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Introduction

Welcome to ESA Pro 2.5, the latest update to the powerful DMX programming
software from Nicolaudie Architectural. In this guide we’ll cover everything you need
to know to get to grips with the software and begin creating stunning lighting
displays.

You can find the ESA Pro 2.5 Quick start guide by following the link below:
https://eu-litterature.n-g.co/Release/esapro_2 gs_en.pdf

What's In The Box?

Your package should include the following:

e USB DMX Interface

e USB Cable

e Technical Datasheet

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

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

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

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


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

Limitations
For DMX controllers with internal flash memory, it is possible to run out of available
memory when writing a standalone show to the device. This does not affect
devices using SD or MicroSD memory cards.

Internal Flash Memory (affected devices):
STICK-CW4, STICK-GU2, STICK-GA2, SLESA-U9, SLESA-US8
SLESA-UI0, DINA DR Micro

To reduce memory use:
- Use scene compression. This reduces the number of steps.
- Use dynamic scenes sparingly
- Use fewer DMX channels, if possible]
- Keep the number of scenes to a minimum

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

sSD/MicroSD Memory:
SLESA-UTI, DINA DR2, DINA DRI, DINA SR1, STICK-KE2, STICK-DE3, SLESA-UE7

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

Included Software
The following software is included:
ESA Pro 2.5 - Lighting programming software
EasyView 2 - Real-time 3D visualizer



Hardware Manager - Device configuration tool
DALI Manager - Commission and configure DALI Gears
Maintenance Tool - used to uninstall the software

Fixture Profiles
To program your lights or fixtures, ESA Pro 2.5 needs to understand the DMX channels
and functions (presets) that make up each DMX channel. The more accurate the
fixture profile, the easier it will be to program your lighting. DMX channels and other
information is stored in ‘Fixture Profiles’ which have the .ssl2 file extension. Generic
architectural lights, such as mono (single dimmer), RGB, RGBW and LED pixel tape are
now easily accessible in the Add Lights panel.

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

https://store.nicolaudie.com/ssl

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

“What if a profile does not exist?”

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

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

Useful Definitions
Standalone Mode: A controller operating on its own without a connection to the
computer.


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

Live Mode: A live connection between the controller and computer for programming
and dmx output. This is useful for testing effects before writing to the controller. A
controller is in Live Mode when set to ‘Active’ in ESA Pro 2.5.
NSA Device: Devices with the New StandAlone engine which includes advanced
triggers known as TCA (Trigger Condition Action). These include SLESA-UI
(SIUDI-11A), DINA DRI and DRI LITE (DINAIA), DINA DR2 and DR2 LITE (DINA2A) and DINA
SR1 (SRACK]I). Other SIUDIII devices exist which can be upgraded to use ESA Pro 2.5.
Non-NSA Device: all other lighting control devices from Nicolaudie Group. These use
standard calendar triggers for date/time and ports.

Installation
To begin you'll need to visit our website so you can download the latest version of
ESA Pro 2.5. Please visit the link below:
https://www.nicolaudie.com/en/esapro2.htm

Note: Versions of ESA Pro 2.0 & ESA Pro 2.5 are listed on the website. Please
download ESA Pro 2.5 to work with this User Manual.

During the installation process you'll be asked which auxiliary software packages you
would like to install. To get the most out of ESA Pro 2.5 you should install all of the

software.


https://www.nicolaudie.com/en/esapro2.htm

EsaPro2 Setup

Select Components
Please select the components you want to install.

Full list of SSL Fixtures
(optional)

Select

EsaPro2

EasyView 2

SSL files

Hardware Manager

Select Components

This component will occupy
approximately 1.47 GB on your
hard disk drive.

< Back

Note: Windows systems may run a second device driver installation(SIUDI Drivers).
Once you see a message on the taskbar to say that the driver has been installed,
you are ready to start the ESA Pro 2.5 software.

ESA2 Compatibility
ESA Pro 2.5 compatible with .dlm show files generated by ESA2. You can open .dim
files just as you would open an ESA Pro 2 showfile (.arc2). This will import the scenes
from that file into ESA Pro 2 and set them up as DMX sequences so you can continue
editing them. You can learn more about programming DMX sequences later in the
manual.
Note: 1) Time & port triggers are not imported with .dim files, these will need to be
recreated. 2) It's not possible to convert ESA Pro 2 .arc2 files to ESA2 .dIm files or
import .arc2 files into ESA2.

