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COLOR KINETICS
LICENSE AGREEMENT

#%%¥ IMPORTANT **%

READ CAREFULLY BEFORE OPENING
THE CD-ROM DISK CASE

This is a legal agreement (this “Agreement”] between you

(either an individual or an entity) and Color Kinefics Incorpo-

rated ("Color Kinefics"). This Agreement is part of a Eock-
age (the "Package”) that also includes a sealed CD-ROM

disk (the "Disk”) and certain written materials (the “Documen-

tation”).

DO NOT OPEN THE DISK CASE UNTIL YOU HAVE READ
THIS AGREEMENT.

By openin% the sealed Disk case, you are agreeing fo be
ound by the terms of this Agreement. If you do not agree to

the terms of this Agreement, prompily return the entire Pack-

age, including the unopenedp

tion, to the place you obtained them for a full refund.

1. LICENSE GRANT

Color Kinefics and its SUFp‘ierS hereby grant you a personal,
non-exclusive, nontransterable license %he "license”) to use

one copy of the digitized audio, video, lighting effects, and
other media inc\ud?ed on the Disk (the “Media”), one copy

of the computer software programs and other software prod-

ucts included on the Disk {the “Software”}, and one copy of
the Documentation, all in accordance with the terms and
conditions of this Agreement. Color Kinefics and its suppliers
refain fitle to and all copyright and other infellectual property
rights in the Software, the %ocumemoﬁon, and the ﬁ/\edio.
You are not granted any right, title, or interest in the Soft-
ware, the Documentation, or the Media, except the right to
use them in accordance with this Agreement. Any rights nof

expressly granted are reserved to Color Kinetics or ifs suppli-

ers.
2. GENERAL USE LIMITATIONS

When operated, the Software and the Media must be resi-
dent only on a single computer (or, if applicable, on a
licensed computer network| of a type for which the Software
and the Media were designed to g
Euter network” is a computer nefwork on which you have
een separately licensed by Color Kinetics fo use the Soft-
ware and the Media on such ferms and conditions as Color
Kinetics and you may agree. You may not use the Software
or the Media, nor may you provide or otherwise make them
available for use, in any multiple-user arrangement or remote
access arrangement without a separate written license from
Color Kinefics. You may not rent or lease the Software or the
Media, but you may transfer the Software and the Media
from one computer fo another provided the Software and
the Media are in use on only one computer af a time. The
Software and the Media are “in use” on a computer when
they are loaded into femporary memory (i.e., RAM) or
installed info the permanent memory (e.g., hard disk, CD-
ROM, or other storage device) of that computer. You may
also transfer the Software, the Documentation, and the
Media on a permanent basis provided you retain no copies

Disk case and the Documenta-

e used. A “licensed com-

and the recipient agrees in wrifing fo the terms of this Agree-
ment.

3. COPYRIGHT

The Software and the Media are owned by Color Kinefics
or its suppliers and are protected by United States copyright
law and international treo%\provisions. Therefore, you must
freat the Software and the Media like any other copyrighted
material (e.g., a book or musical recording]. Additionally,
EOU may notf copy [except as otherwise expressly permitted
v this Agreement or by United States copyright law) the
Software or the Media, nor may you copy the Documenta-
tion. Except as otherwise expressfy permitted by this Agree-
ment, you may not modify, adapt, translate, decompile,
disassemble, or reverse engineer the Software or the Media
in any manner, you may not merge or embed the Software
or the Media info any other computer program or work, and
oudmoy not create derivative works of the Software or the
edia.

4. SPECIFIC AUTHORIZED MEDIA USAGE AND
RESTRICTIONS

Subject to the restrictions set forth herein, you are authorized
(a] to copy, modig, and otherwise manipulate the Media
located on this CD-ROM into lighting shows (the “Lighting
Shows”) that you develop for your own internal use, (b) to
copy and use intfernally the Ughﬂng Shows, and (c) to pre-
pare, using the functions contained in the Software, a copy
of any Lighting Show that you develop using the Media [a
"Distributob\e%ighﬂng Show") for distribution to and use by
third parties. You may not otherwise copy, modify, or manip-
ulate any of the Media located on this CnyRON\,

The distribution of a Distributable Lighting Show shall be
made by a license granted by you, on ferms and conditions
that are no less resrictive than the ferms and conditions on
which you license other computer software programs and
products and that contain ferms and conditions which
exclude any and all express or implied warranties from
Color Kinetics and limit Color Kinetics' liability in the manner
set forth in Section 7 below. Such license shall also prohibit
the licensee from (i) copying [except as otherwise expressly
permitied by United States copyright law) the Software or
the Media contained in the Disfributable Lighting Show (the
“Included Software and Media”), (i) in any manner modify-
ing, adapting, franslating, decompiling, disassembling, or
reverse engmeerirég the Included Software and Media, [iii)
merging or embedding the Included Software and Media
into any other computer program or work, or (iv) creating
derivative works of the Included Software and Media.

