

rBllps:-*
Projector C3'-' Whatev'er tray

position it has

SET UP LAMP

The Set Up key enables the operaton to turn on on

off any of the projector lamps. This feature is

valuable when aligning and focusing projectors or
when inquiring as to which slide is to be up on the

next screen.

Press Set Up and keys for lamps to turn on/off.

The Set Up key is operative in all of the modes,

except in the Bun mode.

SET UP LAMPS
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FREE

The Free key indicates how much memory is

still available in the pnognammer.

Turn on programmer.
Press the Fnee key, the message will nead:

This numben indicates the total number of blocks of

memory available fon cneating. 62 is the maximum,

when this number appears nothing has been

cneated. Each block is equivalent to 128
nressages. All messages are stored in the first
block before going on to the next block. Total

memony is BK, more than needed for 16 trays of

slides.

stzE

The Size key is used to determine how much

prognam is in the memony. Press Shift and Size key

together.

The number indicates the number of blocks of

memory that have been created. When the
number 62 appears, you have neached the last

block of memory. Congratulations! That's one huge

program you have!

DIS LOOP

The Dissolve Loop key sets the numben of

pnojectors to be used while creating with the use of

the Dissolve keys.

The normal Dissolve Loop is four proiectons per

Dissolve keY.

The finst time the Dis Loop key is pressed, all the

projecton LED's will light uP.

FREE:62

SIZE:2

e2

LOOP = ?

II

?
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To change the number of projectors that are to
dissolve:

1 . Press Dis Loop

2. Pness A2

You now have only 2 projectors in the A bank in the
dissolve loop.

The Dissolve Loop can be changed at any time

during cneating. lt's a nealconvenience.

AIILED'S light.
The two lamps in the loop for this bank remain lit,

the other 2 go off.

OISABLE

The Disable key turns off Mate-tnac to the Omni-

Mate dissolvers. lt's a shifted key.

1. lf the Mate-tnac LED is on, pressing the
Disable key will turn it and the dissolver's

operation off . The projector lamps that ane lit
willremain lit.

UPDATE

The Update key turns on the Mate-tnac to the
Omni-Mate dissolvens and the Mate-trac LED will

be lit. [Power nelay click will be heard.]

dieue ,ondby re*r

----sde updoe erope
ero*

-o--insen 5wop venfy
sizeOO--

delete dis bop fre tove

----(honge troypos elup lood
Fq

-rDeoro Gt o34'Gt

-6trE',il

STANDBY

Using the Standby key will turn off the Mate-trac to
the Omni-Mate dissolvens, the Mate-trac LED, the
pnojector lamps and after 2.1 seconds the

projector fans. [The Disable key doesn't affect the

prolector status.]

To tunn on Mate-trac and prolecton powen press

the Update key.

These keys are inoperative in Ehe Run mode.

- STAND BY _
Appears for shont time

# EDIT FH #

PESET

The Reset key neturns the program to sequence 1 .

The prognammer is then r"eady to run the program.

The Fleset key is inopenative in the Flun mode.

Remember this is a key requiring the use of the

Shift key.

SEGUENCE 1
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ESCAPE

ln Create or Flun, the Escape key puts the
pnogrammer in Edit. The message will be:

ln Run, the message will be the identifier of the
fname you wene on:

FADE PATES

The rate at which a lamp fades up on down is known

as the Fade Hate. Fade Rates ane expressed in

seconds of time [e.9., 2.0 seconds].

FLASH

The Flash featune allows the flashing of one or more
projector lamps at a predetermined rate, The rate
of flash is entened in ratio form indicating the lamp

time off and on, This time is expressed in tenths of
a second. This feature is useful fon creating

animation effects.

FADE TO LEVEL

This feature allows one on mone projecton lamps to
fade to a selected level of intensity. These levels are

expressed in percentage of intensity.

STOP FADE

Stop Fade is very similar to Fade to Level.

Stop Fade allows the stopping of a fade in progness.

The level of intensity when a fade is stopped is

dependent upon the nate of the fade [Fade Bate]

and the Wait time which preceeds the Stop Fade

Frame [Wait].

DGMPLE: To stoP a 4 second fade or

dissolve at 50% intensity, thene would need

to be a Wait time of 2.0 seconds prior to the

Stop Fade frame.

END OFSHOW

y'#
sequence

EDIT FR

1Oo/, = 1

2Oo/o = 2
etc.
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LOOP

This feature allows a sequence of frames to be

repeated.

GO TO

This feature allows you to go to any specific

sequence and/or frame in your prognam.