Navigating ESA Pro 2.5
ESA Pro 2.5 is divided over three pages; Editor, Standalone & Simulator. You can
switch between the pages by using the selector (pictured below) in the top left
corner of the software.



XX

/ Simulator
Editor

Standalone

We're first going to begin by looking at the Editor page.

File Import & Export
ESA Pro 2.5 includes standard File Open, Save, Save As options but also File Import
and Export. What's the difference?

e File Open [ Save [ Save as - opens and saves an .arc2 profile file which does
not include any extra media files like images, audio, dmx (.drec) etc in the file
itself. Instead, it stores links to these on your local computer. This can cause a
problem if you want to send your project to another person or computer
where the files don't exist or are in different folders.

e Import [ Export - this will open and save an .arcx archive file which contains
both the project file and media files such as images, audio, dmx etc. The arcx
file is easier to transfer to another computer.

Note: If you import an .arcx file and then save as an arc2 file, the software will export
your media files into subfolders.



Editor

II.
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The Editor page is divided into five sections accessible by tabs; Canvas, Builder,
Selections, Mappings and DALI.

We'll begin in the Canvas tab.

Canvas
Canvas allows you to add design elements to your grid - shapes, images and text
labels on 3 layers. For example, you could add a floorplan diagram and set it to the

background later and then add labels, images and shapes on top to illustrate your
lighting design.
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The canvas tool bar contains the following tools (left to right).
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1. Selection - select, move and resize existing elements. Select corner points to
make adjustments to an object or click and drag it to move.
Draw a rectangle - Click and drag to create a shape.
Draw a Circle - As above.
Draw a Polygon - Click to create points to form your shape. You must close
the shape for it to be valid. Press Esc to cancel making a shape.
5. Add a text Label - Adds a Text label in the middle of your workspace.
Add an image - opens window allowing you to import an image
Snap - elements will snap to the grid allowing you to line them up with each

other more easily

To duplicate or delete an object, use the right click menu.

Duplicate
Delete

Each object on the Canvas screen has properties to allow you to customize it.

Example shape properties:

n|

Properties - frame

Layer Middleground ~

Position X | 300 Y | -240

Angle 0

Size Width | 160 Height | 130
Background color . . .
Opacity ——(C)

Corner radius O

Border color . . .

Border thickness =0

1



Using these you can change the layer, position, angle, opacity, color and border of

the available objects.

Builder

The Builder is where fixtures are added to your project. Once added, your fixtures are

displayed in a list in the top left (1) and DALI groups in the bottom left (2)You can

E [ IS I R

Builder | Selections ~ Mappings ~ Dali

Zones

Global

+

Lights
ame Library Address
e
14
17
10
113
116
19
122
125
128
m i
Dali groups
jame Library
+ ¥

WOV |m | HEE (WS |Fhizse|

. (]

LB

Contents
DMX

[f] single-cha.
@ ugnt

/ stip

[E] matrix

il Other
Relay

3% Relay

Dali

& DAL Gear
Led Pixel

/ Pixel strip
[E] pixel Matrix

Patch

Properties - Fixture

v | General  Channels

Name

Position X

Position Y

size

Shape

SSL Path

Zone

Address

v | Number of fixtures

Colored Light

165

L

Round

/SSLFiles/RGB.ssI2

Global

None set

1

o

change how the light list (1) can be sorted by name, library or address by clicking on

the header of each column .

Fixtures are represented by 2D shapes in the workspace (3). Fixture properties, such

as DMX address, are displayed on the right (4) when a fixture is selected.



Adding Fixtures & Fixture Types
Most architectural lights can be controlled with 4 options : Single Channel, Add Light,
Strip or Matrix. For more complex fixtures, ESA Pro 2.5 comes equipped with 25,000 +
profiles from some of the biggest light manufacturers in the world in the SSL fixture
(accessed via the Other button).

Note: if your fixtures are RDM compatible you could import them and configure them
using the RDM Manager instead of manually adding them. See section, Tools > RDM
Manager nearer the end of the manual.