NOTWITHSTANDING THE FOREGOING, YOUR USE OF
ANY THIRD PARTY MEDIA INCLUDED ON THE DISK FOR
WHICH A SEPARATE LICENSE AGREEMENT IS INCLUDED
OR REFERENCED IN THE PACKAGE SHALL ALSO BE GOV-
ERNED BY THE TERMS AND CONDITIONS OF THAT
LICENSE AGREEMENT. IN THE EVENT OF ANY CON-
FLICT BETWEEN THE TERMS AND CONDITIONS OF
THAT SEPARATE LICENSE AGREEMENT AND THIS AGREE-
MENT, THE TERMS AND CONDITIONS OF THE SEPA-
RATE LICENSE AGREEMENT SHALL CONTROL AS TO
¥SE%§SYSE OF THE THIRD PARTY MEDIA LICENSED



LICENSE AGREEMENT

You may not remove or alter Color Kinetics’ or ifs suppliers'
copyrigﬁt nofices and other infellectual property rights
notices included on the Disk or in the Software, the Docu-
mentation, the Media, or any lighting Show.

5. TERM

The License is effective upon your opening the sealed Disk
case included in the Package and will continue in effect until
terminated either (a) by you, at any time by notifying Color
Kinetics in writing; or (b} automatically, upon your failure fo
comply with any term or condition of this Agreement. You
agree that, upon fermination of this Agreement, you will
prompily return to Color Kinetics the Disk and the copy of
the Documentation enclosed in the Package.

6. LIMITATION OF WARRANTIES

You assume responsibility for the selection of the Software
and the Media to achieve your intended results and for the
installation and use of, and the results obtained from, the
Software and the Media. Color Kinefics does nof warrant
that the functions or features contained in the Software and
the Media will meet your requirements or that the operation
?F the Software and tﬁe Media will be uninterrupted or error
ree.

Color Kinetics warrants (the “Limited Warranty”) that the
Documentation and the Disk (but not the Software or the
Media) shall, under normal use, be free from defects in
materials or workmanship for a period of ninety LQO) days
from the date of your purchase of the Package (the “War-
ranty Period”). If there is a breach of the Limited Warranty,
you must nofify Color Kinetics of such breach within the
Warranty Period and you should promptly return the defec-
tive Documentation and,/or Disk to Color Kinetics in accor-
dance with its warranty return instructions. Subject fo its
verification of the defect, Color Kinetics will either repair or
replace the defective Documentation and/or Disk and return
it or them to you.

EXCEPT FOR THE LIMITED WARRANTY, COLOR KINETICS
AND [TS SUPPLIERS MAKE, AND YOU RECEIVE, NO
EXPRESS OR IMPLED WARRANTIES OF ANY KIND
(INCLUDING, WITHOUT LIMITATION, NO IMPLIED WWAR-
RANTIES OF MERCHANTABILITY OR FITNESS FOR A PAR-
TICULAR PURPOSE, NOR ANY WARRANTIES AS TO THE
RIGHTS OF THIRD PARTIES OR NON-INFRINGEMENT)

WITH RESPECT TO THE DISK, THE SOFTWARE, THE DOC-

UMENTATION, OR THE MEDIA, ALL OF WHICH ARE
OTHERWISE PROVIDED “AS 15",

Some states and jurisdictions do not allow the exclusion of

implied warranties, so the above exclusion moK not apply fo
you. This vvorrcmi\g gives you specific legal rights, and you

may also have other rights which vary from sfate fo state or
jurisdiction fo jurisdiction.

7. LIMITATION OF LIABILITY

COLOR KINETICS AND ITS SUPPLIERS SHALL NOT BE LIA-
BLE FOR ANY SPECIAL, INDIRECT, INCIDENTAL, OR
CONSEQUENTIAL LOSSES OR DAMAGES (INCLUDING,
WITHOUT LMITATION, ANY LOSS OF DATA OR LOST
PROFITS) PERTAINING IN ANY WAY TO THE DISK, THE
SOFTWARE, THE DOCUMENTATION, OR THE MEDIA,
OR TO ANY OF COLOR KINETICS" OBLIGATIONS

UNDER THE LCENSE OR THIS AGREEMENT, EVEN IF
COLOR KINETICS HAS BEEN MADE AWARE OF THE
POSSIBILITY OF ANY SUCH LOSSES OR DAMAGES.