EDITING

ln the section introduction to Cneating we gave

basic instruction in editing. This section will deal

with advanced editing techniques. Edit provides

quick and easy access to the individual messages.

Edit is bnought about by pr essing the Escape key.

You can then Delete, lnsert or Change any part of

the prognam.

DELETE

20 EDIT FR 3

20 EDIT FB 4

20 EDIT FR 3

Use of the Delete key will erase an entine frame.

[To delete pant of a frame see Change.]

1, With a program in the memory, pness

Escape. You are now in the Edit mode at the

ldentifien window of the frame you were on.

2. Press Delete. You're now at the end of the
frame you want to delete.

3, Using the BackGtkey, verify that this is the
fname you want to erase.

4. Using HelpGl, step to ACCEPT TO DELETE

message and press Accept. [fyou decide you

don't want to delete this frame, just press

Escape to retunn to the Edit mode.l

The frame numbers following the deleted frame will

be one lower.

ACCEPTTO DELETE

# DELETE #

FADE LAMP

FADE LAMP

AT 3 SEC BATE

AT B SEC RATE

OFF PROJ TO ADV

OFF PFIOJ TO ADV

OFF PHOJ TO ADV

WAIT 1 SEC

WAIT 3 SEC

WAIT 3 SEC

Afuen deleting fname 3, frame 4 will be frame 3

FADE LAMP AT B SEC RATE

IMPORTANT: Hememben, if you delete the
last frame of a sequence, you are deleting

the END SEOUENCE message. Be sure to
change the previous IWAIT # SEC]

message to an [END OF SEG #] message

or the program will nun on to the next

sequence !
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DELETING AN ENTRY IN A BEPEAT

ln Repeat, the frame numbers accumulate. Only

the frames within the 1st nepeat loop can be

deleted. Therefore, when deleting in a Repeat,

make sune the prognam is in the first cycle of the
Repeat, otherwise the Delete key won't work.

INSEBT

lnserting means to put an additional frame into an

existing prognam. An inserted frame will be placed

before the frame showing in the window and be

assigned that numben with all subsequent fnames

moving up one number.

1. Program is in memory
2. Find location for insent and press lnsert key.

Window shows ldentifien message of frame to
be insented.

3. Enter frame to be insented. Pness A1, At 1

Sec. Flate, Wait 1.

4. When message reads:
Press Accept.

5. lf you decide not to lnsert, pness Escape to
return to Edit mode.

NOTE: To add a fname to the end of a

sequence, change the END OF SEQUENCE in

the last fname to a wait, insert the new last

frame, ending it with End Seq.

20 FHAME 3
20 INSEHT FH 4
EO FBAME 5
20 FRAME 6

ETC.

# INSEBT FR #

ACCEPTTO INSERT

# EDIT FH #
Window shows pnogrammer is at the

next frame in Edit mode.
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TO IIUSERT AN ENTRY INTO A PEPEAT OB
LOOP

The program must be in the first cycle of the
nepeat on loop because those first few frames are
the ones to be repeated. The lnsent key will be

locked out if the program isn't in the frames of the
first cycle.

INSERTTNG A START LOOP IOR REPEATJ

1. Go to the frame which will be the beginning of
the Loop [or Repeat].

2. Pness lnsent.

3. " Loop or Flepeat.

4. " Accept.
NOTE: Alldittos will become question manks.

5. Step to all messages with ??.

6. Presschange.
7. Select desined entry[s] [any fade rate, Adv.,

on wait time that has been changed, will be
dittoed from this point onl.

8. PressAccept.
Go to the last frame in the Loop [Bepeat].

9. Press Loopor Repeat.

10. Enter number of Loops or Flepeats.

11 . Press Help key for prompting.

Be sure you're not trying to insent a loop on repeat
in the middle of a previously cneated loop or nepeat.

lf this happens message will nead:

This indicates there are two loops or repeats in

succession without a LOOP # TIMES at the
end of finst loop. ln othen words, there are two
stants and no # of times statement.

To remedy this, just insert a LOOP # TIMES

befone the 2nd START LOOP . lf one of the Start
Loops is not wanted, delete this frame. Bepeat is

remedied the same way.

lF LOOP # TIMES or FIEPEAT # TIMES are
inserted in succession the message will read:

Bemedy by deleting the wnong # times frame.

# INSEBT FR #

START LOOP on START FIEPEAT
# EDIT FR #

LOOP O TIMES or
REPEAT O TIMES

START LOOP ?? oT STAHT REPEAT ??