Contents

DMX v

Single-Cha...

@ vgnht

Dali v
DALI Gear

Led Pixel v

/ Pixel Strip
D Pixel Matrix

Patch

RDM

13



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

ESA Pro 2.5 comes equipped with several generic, simple fixtures and external
devices for you to patch.

Add Single-Channel

When you add any DMX fixture you will see a window that

Shape @® Round v
] " allows you to select the number, shape and in some cases,
1 Number
' = type. There's also a check box to open the patch window if
1 Name immer

[ = you wish to assign a DMX address right away. This can be

- done later in the Properties panel when a fixture is selected.
| 3 open patch window

Cancel OK

Single-Cha...

single channel fixtures (as the name implies) are very simple and will only feature
one assignable control, a Dimmer.

Note : A Single Channel fixture can be used with Basic Blocks, however, as it contains
no color mixing channels it will not work with Pixel or Mapping Effects. If you need to
work with these, you can patch as a Colored Light > Custom and patch a single
Neutral White channel.

© Lignht

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

14


https://store.nicolaudie.com/ssl

Add Light

Type RGB v
RGB
Shape
RGBW
Number w
WWCW
Name
Custom

Index Ll

a Open patch window

Cancel OK

Note: The order the channels appear here reflects their channel order in the profile.
The Custom profile builder is accessible across Colored, LED Strip and Matrix.

/ Strip

The Strip is designed to work with DMX addressable LED pixelstrips or tape. Select
your fixture type and the number of dots. Each dot represents an LED on your strip
and has a DMX address. If you're working with pixel tape that's controlled by an SPI
protocol such as WS2812B (Neopixels) or APAI02 (Dotstar) then you should use the
Pixel Strip fixture type instead. You can learn more about the Led Pixel fixture types
later in the manual.

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

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

Strip also gives you some unique positioning capabilities. When you first add a Strip it
will look like this:

15



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

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

To add a curve:

1. Double click on any pixel to add another anchor point.
Click on a blank area on the grid to deselect all points.
Reselect the new point.

A w0bd

Move the point to bend the LED tape into the desired shape.
Anchor point can be moved along the length of the LED strip.

In the example below we've created a sine wave shape with our LED Pixels using the
anchor points highlighted in blue.

® = ]

Note : Each LED strip can only occupy space within 1 universe (512 channels); it
cannot span several. For example, an RGB strip is limited to 170 dots (3 channels x
170 = 510 channels). For LED strips that span several universes use Colored Lights
instead and position them using the positioning tools in the grid.

D Matrix

The Matrix fixture option allows you to quickly create
a matrix of coloured lights. When you select this fixture

16



the pop up window will ask you to specify the length
and width of the matrix you wish to create.

The sort options in this window allow you to set

the flow of the matrix.

RTTITHTIT
HIRHIY
u Open patch window

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

§f{ Relay

Relays allow you to trigger external electrical relays connected to the relay
connections on the DINA DRI, DRI LITE and DINA SR1. Once you've patched your Relay
you'll need to activate the Relay Port on your controller.

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

17



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

37

ESA Pro 2.5 includes the option to programme DALI control gears (fixtures).

Note: The DALI fixture type is only compatible with the DINA DR1 and SRI1 controllers.

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

in the manual

@ Other

The Other icon is used to import fixture profiles from our fixture library. These can
be located from two sources : on your computer (1) or from the Nicolaudie cloud (2)
by selecting these in the left toolbar. Other than _GENERIC, you will only see profiles
on your computer if you chose to install SSL files during the software installation. By
default, these are not installed.

18



@ Find profile

4
3 Aol
1 » _GENERIC
a
2 » _VARIED
o, AB LIGHTS
» ABLELITE

Once you have selected a fixture file, you will see this Add SSL Fixture window. Pay
particular attention to the Mode setting which must match the mode set on your
fixture for correct control. For example, the number of channels must match. If more
than one mode has the same number of channels, some further investigation may
be required using our online Profile Builder tool (link below) and the fixture manual to
correctly match the fixture modes. https://profile.nicolaudiegroup.com/

Library moving head

Mode 1 (18 Channels) -
Shape @® Round v
Number 1

Name Fixture

Index 1

Open patch window

Cancel OK

Once added, you can view the associated information in the Properties menu on the
right side of the screen.