Some states and jurisdictions do not allow the exclusion or
imitation of special, indirect, incidental, or consequential
damages, so the above limitation and exclusion may not
apply to you.
8. TAXES
You agree to be responsible for and to pay, and fo reim-
burse Color Kinetics on request if Color Kinetics is required
fo pay, any sales, use, or other tax [excluding any tax that is
ased on Color Kinetics' net incom?, assessment, duty, far-
iff, or other fee or charge of any kind or nature that is levied
or imposed by any governmental authority on your purchase
of the Package, The%cense or your use of the Software, the
Documentation, or the Media.

9. GENERAL

This Agreement is the complete and exclusive stafement of
the agreement between Color Kinetics and you, and this
Agreement supersedes any prior proposal, agreement, or
communication, oral or written, pertaining to the subject
matter of this Agreement. This Agreement shall be governed
by the laws of the State of Massachusetts and of the United
States of America. All questions concerning the ferms and
conditions of this Agreement should be directed to Color
Kinetics in writing addressed fo Color Kinetics Incorporated,
50 Milk Street, goston, Massachusetts 02109.

YOU ACKNOWLEDGE THAT YOU HAVE READ ALL OF
THE TERMS AND CONDITIONS OF THIS AGREEMENT,
UNDERSTAND THEM, AND AGREE TO BE BOUND BY
THEM. YOU UNDERSTAND THAT, IF YOU PURCHASED
THE PACKAGE FROM AN AUTHORIZED RESELLER OF
COLOR KINETICS, THAT RESELLER IS NOT COLOR KINET-
ICS" AGENT AND IS NOT AUTHORIZED TO MAKE ANY
REPRESENTATIONS OR WARRANTIES ON COLOR KINET-
ICS' BEHALF NOR TO VARY ANY OF THE TERMS OR
CONDITIONS OF THIS AGREEMENT. IN ADDITION,
YOU ACKNOWILEDGE THAT, UNLESS OTHERWISE
AGREED BY THAT RESELLER IN WRITING OR PROHIBITED
BY LAW, THE LIMITATIONS OF VWARRANTIES AND LIABIL-
[TY SET FORTH IN THIS AGREEMENT ALSO APPLY TO
AND BENEFIT THAT RESELLER.

U.S. GOVERNMENT RESTRICTED RIGHTS
LEGEND

The Software, the Documentation, and the Media are pro-
vided with RESTRICTED RIGHTS. Use, duplication, or disclo-
sure by the Government is subject fo restrictions as set forth
in subparagraph (c)(1](ii) of the Rights in Technical Data and
Computer Software clause at DFARS 252.227-7013 or
subparagraphs [c)(1) and (2) of the Commercial Computer
Software - Restricted Rights clause at 48 CFR 52.227-19,
as applicable. The confractor/manufacturer is Color Kinet-
\8% \]nétgrporoted, 50 Milk Street, Boston, Massachusetts



CONTENTS

Chapter 1
Infroduction ..., 1
PlOYEr 1
iPlayer SOMWAre ..o 2
A QUIck TOUN Lo 2
Recording Light Shows ... 2
Downloading Light Shows ... 3
Playing Light Shows ... 3
Chapter 2
Getting Started....................., 5
Installing iPlayer Hardware ... 5
Making the Right Connections .................ccooooiiii 6
Installing the iPlayer Software ... Q
System Requirements .........oooiiii Q
Starting iPlayer ... 9
Chapter 3
Recording DMX Input ..., 1
What is DIMXS Lo 11
Recording DMX Input ... 12
DMX Record Customizalion ..ot 13
Recording OpHons ... 13
Data RANGE oo 13
Viewing OPHONS ......iiii e 14
DMX Recording Tips ..o 14
Editing the Show ......oooii 15

iPlayer Capacity ......oooioo e 16




CONTENTS

Chapter 4
Downloading and Playing Shows ... 17
Downloading Shows to iPlayer ..o 17
Playing Light Shows ... 18
SROWHME ..o 18
Appendix A
Troubleshooting................................... 21
Contacting Technical Support ... 21
Alerts, Warnings, and Error Messages ................ccocccii 22
Appendix B
Glossary ... 25
Appendix C
iPlayer Capacity ..., 29
Appendix D
iPlayer Pinouts ..., 31
Serial Port: DBOF .. 31
DMIX: RIAS-8 32
Power: BINC ... 32
INdeX ..o 33

vi



CHAPTER 1

INTRODUCTION

iPlayer

iPlayer™ is a recording and playback device for your Color Kinetics® lights.
Feedback LED

Blue: Standby

Flashing red/green: Downloading

Green: Playback
Magenta: Recording

Once you install iPlayer and load a light show, you can play the show on
your Color Kinetics lights.
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iPlayer Software

You use the iPlayer software to control iPlayer.