? O TIMES
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CHANGE

ln the Edit mode, press the Change key. View the
messages of the frame to be changed by pnessing

the Help and Back keys.

EXAMPLE: 20 EDIT FR4 FADE LAMP AT 8 SEC RATE

With Fname 4 in the window, press the Change

key.

Press the Ahead key until the message to be

changed is in the window. Enter the new message.

Pness Ahead key untilthe message reads:

lf the changes are to be made, press the Accept
key,

20 EDIT FB 4 FADE LAMP AT 10 SEC HATE

lf no change was made or to cancel an unwanted

change, press the Escape key to return to the Edit

mode.

Note that the system automatically returned to the
Edit mode aften pressing the Accept key. The

window shows the finst message of the next frame.

Fon the Pno, use the shont cut method. Find the
message to be changed. ex: AT 1O SEC HATE

Pness Change key, message remains AT 1O SEC

RATE. Press the Numben key for new rate ex:

AT 5 SEC RATE Press the Accept key. Change

has been completed.

CHANGING AN ENTBY !N A REPEAT

ln a Flepeat the frame numbers accumulate

although only the first few frames are the ones to
be repeated. Therefore, when changing in a Repeat

cycle, the prognam must be in the first cycle of the

Repeat, otherwise the Change key is locked out.

OFFPBOJ TO ADV

20 CHANGE FFI4

ACCEPTTO CHANGE

OFF PHOJ TO ADV

20 EDIT FH 5

WAT 3 SEC

WAIT 1 SEC

3B
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TO CHANGE A DITTO

A ditto is the automatic use of previously cneated
fade rates, wait time, to adv. or no adv. Whenever
a ditto is changed, the following dittos will also be

changed to the new value or function.

Therefone, when a ditto is changed, the next ditto
that is not to change, must be returned to the
oniginal value. The dittos following that one will then
be the originalvalue again.

DGMPLE:

1 EDIT FR 1

FR2
FR3
FR4
FFI 5

AT4
AT "4"
AT "4"
AT "4"
AT "4"

OFF

OFF

OFF

OFF

OFF

PROJ

PBOJ

PROJ

PROJ

PHOJ

OFF PROJ

OFF PROJ

OFF PHOJ

OFF PROJ

TO ADV
..TO ADV"
..TO ADV"
,.TO ADV"
..TO ADV"

..TO ADV"
"TO ADV''
..TO ADV''
..TO ADV''

FADE

FADE

FADE

FADE

FADE

LAMP
LAMP
LAMP
LAMP
LAMP

SEC

SEC

SEC

SEC

SEC

RATE

HATE

HATE

RATE

BATE

WAIT 1 SEC

WAIT ''1'' SEC

WAIT "1'' SEC

WAIT "1" SEC

WAIT "1'' SEC

WAIT "1" SEC

WAIT "1" SEC

WAIT "1" SEC

WAIT "1" SEC

The quotation manks signify a ditto.

lf fade rate in frame 3 is to be changed to a rate of
2 sec. then frames 4 & 5 willalso become "2" sec.
fade nate since they ane "ditto" frames.

Changing frame 3

FR 2 FADE LAMP AT "4" SEC

FR 3 FADE LAMP AT 2 SEC

FB 4 FADE LAMP AT "2" SEC

FR 5 FADE LAMP AT "2" SEC

lf FH 4 & FH 5 are to remain at 4 sec., then change

FH 4 back to 4 sec. and FR 5 will ditto to 4 sec.

HATE

RATE

RATE

RATE

TO CHANGE A LAMP STATUS

Each lamp on/off status must be changed sep-
anately because they cannot be dittoed.
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EOITING WITH A FULL MEMOPY

When the memory is quite fullyou will have to pause

for the programmer to update its status. To avoid

that, follow these steps.

Go forward in the prognam. There is no pause for
updating in the fonward direction.

To go back use the Go To key to get to the desired

sequence.

lf sequence numben is not known, enter the number
of the prior sequence.

Pness Accept.

SHOW MEMORY

SAVE

Saving a show means to record the pnognam on

tape. When the programmer is tunned off, its
memony is erased, but when the pnogram is stored

on tape it can be reloaded into the programmer

memory.

IMPORTANT NOTE: The programmen puts

out two kinds of signal; the prognam and

Mate-tnac. Mate-trac signal is not the
program and cannot be loaded back into the
pnogrammer memory. To save a show the
program data must be reconded on tape.

Flecond the program on tape twice as a safeguand.