19
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Properties - Fixture
General | Channels

Name Fixture

Zone Global ~

Position X 857

Position Y 367

Size L v

Shape Round v

SSL Path _Generic/MOVING HEAD.ssl2 <

Address 1:31

Number of fixtures 1

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

ESA Pro 2.5 introduces the Channels tab in Fixture properties. This allows you to view
the channels within your fixture. From this window you can invert or swap Pan & Tilt
parameters or enable and disable Fades on channels.

Patching Fixtures
After you've chosen which fixtures you want to import it's now time to begin patching
them.
There are two ways to call up the Patch window in ESA Pro 2.5. The first way is to tick
the Open Patch window option that appears in the pop up window when creating a
fixture. The second is to press the Patch button that appears underneath the LED Pixel
fixture options.

20



il Other

Add Light

4 3 Relay v
| Type RGB v | -
- §$f Relay
Shape ® Round v | B
E - Dali v
Number L R
1 E . DALI Gear
Name Colored Light R Led Pixel v
Index 1 /Pixel Strip
Open patch window i - Pixel Matrix
Cancel OK = Patch

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

window will appear.

DMX512 = DALl  Led Pixel

Fixtures not patched Patch

#1.Colored Light rgb Universe 1
1023 /4|56 7 89 1011 12 131415 16 17 1819 20 21 22|23 24 25 26|27 28 2930

33 34 35 36 37|38 39 40 41 42 43 44 45 46 47 48 49 50 5152|5354 55 56 57 58|59 |60 61 62
1 65 66 67 68 69|70 71 72 73 74 75 76|77 |78 79 80 81 82 83|84 |85 86 87 88 89 90|91|92 93 94
97 |98 99 100/101 102 103|104 105 106|107 108 109|110 111 112|113 114 115116 117 118 119 120|121 122 123|124 125 126
129130 131/132|133 134 135 136 137|138 |139 140 141 142 143 144 145|146 147 148 149 150 151 /152|153 154 155 156 157 158
161162 163|164|165 166 167 168 169170|171|172 173174175176 177|178 179 180 181 182 183 184|185 186 187 188 189 190
193/194 195 196|197 198|199 200 201 202 203|204 205|206 207 208 209 210 211 212|213 214|215 216 217 218 219 220 221 222
225|226 227 228229 230|231|232|233 234 235 236 237 238|239 240 241 242 243 244 245 246|247 248 249 250 251 252 253|254
257|258 259 260 261 262|263 |264|265 266 267 268 269 270|271|272 273 274 275 276 277|278 |279 280 281 282 283 284 285|286

289 290 291 292 293294 295|296 297 298 299 300 301 302|303 304|305 306 307 308 309 310 311/312/313 314|315 316 317 318

321322 323 324 325 326 327|328 329 330 331 332 333 334|335 336|337 338 339 340 341 342 343 344 345 346 347 348 349 350

Universe Universe 1 ~ 353|354 355 356 357 358359360361 362 363 364 365 366 367 368 369 370 371 372|373 374|375 376 377 378 379 380 381|382

4

385|386 387 388 389 390/391|392|393 394 395 396 397 398|399 400 401 402 403 404 405 406 407 408 409 410 411 412 413|414

First address
417|418 419|420 421|422 |423 | 424|425 | 426|427 | 428 | 429|430 | 431 432 433|434 435 436 | 437 438 439 440 441 442 443 444 445 446

449|450 451 452453 454|455 456|457 458 459 460 461 462|463 464 465 466 467 468 469 470 471 472 473 474 475 476 477|478

481|482 483 484 485 486|487 488|489 490 491 492 493 494|495 496 497 498 499 500 501 502|503 504 505 506 507 508 509|510

31
63
95
127

191
223
255
287
319
351
383
415
447
479
511

64

96

1600
192
224
254
289

352
384
414

448

512

5 Cancel

OK

2]



Fixtures that are waiting to be patched will appear in the Fixtures not patched
column (1).

In the column to the right of this you can see we have Universe 1 listed, if we want
to add more universes to our show we can do so by pressing the + button at the
bottom of this column, to remove universes click the bin icon, this will remove the last

universe in the list.