.. iPlayer O] x]
- ¢ ® BT
Download Start Record Cuit
to iPlayer Show Db Data

With iPlayer and the iPlayer software you can:

Download light shows from your computer to iPlayer
Play light shows on Color Kinetics lights
Record and edit light shows from any DMX source

Store light shows on iPlayer or on your computer

A Quick Tour

This section introduces the basic functionality of iPlayer hardware and
software: Recording, Downloading, and Playing light shows.

Recording Light Shows

When you record a light show from a DMX512 lighting control console, the
signal is sent through iPlayer to your computer, where you can save it as a

file.

See page 11 for more information about recording DMX input.
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Downloading Light Shows

After you save the light show on your computer as a .dmx file, you can
download it to iPlayer.

You can also download shows created with ColorPlay, Color Kinetics’ DMX
authoring software.

=

Dioweriload

i
EE——

|

See page 17 for more information about downloading shows to iPlayer.

Playing Light Shows

Once the show is loaded on iPlayer, you can play it back on your Color
Kinetics lights.

See page 18 for more information about playing light shows.
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CHAPTER 2

GETTING STARTED

Installing iPlayer Hardware

—To power supply

To computer (BNC cable)

(Serial cable) e
DMX source
(RI45 cable)

To install iPlayer, you need to connect it to the computer and the power
supply. Then you can connect it to a DMX lighting control console for
recording light shows, or to the lights for live playback.

The following sections explain these steps in detail.
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Making the Right Connections
Power Supply

The iPlayer hardware includes a C-Series Universal Power Supply. You can

also power iPlayer using a Juicebox, ProMops 3, or Data Masseuse, all
available from Color Kinetics.

To connect to the C-Series Universal Power Supply

Note: The C-Series Universal Power Supply operates on input

voltages ranging from 100-240V AC. Make sure your source
voltage is within this range.

1. Connect the BNC cable from the power supply to iPlayer’s BNC jack.
2. Plug the power supply in to an AC outlet.

Power supply iPlayer

»EE'
<« =

BNC BNC
cable jack




GETTING STARTED

Computer

iPlayer must be connected to your computer’s serial port for the iPlayer
software to run. If your computer has a 25-pin serial port, use the 9-pin to
25-pin serial adapter, included with the iPlayer hardware.

To connect iPlayer to your computer
1. Connect one end of the serial cable to iPlayer’s serial port.

2, Connect the other end to a serial port on your computer.

iPlayer Serial cable

I

'

I
— Y

I
Serial port Serial port W

|
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Lights

For details on sending power and data to multiple lights, see the
documentation for those lights.

To connect to Color Kinetics lights
1. Connect one end of the RJ45 cable to iPlayer.
2. Connect the other end to the first light's Data In jack.

iPlayer

DMX Lighting Control Console

To record DMX data from lighting control console, you need a Recording
RJ45 Cable. If your lighting control console uses 5-pin XLR connectors, you
also need a DMX512 Adapter Cable (RJ45 to XLR). Both cables are
available from Color Kinetics. (See Contacting Technical Support on page
21 for details.)

To connect to a DMX lighting control console
1. Connect one end of the RJ45 cable to iPlayer.

2. Connect the other end to the DMX lighting control console, using the
DMX512 adapter cable if necessary.

DMX Lighting

control console

iPlayer

.HD




GETTING STARTED

Installing the iPlayer Software

Before you install the iPlayer software, quit any running applications, turn off
virus protection software, and check to make sure your computer has enough
memory and free disk space.

System Requirements

e Windows 95 or greater
e 2 MB RAM
® 2 MB free disk space

To install iPlayer software for Windows

1. Insert the iPlayer software CD into the CD-ROM drive.
2. On the CD, double<lick iPlayerInstall.

3. Follow the on-screen instructions to install the software.

This installs the iPlayer software and places an iPlayer shortcut in the
Start > Programs > Color Kinetics folder.

Starting iPlayer

To start iPlayer
Choose Start > Programs > Color Kinetics > iPlayer.
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CHAPTER 3

RECORDING DMX INPUT

While you don’t need to understand the DMX protocol to install or use Color
Kinetics products, you should know that the iPlayer hardware and software,
and the Color Kinetics lights, all “speak” DMX512.