Follow these steps:
1. Connect cable from SYNC OUT of the 828

pnognammer to the input of the sync track of

the tape recorder.
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2. Adjust record level of the tape recorder be-
tween - 3db and 0 db. Message reads:

The Mate-Fac indicator [LED] willgo off. This
procedune will not enase the prognam in the
prognammen memory.

4. Start the tape recorder into Becord.

5. When the leader has passed the heads, press

the Accept key. Message reads:

The number willcount by blocks; note the last
numben displayed fon future neference of
program size.

After the finst Save is completed,
6. Pness Save key, wait about five seconds.
V. Pness Accept key. This will be the second

copy of the pnogram.

The reason fon necording two copies onto the tape
is that tape may become damaged on accidentally
pantially erased.

1. Tape may become damaged on is accidentally
partially erased.

2. Veny convenient and time saving when loading

the program fnom the tape into the pno-

gnammer memory.

SAVE SHOW

SAVING SHOW 1

VEB!FY

To verify show means to match the program in the

828 with the program recorded on tape. [Hemem-
ber this is not venifying Mate-tnac signal necorded

on tape.l
1. Connect cable from the sync output of the

tape recorder to the SYNC lN of the 828
Programmer.

Both cables can be connected at the same

time. The solid line indicates the signalpath.
2. Press the Verify key. The message reads:

3. Play the tape. When the data is received from
the tape, the message reads:

The number will count the blocks of memory.

Use this number as a reference.
4. When the Verify has been completed accun-

ately, the message reads:

5. lf the Verifying was not accunate, the mes-

sage neads:

Venify once mone using steps 1 thru 5.
6. lf the "BEVERIFY SHOW" appears in the

window again, repeat the Save procedune.

Apparently the recording was not successful.

[Check cables, record levelsetting, etc.]
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Loading a show means to play the program stored
on tape into the prognammer memory.

Hememben, you can't load Mate-trac signal, only

pnograms.

1. Connect the output of the tape recorder to
the SYNC lN of the 828 Pnogrammer.

2. Pness the Load key. Message reads:

3. Play the tape. Be sure the normal level in-

dicator [LED] is on steady while neceiving the
data fnom the tape recorder.

4. When the data is neceived by the 828
Prognammer the message reads:

5. When the Load has been completed the
message neads:

At this point it's good to venify the loaded

program by comparing this finst load with the
second copy of prognam reconded on tape.

1. Press Escape.

2. Pness Verify.
3. Play second copy of program.

Message retunns to SEGUENCE 1 when the sec-
ond copy is finished playing.

NOTE: lf the Load was not successfulthe message

neads:

Follow steps 1 thru 5 again. lf unable to Load, check

cables, connections and recorder. Also check level

indicaton to be sure pnoper level of signal is being

supplied to the programmer.

Only 828 program that was stored on tape can be

loaded into the 828. Mate-trac signal can not be

loaded into the 828 Prognammen.

occept

OUT IN

TAPE

t"""'"'"""'""''':
OUT IN

SYNC

LOAD SHOW

LOADING SHOW 1

SEOUENCE 1

VERIFY SHOW
VERIFYING SHOW

FIELOAD SHOW

42

FADE (D
stop/cont

glol

hi$l
E
lo^/

lewl
E

norm

bd*
tm[-l
ABCD

rnofe-troc

run
II

disble gondby resl
.OOOcreote uFdote erope

eroF

-O-Oinsed swop verity
iEO'O-

delere dis loop fre sove

----chonge rcy pos sl up lood
seq

-rDeoto G, r.q. 1p
-6E6', il

ffi EEE
,# EEtr# EEE
"T. EEtr

po\Mer



II
a

II
a

il
a

II
a

@
@

o-Osync

oux 2

!our!

a
115v emole

24v E @
.4.

50160 hz IN4 3 2

@ @
SLO,BLO

o;; E['"*.
swilched r€epttrles

@ #,9#" @
MemoryProgrommer

4OOw

+-
+

4OOw

4oow
Mq.

<-

+
4OOw

swirched qeptocles

@ co,fliJ." @
Minreopolis, Minn. U.5.A

SYSTEM CONNECTIONS

The 828 prognammen has a built-in Omni-Mate

dissolver for foun proiectors. Thnee other Omni-

Mate dissolvens can be "daisy-chained." Daisy

chaining means connecting the output of the Omni-

[Vlate to the input of the next and so on.

PROGEDURE

1. Plug the control cables labeled 1, 2, 3, and 4
into conresponding remote sockets of each
pnojector fiocated on rean of the projector].