The numbered grid (3) from 1-512 represents the DMX channels available in the
currently selected universe and gives you a visual representation of what's patched.
Using the Universe and First address dropdowns (4 we can begin patching.

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

The Light up selected fixtures option (5) will make any fixture you currently have
patched light up, this is helpful for identifying fixtures.

If you wish to patch all fixtures awaiting an address beginning with the next available
channel you can press Automatic Patch (). The Inverted check box will patch
fixtures in reverse index order when ticked.

Next to the DMX 512 tab at the top of the window you have the DALI tab and LED Pixel
tab (7). Switching tabs will show you the patch windows for these alternative
protocols.

Note: Your DMX controller will come with a number of DMX connections via XLR
sockets, phoenix connectors or screw terminals. These may not all be enabled,
depending on the model of controller. If you're unsure how many universes your
device has enabled, out of the box, you can check the technical datasheet for your
device, or the SUT window in Hardware Manager (compatible devices only).

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

22
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DALI Patch Window

DMX512 DAL | Led Pixel

Gears not patched Patch

Bus1 Gears Groups

# Hardware Software # Hardware Software

1 #1.DALI Gear 1

Groups not patched 6 6

+ i Read BUS configuration

A

Automatic Patch D Inverted Cancel OK

v

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

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

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

The Read BUS configuration button will make ESA Pro 2.5 communicate with any
connected DALI bus and pull the addresses of any connected gears, importing them.

23



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

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

LED Pixel Patch Window

DMX512 DALl  Led Pixel

Pixels not patched Patch

#2.Led Strip strip_rgb_10 Universe 1 Led Pixel

Universe 2
# Fixture

1 #1.Led Strip

1 3

Driver = WS2811 v OL High time (ns) 250
1L High time (ns) 750
Overall bit time (ns) 1250

Reset time (ns) 300000

Cancel OK
A v

The LED Pixel patch window is where you patch any LED Pixel (SPI) fixtures that will be
connected to your controllers native LED Pixel outputs. The only device capable of
using this feature is the DINA DR1 & DINA DRI Lite (the DRI LITE requires an upgrade).
Like the DMX512 and DALI patch windows, unpatched fixtures will appear in the pixels
not patched section on the left (1).

You can choose which universe you're patching in and then create or remove LED
Pixel universes in the patch column (2).

Note: The DINA DRI can control up-to 2 LED pixel universes in addition to its DMX512
and DALl outputs.

24



You can view the LED pixels that have already been patched in the Fixture pane (3).
It's important to note you can only patch 1LED Pixel fixture per LED Pixel output.
You can change the LED Pixel protocol for each output using the dropdown in the

Driver pane (4 ). From here you can view compatible protocols and select the desired

protocol from the dropdown. Protocol settings can be edited in the pane to the right

of this (5). These settings are preset but can be edited if you wish to do so.
Parameters are measured in Nanoseconds (ns).

Note: For some protocols, such as APAIO2, the only parameter you can change is
Baudrate.

You can patch different LED Pixel protocols to each output of your device. For
example Output 1 could use WS2812B pixels and Output 2 could use APA102 pixels.

Fixtures List
The left side of the Builder, Selections, Mappings and DALI tabs have a list of fixtures
you've imported to the software. By clicking the header of each column you can
change how they are sorted. E.g. sort by Name, Library or Address.

Canvas  Builder | Selections @ Mappings Dali

Lights
Name Library Address .

#1.Colored Light rgb 1:1

#2.Colored Light rgb 14

#3 .Dimmer single 17

#4.Dimmer single 1:8

#5.Dimmer single 19

#6.Dimmer single 1:10

#7.Dimmer single 111

#8 .Dimmer single 112

25



Arranging Fixtures
Now you've imported & patched your fixtures it's time to arrange them. ESA Pro 2.5

gives you several tools to help with arranging your fixtures. You can find arrangement
tools in the bar at the top of the Builder screen workspace.