Read the following section for a quick overview of DMX, or skip ahead to
page 12 to start recording DMX Input.

What is DMX?

DMX512, also known as DMX, is a data transmission standard for lighting
equipment. It was originally developed for theatrical lighting, but is
increasingly being used in other areas of lighting design.

DMX allows a lighting control unit to communicate with lights using high-
speed, digital data transmission.

The .dmx File Format

Color Kinetics” .dmx file format lets you save a DMX512 signal as a digital
data file that can be saved, copied, and stored to disc, just like any other
computer file. You need to save your DMX light shows as .dmx files to
download them to iPlayer.
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Recording DMX Input

You can use iPlayer to record a show from a DMX lighting control console.
To do this, you need to connect iPlayer to the computer and to the DMX
console. (See page 8 for details.)

When you record a light show from a lighting control console, the signal is
sent through iPlayer to your computer, where you can save it as a .dmx file.

L))
Record

=

= 2
R

Note: To record DMX data from lighting control console, you need
a Recording RJ45 Cable. If your lighting control console uses 5-pin
XLR connectors, you also need a DMX512 Adapter Cable (RJ45 to
XLR). Both cables are available from Color Kinetics.

To record DMX input from a lighting control console

1. Make sure iPlayer is powered on and connected to the computer and the
DMX console. (See page 6 for details.)

2. Start the iPlayer software, and click Record DMX Data.
This opens the DMX Record Customization dialog box.

3. Set the options in the DMX Record Customization dialog box. (See DMX
Record Customization on page 13, for details.)

4. Click OK to start recording.
iPlayer’s LED turns magenta to indicate that it is recording.

5. Start the show on the DMX lighting control console.

12



RECORDING DMX INPUT

DMX Record Customization

This section describes the options in the DMX Record Customization dialog
box.

Recording Options

Real Time
Choose this option to start and stop recording manually.

When you record in real time, iPlayer starts recording as soon as you click
OK, and continues until you click Stop Recording.

Fixed Time

Select the Fixed Time option to specify an exact start time and duration for
Light Speed to record.

¢ Units: Choose Seconds or Minutes.

e Start: Set the start time.

* Duration: Set the duration.

For example, with the Units option set to Seconds, if you set the start time
to O and the duration to 60, iPlayer will start recording as soon as you
click OK, and stop recording after 60 seconds. To delay recording for 15
seconds after you click OK, set the start time to 15.

Data Range

Number of Lights

Enter the number of lights for which you want to record data. iPlayer can
record data for up to 64 Color Kinetics lights (192 DMX channels).

iPlayer always starts recording from DMX channel number 1. For example, if
you are recording a show that is designed for ten lights, but you only want to
record data for five lights, set the Number of Lights to 5. iPlayer will record
data for lights 1-5 only.To record data for lights 6~10, you need to set the

Number of Lights to 10.
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Viewing Options

Memory Usage

Select this option if you want iPlayer to display the size of the recorded DMX
file.

DMX Recording Tips

Keep the following tips in mind when you record with iPlayer:

In order to make sure you record the very beginning of the show, you
should start Recording before you start the show on the DMX lighting
control console.

When iPlayer records DMX data, it stores the data in your computer’s
random access memory (RAM), not on the hard drive. The amount of
space available for recording the DMX stream depends on your
computer’s available RAM.

DMX lighting control consoles typically send a constant stream of data,
even when there is no show playing. Because of this, if your show begins
with “black,” or all lights off, it might be difficult for you to distinguish the
beginning of the show from the stream of blank data that precedes it. Try
marking the beginning of the show with a brief flash of light. (You can edit
the flash out later in the Edit DMX Stream dialog box.)

Whenever iPlayer records, it uses RAM, even if it is recording “blank”
data.

For Advanced DMX Users

14

According to the DMX512 standard, dimmer level data must be marked
with a “Null Start” code (all zeros). The standard also allows the use of
optional, non-zero start codes to indicate other types of data. iPlayer can
record and send non-zero start codes, but Color Kinetics lights will ignore
data marked with any start code other than Null Start.



RECORDING DMX INPUT

Editing the Show

When iPlayer stops recording, it displays the Edit DMX Stream dialog box.
This is where you refine the data you recorded so it begins and ends exactly
where you want.

The Edit DMX Stream dialog box displays a grid of colored squares, which
represents the DMX data you just recorded. Each row in the grid represents
one Color Kinetics light, and each column represents one frame of data.