2. Set the pnojector power switches to the
"Fan" position.

3. Plug the projector powen cables into the
receptacles on the back panel of the Omni-

Mate 828.
4. Set the Bank switch to the "A" position.

5. lf more Omni-Mates are being used, nepeat

steps 1 -4 tor each. Daisy chain thein sync

cables and assign thein Bank switches. The

second Omni-JVlate would be B, the thind C

and the fourth D. [Of course they can be set
for whatever configuratton you're using, but

this is the basic set-up fon 1 6 proiectons with
four banks.l

6. Plug the main power cable into an AC

grounded receptacle.
7. Tunn the powen switch on the back of the 828

programmen to the on [1 ] Position.
8. Place slide trays on the projectors and set

them to the stanting position.

9. Connect an audio cable from the 828 pro-

gnammen Signal OUT jack to the appropriate

lN jack of the tape reconden and/or from the

output of the tape recorder to the lN of the

B2B programmen.
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MATE.TRAC LED'S

This indicator is very meaningful along with the
signallevel LED's.

1. When Mate-trac LED is "on" but the signal

LED's are not - the 828 prognammer is

sending out the Mate-trac and is in full control
of its built-in dissolver and all additional
dissolvers in the chain.

2. When Mate-tnac LED is "on" and the signal

LED is also "on", the tape is sending out the
Mate-tnac and the prognammen is not in

contnol. The built-in dissolvens of the 828 is

now controlled by the Mate-trac from the
tape necorden as are allthe other dissolver in

the chain.

3. When the Mate-tnac is "off" -a. lf the signal LED's are also "off", the
pnognammer is in a disable mode [no
output to its built-in dissolver and all

othen dissolvers in the chain.]

b. lf the signal LED's are "on", then a bad

signal is received from the tape
reconder.

IMPOBTANT: Even though the signal level is

normal, Mate-trac can be poor [tape drag,
poor head contact, head alignment, preamp

distortion, etc.]. Thenefore, pay attention to
the Mate-trac LED.
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PROJEGTOR LED'S

During playback the LEDs respond differently. The

LEDs representing the bank of projector"s con-

rolled by the B2B nespond to flash commands

whereas the other LEDs will not respond for this
command. All pnojectors run as pnognammed and

all of the LEDs on the 824 dissolvens in the system
will nespond correctly,
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PERFORMANGE OPERATIONS
TO RUN A LIVE PEBFORMANGE

1 . Turn on 828 Programmer.
2. Load program. Flemember the Mate-trac

signal is not the pnogram. Press Escape.

3. Verify prognam.

4. With SEGUENCE 1 in window, press Escape

then Reset.

5. lVake sure all cables to projectors are con-

nected properly and all tnays are at starting
position.

6. Pness Bun to execute sequences one at a

time [press forwand of remote contnol]. The

programmer memory is in control of the
projectors and tray positions.

TAPED PERFORMANCES

Taped means "necorded on tape". This operation
uses the Mate-trac signal to control the projec-

tors. The operaton only starts the tape [with
everything plugged in correctly] and the Mate-trac
takes it from thene.

Mate-trac is not program, but is Arion's

unique digital signal designed to guarantee
pnojector control automatically.

DGMPLES:
1 . Start the tape anywhere, the prolectors will

automatically go to that part of the show by

the shortest route and once there, begin

showing the slides. So, you can review a

section or skip a section and the trays will

keep in sync.

2. You can relamp, unplug the sync cot'd, or
completely remove the projector' [pt"ovided
the tray remains at the same slide when it's
put back on.l.

3. Or, if the tape is damaged, the Mate-trac will

continue contnol in sync when the damaged

part has passed. This is accomplished

because of the way infonmation is recorded in

the Mate-trac signal.

Each little bit of information is continually repeated

until it's changed. So, if the tape is damaged, the

show will continue in sync when propen signal is

nestored. The projectors will advance to, in this

case, 3 when signal is restoned.

PIAYING SHOW 1
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REGORDING

We will assume you now have:

1 . Cneated youn prognam in the 828 memory
2. Connected all equipment.
3. Focused and aligned the pnojectors.

FOB TAPED PEPFORMAIUCES

1. lf you haven't already done so, go through
your audio script writing the sequence num-

bers at thein appropriate audio cues.

NOTE: lf using the Model 826 sync
pause unit see page 53.

2. Set Mate-tnac signal at - 3VU on your tape
reconder. [f on playback the signal level and

Mate-trac LED's do not indicate a good signal,

check tape condition, cables, etc. lf it seems
your tape deck is putting out a low signal, then
record Mate-trac signalat O VU].

3, Put tnays at starting position.

IMPORTANT: From this point on DO

NOT manually move the trays. The 828
programmer will automatically keep the
trays in synchronization relative to their
starting positions.

4. With your audio scnipt in hand, listening to the
soundtnack, recording the sync track, press

the Flun key of the B2B to execute the
sequences at their appropriate audio cues.

As you do this the Mate-trac signal is being

necorded on the tape.
5. lf you need to re-execute a sequence, just

start again after the last correct sequence.

Flewind, play tape to the last correct se-
quence [make sure the green Mate-trac LED

lights], wait for pr"ojector trays, go back in to
record and continue executing the sequences.

6. When you need to change a sequence in the
middle of a synchronized show, begin record-
ing the change after the last correct se-
quence, re-execute the sequence changed

and the one aften, to avoid a glitch caused by

left over signalfrom the old sequence.

7. To return trays to beginning of show rewind

tape to the start, Press Heset. Trays will

retunn to starting position.
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826 OMNI.MATE SYNCHRONIZER

OPERATING CONTHOI.B

The keyboard of the 826 allows fast and easy
synchronization. The front panel of the 826 is

comprised of 5 keys.

A. The STANDBY key lends a convenience
featune which allows you to tunn off all

projector lamps if you should have to leave the
equipment for a per"iod of time.

B. The BESET key sets the program in the 828
memory to the first sequence.

C. PFIEVIOUS SEGUENCE key backs the
pnogram in the 828 memory one sequence at
a time.

D. NEXT SEGUENCE key moves the pnogram in

the 828 memory ahead of one sequence at a
time.

E. The SYNC PULSE key generates a 1OOO

Hentz signal which can be recorded on tape.
This key also nuns sequences that are stored
in the 828 memony.

F. The SYNC PULSE area contains both an lN
and an OUT jack. lt is through these jacks

that the 826 both generates and decodes
l OOO Hertz pulses.

G. The BEMOTE cable is the interface between

the 826 and the 828 Omni-Mate
Programmer. This cable also supplies power

to the 826.

Om ni-Mote Synchronizer
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RECOBDING SYNC PULSES

The 826 Synchronizer may be used with any Omni-
Mate Pnogrammer or Dissolver [except model
8161.

To necond Sync Pulses onto tape, use the following
procedune:

1. Connect the HEMOTE cable of rhe 826 into
the HEMOTE neceptacle of the 828 Omni-
Mate Programmer.

2. Connect a shielded audio cable from the
SYNC PULSE OUT jack of the 826 to the
appnopriate lN jack on the tape recorden [use
line level inputsl.

3. Press and hold down the SYNC PULSE key.

This causes a 1OO0 Hentz signal to be
genenated by which you can adjust the
recording level. Set the recording level to
approximately Odb on the VU meten then
release the key.

4. With youn audio cue sheet in hand and your
ears tuned to the sound track, begin

reconding. At each desired sync point pness

and hold down the SYNC PULSE key for about
lz secondthen nelease it.

SUGGESTION: To simplify the setting of the
playback level, you may wish to record a section of
tape, separate fnom the show tape that contains

only a reference signal.

To do so simply follow steps 'l through 3 from
above. Only at step number 4, begin necording and

continue holding down the SYNC PULSE button.
Record about 30 seconds of this neference signal.

Splice it to the head of your show tape.

When it comes time to playback the sync pulses,

you have a nefenence signal that will allow you to
precisely set the playback level.
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BECORDING MATE.TRAC

Aften you have recorded sync pulses onto youn

show tape it's time to generate a Mate-Trac show

tape.

1. Connect the HEMOTE cable of the 826 into

the BEMOTE socket of the 828 Omni-Mate
Programmer.

2. Connect a shielded audio cable from the
SYNC PULSE lN jack of the 826 to the output
channel of the tape recorden which contains

the sync pulses.

3. Connect a shielded audio cable from the Omni-

Mate SYNC OUT jack to the lN jack of the
appropniate channel of the tape recorden [use
line levelinputsl.

4. Set the sync pulse playback level to ap
proximately Odb on the VU meter.

5. Fleset the pnognam in the 828 memory to the
starting sequence.

6. Set the Mate-trac recond level to ap-

proximately Odb on the VU meten.

7. Begin to necord at least 4 seconds of Mate-
Tnac before the first sequence is to begin.

When a sync pulse is received the 826
automatically activates the sequence ap-

pearing in the 828 Message Window.