1. Set the first frame by 2, Set the last frame by
left-clicking on the right-clicking on the
colored frame square. colored frame square.
Edit DMX Stream M= B
Start Aecording 293 [43.30] EndRecarding 961 [46.22] Edited Show 292 sec Resorded Show E1 60 580
WNFTTIHIIHMIJIJHJHlJIHH]JIHIJHJIJHIJJHIJHHJIJHJHHIHH]HHIHHINHI
200 [2.14) 00 [43.50] o0 [42.40] 020 [4.35] 030 [.75] 040 [45.27] 80 [46.41] 960 [6.17]

lights

[RERRERN

&

tefrvrelrere]ererprrenfrrenfreref el

@ —

Left-click on a frame to set the first frame in a show, right-click to set the last HEER

!
3. Click Save Show
to save the edited
Note: DMX data that uses optional, non-zero DMX file.
start codes will appear in the Edit DMX Stream
dialog box as a gray frame with yellow stripes:
(See For Advanced DMX Users on page 14 for
details.)
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To edit the show
1. Leftclick on a frame to set the first frame of the show.
2. Rightclick on a frame to set the last frame of the show.

3. Click Save Show to save the edited show. In the Save As dialog box,
choose a name and location for the file, and click Save. (iPlayer
automatically adds the .dmx suffix to the file name.)

The Edit DMX Stream dialog box stays open after you save the .dmx file. You
can continue working with the DMX stream, or you can close the dialog box.

Note: After you close the Edit DMX Stream dialog box, you can not
open it again. It will open automatically when you record a new
DMX stream.

iPlayer Capacity

When you edit the show, keep in mind that iPlayer has a finite amount of
memory. If a show is too long or uses too many DMX channels, it might not
fit on iPlayer.

The following table shows iPlayer capacity for a range of show sizes. (The
amount of compression varies according to the effects used in your show.
Most shows will fall somewhere between the maximum and minimum
compression shown in this table.)

Lights DMX Frames Capacity at Capacity at
channels per second minimum maximum
compression compression
8 24 50 26 minutes 78 minutes
32 96 50 7.1 minutes 21.3 minutes
64 192 50 3.6 minutes 10.8 minutes

50 frames per second is sufficient for most light shows. Higher frame rates
require more memory, and therefore reduce the maximum time that can fit on
iPlayer.

See Appendix C, iPlayer Capacity, for more information.

16
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DOWNLOADING AND PLAYING
SHOWS

Downloading Shows to iPlayer

After you save the light show as a .dmx file, you can download it to iPlayer’s
permanent memory.

° N

-

Download ]

[

i

]

iPlayer stores one show at a time. If there is already a show saved on
iPlayer, it will be erased when you download a new show.

To download to iPlayer

1. Make sure iPlayer is powered on and connected to the computer. (See
page 6 for details.)

2, Start the iPlayer software, and click Download.

The software warns you if there is a show saved on iPlayer, and displays
any comments associated with that show.

3. Click Yes to continue downloading.
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4, Select the .dmx file and click Open.

5.In the New Show Comments dialog box, enter your own comments for
future reference.

6. Set the Continuous Loop option as follows:
- Leave it selected if you want the show to play on a continuous loop.

— De-select it if you want the show to stop playing when it reaches the
end. (When the show ends, the lights will hold the final color.)

7.Click Yes to continue downloading.

The software erases any previously stored data, then downloads the show
to iPlayer.

While the show is downloading, the feedback LED flashes red and green.
When it's finished downloading, the LED turns solid blue to indicate that
it's standing by, ready to play the show.

Playing Light Shows

After you download a show to iPlayer, you're ready for “live” playback on
your Color Kinetics lights.

Showtime

During live playback, iPlayer sends the light show to the lights as a DMX
stream.

—
=
——

—_—

18



DOWNLOADING AND PLAYING SHOWS

iPlayer can send data to up to 64 Color Kinetics lights, each with its own,
unique DMX address. To play a light show on more than 64 lights, set
multiple lights to the same DMX address. (For information about setting DMX
addresses on the lights, refer to the documentation that came with the lights.)

To play a light show on Color Kinetics lights

1. Make sure iPlayer is powered on and connected to the computer and the
lights. (See page 8 for details.)

2. Make sure the lights are powered on and configured for Networked
Control. (Refer to the documentation that came with your lights for more
information.)

3. Start the iPlayer software, and click Start Show.

iPlayer’s feedback LED turns green to indicate that iPlayer is in playback
mode, and the light show begins playing.

During Playback

* During playback, you can quit the iPlayer software, shut down the
computer, and disconnect the serial cable from iPlayer without
interrupting the light show.

e [f iPlayer is unplugged or turned off, it will automatically resume playing
the show from the beginning when it is powered on again.
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APPENDIX A

TROUBLESHOOTING

Contacting Technical Support

Contact Color Kinetics technical support if you have problems with iPlayer
hardware or software, or if you need to order additional parts or supplies.

phone # 617-423-9999
fax # 617-423-9998
email # support@colorkinetics.com

web address www.colorkinetics.com

21



APPENDIX A

Alerts, Warnings, and Error Messages

The following table lists, in alphabetical order, messages that iPlayer might
display if there is a problem, and gives steps you can take to fix the

problem.

Problem

Solution

Cannot open specified show file!

Mcake sure the show file is in DMX
format, (.dmx.) Show files must be in
DMX format for iPlayer to recognize
them.

Communication error

Mcake sure all hardware is connected
correctly. (See Installing iPlayer
Hardware on page 5.)

Close all programs using the serial port
that iPlayer is connected to. Make sure
only one copy of iPlayer is running on
your computer.

Error communicating with iPlayer!

Mcake sure all hardware is connected
correctly. (See Installing iPlayer
Hardware on page 5.)

Close all programs using the serial port
that iPlayer is connected to. Make sure
only one copy of iPlayer is running on
your computer.

Error Reading Input Show File

Make sure the show file is in DMX
format, (.dmx.) Show files must be in
aMX format for iPlayer to recognize
them.

Incorrect file type of input show
file!

Make sure the show file is in DMX
format, (.dmx.) Show files must be in
DMX format for iPlayer to recognize
them.

Incorrect input data format!

Make sure the show file is in DMX
format, (.dmx.) Show files must be in
DMX format for iPlayer to recognize
them.

Insufficient memory
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Quit any other running applications.
Make sure only one copy of iPlayer is
running.



TROUBLESHOOTING

Problem

Solution

Selected Light number is out of
allowed range (1-64)!

iPlayer can record data for a maximum
of 64 Color Kinetics lights (192 DMX
channels).

In the DMX Record Customization
dialog box, make sure the Number of

Lights is set within the allowed range,
(1264).

Show data in [filename] is too
large for iPlayer!

Please choose another show file.

iPlayer can hold a maximum of 2 MB of
DMX data.

If the show was created in ColorPlay, try
making the show shorter, using fewer
channels, or saving at a lower frame
rate.

If the show was recorded from a DMX
lighting control console, try recording a
smaller number of lights or for a shorter
duration.

Specified show file does not
contain data!

Do you wish to continue
downloading?

Show files must be in DMX format (.dmx|
for iPlayer to recognize them.

Mcake sure show's duration is greater
than zero seconds.

Timeout waiting for DMX data!

iPlayer expected DMX data, but none
was sent. If iPlayer has alread

recorded data, it will display the data in
the Edit DMX Stream dialog box.

Too many channels in [filename]!

Please choose another show file
with 192 channels or fewer.

iPlayer can send data to a maximum of
192 DMX channels.

Make sure the show file contains data
for 192 channels or fewer.
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APPENDIX B

GLOSSARY

brightness

color

color wash

control

cross fade

cycle direction

Also known as infensity or luminance. A measure of the rate of
flow of light energy (luminous flux) per unit area leaving a
surface in a particular direction.

Color specification can be described in many ways, but in
generor,) three qualities describe color: hue, Khe wavelength
which determines how similar it is to one or a combination of
the perceived colors red, yellow, green or blue,) saturation, (the
amount of white light mixed in,) and brightness, (the intensirl of
the color.) We can see approximately 200 hues with the naked
eye. The other colors we can identify are due to variations in
brightness and saturation.

A color wash effect moves sequentially around the spectrum of
colors in either clockwise (ROYGBIV) or counterclockwise
(VIBGYOR) Cycle Direction.

For Color Kinetics lights, control refers to the method used to
produce the desired effect or show. There are two main
methods of control: Stand Alone control, which uses the on-
board effects built into each light, and Networked control,
which allows lights to be controlled by a Color Kinetics
controller or a PC.

Cross fade effects slowlY increase the intensity of one color of
light while simultaneously reducing the intensity of another
color.

The sequence in which colors move through the spectrum. The
cycle direction can be clockwise (ROYGBIV) or counter-
crockwise (VIBGYOR].
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DMX512

effect

end color

fixed color

HSB

LED

networked

Also known as DMX, a shortened form of digital multiplex. It
describes a standard method of data transmission that makes
possible the interconnection of lighting control equipment by
different manufacturers. The DMX512 protocol was developed
in 1986 by a committee of the USITT (United States Institute for
Theater Technology) to provide a standard interface for
controlling lights.