SUGGESTION: To save time you may wish to edit

and polish youn presentation prior to recording a

Mate-trac show tape.

To do this follow steps 1 through 6. However, at
step number 7 , do not place the tape recorden into

necord. Now you can go through your show,

sequence by sequence. and correct any timing,
fade naEes, etc. After the show is proven to be

correct, then you ane ready to generate a Mate-
tnac show tape without interruption.
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AUXILIARY

These messages show that the projector lamp

keys are controlling auxiliaries.

To identify which auxiliary is turning off or turning
on, read the projector lamp LED's. lf the LED is a
AVdown LED the auxiliary is turning off, if it's an up

AVLED the auxiliary is turning on.

Note there are only three auxiliaries available in the
Omni-Mate 4 dissolvers, therefore, the number 4
LED in each bank can not be used to control
auxiliary devices.

AUXILIAHY

FLASH LAMP

When in Create, lnsert, or Change modes, the
Start Flash function will have four messages. The

second message prompts for the on/off time during
the flashing.

This is stated in tenths of a second. The third
message prompts for the lamps that are to flash
and restates the ratio chosen in the previous

message. Any projectors 1-4 can be selected to
flash. The lamps that are to flash will be identified by

theAVup LED's only.

FLASH [ON:OFFJ 0:o

FI-ASH 1:3 LAMP
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1 INSERT FR 1

LEVEL # LAMP
LOAD SHOW
LOADING SHOW
LOOP # TIMES

LOOP = ?

NO FrOOM!

OFF/NO ADV OFF PHOJ/

OFF/TO ADV OFF PBOJ/
PI.AYING SHOW#
REVEFIIFY SHOW
BEPEAT#TIMES
REVEHSETBAY

SAVE SHOW
SAVING SHOW
SET-UPIAMP

SIZE:12

-STANDBY_

STABT LOOP

STAFIT FIEPEAT

STOP FADING

STOP FISSHING
SWAP BANK
?#TIMES
TRAYA'I:1
VERIFYSHOW
VEBIFYINGSHOW
WAIT#SEC
WAIT "??.??'' SEC

WHICHAUXILIABY?
WHICH LAMP?
WHICHTRAY?

A new frame can be inserted.
This message states fade levelselected.
Program can be received by 828 programmer memory.
Program fnom tape is being received by 828 programmer memory.
The number of cycles of the frames in a loop. During playback this number will

count down after each cycle.
lndicates the projectors to be affected by the Dissolve key in each bank. Sets up a

dissolve loop. Different than a LOOP # TIMES.
Memory is filled to capacity.
Fading off projector will not advance tnay.
Fading off projecton tray will advance one position.

Mate-trac is being received by the 828 [not program].
Program from tape is not the same as the prognam in 828 memory.
The numben of cycles of the fnames in a repeat operation.
ldentifies the projector tnay that will change in the reverse direction.
Pnogram [not Mate-trac] can be sent to tape.
Program of the 828 [not Mate-fac] is being sent to the tape.
Allows any lamp to be turned on or off individually. Used for focus & alignment
procedure.

lndicates the amount of program created to that point.

Lamps tunned off, waiting. Dissolvens remain on. Projector powen will be turned
off.
lndicates that frames after this point will be repeated.
Similar to start loop, except that projector trays are advanced for each cycle of
the repeat.
ldentifies which lamp[s] is to stop fading,

Which projector lamp[s] will stop flashing.

Moves the program to a different bank.

lndicates that the START LOOP or start repeat is missing.

Shows pnojector and tnay position.

Program from tape is being compared with pr"ogram in 828 memory.

The amount of time that will pass before the next frame will be activated.
Asks for amount of wait time to be selected.

Which auxiliary do you wish to activate.
Asks for lamp selections.

Which tray do you wish to Forward or Hevense.
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GLOSSABY

AUDIO CUE

AUXILIARY

CONTINUE

CREATE

DAISY-CHAINING

DELETE

DISSOLVE

DISSOLVE LOOP

EDIT MODE

ENTHY

ESCAPE

EXECUTE

FADE-ON

FADE-OFF

FADE RATE

FADETO LEVEL

FI.ASH HATIO

FBAME

IDENTIFIER

INSERT

LOAD SHOW
LOOP

MATE-TBAC

MEMORY
MESSAGE

NO ADVANCE

PHOGBAM

HE-LOAD SHOW
RE-VEHIFYSHOW

REPEAT

RESETSHOW
RESPONSE

RUN SEOUENCES

A point at which audio and sequences are synchronized together on tape.
Devices other than pnojectors to be conErolled by programmer. Also refens to
use of Auxiliary key to enter centain instructions.
A function f,o resume a lamp fade in the same dinection it was going before stop
fade.
To program into the memory of the 828 Programmen.
Connecting output of one dissolven to input of next and so on.