Color Kinetics lights can be controlled via DMX networks.

The output, or show, displayed by a Color Kinetics light. Built-in
effects include Fixed Color, Color Wash, Cross fade, Random
Color, Fixed Color Strobe, and Variable Color Strobe.

(See also: variation.)

This effect property lets you define the ending color of the cross
fade effect. For instance, if a cross fade goes from red to blue,
the start color property would be set to red and the end color
would be set to blue.

The fixed color effect allows the static display of any one of
16.7 million possible colors. Fixed color is generated by
blending (or independently displaying) any of the primary
colors (Red-256 shades of red, Green-256 shades of green,
and Blue-256 shades of blue). White light will be produced
when all colors (Red, Green and Blue) are added together.

Acronym for hue, saturation, and brightness. In the HSB color
model, all colors are defined by their hue, (the wavelength
which determines how similar it is to one or a combination of
the perceived colors red, yellow, green or blue,) saturation, (the
amount of white light mixed in,) and brightness, (the intensity of
the color.)

(See also: color.)

(Light Emitting Diode) The source of light used by Color Kinetics
lights. LEDs have a predicted source ﬁfe rated at 100,000
hours under normal operating conditions—that's 11.4 years of
continuous use! An LED is a p-n junction, solid-state diode that
emits light through the combination of specially prepared high
purity semiconductor material and two additives. One additive
produces negatively charged output (excess electrons) and the
other produces positively charged material (a shortage of
electrons, or holes, which act as positive charges).

Refers to a method of control. Networked control utilizes the
units’s data interface ports for external direction of the units.
Information is digitally channeled from an external source such
as a DMX controller or PC instead of from the on-board
microprocessor.



GLOSSARY

random color

reverse wash

RGB

roy g. biv

saturation

starting color

strobe

strobe rate

variation

Each Random Color effect produces a randomly generated set
of colors at user definable speeds. Colors step (in discrete
increments) from one hue to the next in increments of at least
25% of the color spectrum so no two colors in a row will have
similar values.

A color wash effect that moves around the spectrum of colors in
a counterclockwise direction (VIBGYOR).

(See also: color wash.)

Acronym for red, green, blue. In the RGB color model, all colors
are produced by combining various levels of red, green, and

blue.

(See also: color)

An acronym used to remember the order of the longest to the
shortest wavelengths of the visible spectrum (R=red, O=orange,
Y=yellow, G=green, B=blue, I=indigo, V=violet).

This refers to the purity of color, or the amount of white light
which has been mixed into a color. More technically, it
describes how much of a color is near the dominant
wavelength. Primary colors are fully saturated, while pastels are
less saturated.

Allows the user to define the beginning color of an Effect. For
instance, if a Cross Fade goes from red to blue, the Starting
Color Variation would be set to red and the Ending Color would
be set to blue. Each time the unit is repowered wi% this Effect, it
will begin with red.

The Strobe effect produces a series of light flashes. Very short,
bright flashes can produce a “stop action” effect, where actions
seem intermittent.

Refers to the number of flashes per second, or how many times
in one second the light is illuminated.

For Color Kinetics lights, variations refer to user-definable
parameters for each effect, including Color, Speed, Brightness,
Saturation, Strobe Rate, and Cycle Direction. Not every
variation is available for every effect.

27



APPENDIX B

28



APPENDIX C

IPLAYER CAPACITY

The following graph shows the range of show sizes that will fit on iPlayer, for
shows at 50 frames per second. (50 frames per second is sufficient for most
light shows. Higher frame rates require more memory, and therefore reduce
the maximum time that can fit on iPlayer.)

Note: The amount of compression will varies according to the
effects used in your show. Most shows will fall somewhere between
the maximum and minimum compression shown on this graph.

iPlayer capacity at 50 frames per second
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All DMX light shows use a iPlayer can record data

minimum of 24 channels, for up to 64 Color

(8 Color Kinetics lights.) Kinetics lights, each with
its own, unique DMX
address.
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APPENDIX D

IPLAYER PINOUTS

The iPlayer hardware includes all power and data cables necessary for
standard installation. The following information might be useful if your
installation requires adapters or custom cables.

Serial Port: DBY9F

Serial port pinouts

1 No connection

TxD

RxD

No connection

Ground

No connection

CTS (Not currently used)

RTS (Not currently used)

V(0| N O  bh|O|N

No connection
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DMX: RJ45-8

123456738

DMX pinouts

1 Data out -

Data out +

Ground

Data in -

Data in +

Ground

No connection

O |IN[(GO|n|bh WOWDN

No connection

Power: BNC

@ +24V DC

L Ground
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