An editing function meaning to completely erase from program the frame
displayed in the window.
A compound pnojecton function meaning to cause the lamp of one projector to
"fade-off" and simultaneously for another projecton lamp to "fade-on" at the
same fade rate.
Openation used to choose numben of pnojectors to be active when using the
dissolve key.

Mode for access to individual messages in onden to review, insent, delete or
change them.
Pressing a key on the prognammer,

Revert to a neutral status in onder to change mode of operation.

To carry out program entries and to run prognam.

A projecton function meaning to cause a pnojector lamp[s] to go from an "off"
condition to an "on" condition at a given fade rate.
A projector function meaning to cause a pnojector lamp[s] to go from an "on"

condition to an "off" condition at a given fade rate.
This is the total time, in seconds, nequir"ed for a projector lamp to go full "off" to
full "on" or vice versa.
A creating function meaning to fade a lamp to one of 1O levels of bnilliance.

The on-off duration of the lamps that will flash.

An unit of prognam made of messages.

Finst message of frame showing where entry will go and what mode it will be in.

An editing function meaning to insert a new frame just prior to the frame shown in

the window.

Transfer program from tape to programmer memory.

To cycle a senies of frames without advancing ffays until last cycle is suanted.

A unique Anion digital signal continuously providing lamp status, fade rates, tnay

position, etc. for reliable operation.

The area within the pnogrammer where all entnies are stoned.

The basic unit of pnognam. They combine to form a frame.

A projector function meaning to cause a projecton tray to stay at the same

position after its lamp fades off .

The contents of the Memory which are made up of Fnames and Sequences

[togethen these make up a "show"].

Load show was not accepted.

Program from tape did not match program in pnogrammer memony.

To cycle a series of fnames with trays advancing in each cycle.

Beturn to stant of program [sequence #1 ].
The last message of a frame calling fon final acceptance of frame just created.

To execute one or more sequences with or without the dissolver/pnojecior

hardware connected.
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SAVE SHOW

SETUP I-AMP

SEOUENCE

STANDBY
START FLASH

STOP FADE

SWAP
TOADVANCE

THAY FOHWAHD

VERIFYSHOW

WAIT
WINDOW

Tnansfer prognam [not Mate-trac] from pnogrammer memory to tape for safe

storage.

Used duning alignment and focusing of projectors. Allows individual lighting of
projector lamps.

The unit of a pnogram made of frames to be automatically executed.

Used to turn off all lamps.

A pnojector function meaning to cause projector lamps to flash on and off at a

rate selected. The "flash" condition will operate even if no proiector lamps are

currently "on" when the function is given.

Command to fneeze a fading lamp after a time intenval.

Used to reassign pnogram from one bank to anothen.

A projector function meaning to cause a projector tray to advance one position

aften its lamp fades off.
A projector function meaning to cause a pnojecton tnay to advance one position

independent of the lamp status [On-Off].
To test the program saved on tape by compounding it to the program in the

memory, thus insuring a successful program storage onto tape.

Time before the execution of the next frame in a sequence.

Red area above Projector keys in which message appears,
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USING THE PROGAMMING SHEETS

SEGUENCE/FRAME Enter the Sequence Number and the Frame Number. The Sequence Numben
should be entered only when it changes. Write these numbers on your audio
script to aid in synchronizing your tape.

FUNCTION One of the functions such as, Fade to Level, Flash, Stop Flash, Auxiliary, Forward-
Bevense, Fade, Stop Fading Lamp, Loop, Bepeat, etc. are reconded.

I.AMPINDICATOR Designate lamp on commands with upper case lettens [A1, C2] and lamp off
commands with lower case letters [al, c2].

FADE BATE Enter the Fade Rate Number. Enten ditto marks ["] when rate nemains the same.

ADVANCE/NO ADVANCE Enter one or the othen. Enter ditto marks until a change occurs

WAITiEND SEOUENCE Enten either the Wait Time or the word End. Again, use of ditto marks is
necommended.

Upper right square is for page numbering. Write both the cue sheet page number and the audio script
page numben. At the bottom of the sheet enter the show title.

Use pencil for ease of cornecting entry errons.
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