Drag Align
Invert Selection Over Auto Align Center
orderR . ISelectlon Auto Matrix Top Vertically
ectangle : s
select Al Selecti%n Vertical Distribute Align snap
elec Llne Vertically Left
22 fifs}f 3 o IZIZ : =:= T H —- b= = i- n o
Invert Lasso Auto Distribute Align Light up
Selection Selection Circle Horizontally Right Selected
Order nvert Auto Custom Align Align  Fixtures
Selection Horizontal Matrix Bottom Center
Line Horizontally

The tool bar is divided into 5 key sections, Selection tools (1), Position Tools (2),
Distribution Tools (3), Alignment Tools (4), Snap tool (5) and Light up Selected
Fixtures too (5). Position, distribution, alignment and the snap tools are only

available in the Builder screen, Selection Tools are also available in the Selections
screen.
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Managing the Workspace
You can manage the workspace using the tools in the top right corner to zoom and
drag your way around.

P LOLHE ¥

Top tip: Use the middle mouse button to move around the grid. Use CMD or CTRL +

mouse scroll wheel to zoom in and out.

ESA Pro 2.5 also gives you some customization options, including how the grid
appears in the workspace and whether to show fixture addresses. Edit background
takes you to the Canvas screen where you can add an image and set it to the
background layer.

Grid 4 Lines
« Show fixture address + Dots
Snap to grid None

Edit background

Zones
Zones allow you to group fixtures and control them independently of each other.
Scenes from different zones are loaded onto different pages (AB,C or12,3etc.) on
the controller. Zones don't have to be playing the same scene, each zone can be
playing a different scene. For example, these are useful for controlling different rooms
in a house or different zones within a room, depending how you want to use them.
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When a new project is created you are given one zone called Global which controls
all of your fixtures. It is your choice if you want to use this Zone or not; you may
choose to use custom zones only to control, for example, different rooms.

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

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

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

E::? > @ * Zones Global New zone1 X i@ Newzone2 X @ Newzone3 X +

Use the + and x buttons to add and remove zones. You can also rename your zone

by double clicking on it.
Note: Deleting a zone that contains scenes will also delete the scenes.

You can change the colour assigned to a zone by selecting it and opening the colour

picker from Properties > Area

} Zones Global @ New zone1 X +

Contents Properties - Area

"= ‘I_' b= =2 & & | P OLE E M Y | Name New zone 2
s i single-cha.. IColor I

@ vight

]

y: . Strip

[ matrix

Bl Other

Relay v
3% Relay

Dali v
DALI Gear
Led Pixel v

/ Pixel strip
[ pixel Matrix

Patch

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

your controller only has a single zone.

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

and select the zone you wish to move your fixture to.

Jo)yc) ¥ DMX ¥ | Name Colored Light
single-Ch..
9 Position X 897
Light
. \i @ Position Y 256
/7 strip
e ® Size L v
D Matrix
Shape Round v
i Other
SSL Path :/sslFiles[RGB.ssI2
Relay v
§$’ Relay Zone Global v
Dali v | Address 11
DALI Gear Number of fixtures 1

Patch

If a fixture isn't in the zone you're currently editing then it will appear grayed out and
unselectable. In the example below, New Zone 1 is selected. The left fixture is only
available in the Global zone. Fixture 1:4 is in New Zone | and is editable.

Global New zone 1 X +
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Selections
Canvas  Builder = Selections | Mappings Dali

The Selections tab allows for fixture selections to be created and linked with effects
on a timeline. Selections are created either by dragging a box around a set of fixtures
on the fixture grid, using the selection tools or by holding ctrl (PC) or command
(Mac) and clicking fixtures as you would with files within a folder.

Selection order can be changed by ctrl (pc) or command (mac) clicking individual
fixtures or by using the selection tool set in the top left of the work space. More
information on these tools can be found in the previous section: Builder; Arranging
Fixtures.

This allows you to select fixtures in a custom order. For example, if you wanted to
create a custom knight rider effect that doesn’t play in a linear fashion.

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

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

You can add a light to an existing selection by right clicking on it pressing >Add
To>Selection
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My Project
Scenes, DMX Sequences, DALI Sequences & Recorded Sequences can be added
using the dropdown menu in the My Project panel in the bottom left corner of the
Editor. This is where you'll find the scenes you've programmed. Only the scenes
you've programmed for the zone you're currently in will appear. For example, if you

have a red scene in zone 2 it won't appear in the zone 3 scene list.

—

My project =
I

Add Scene v + 1 7
| —

Red oomossoo}| & fia
Green 00m05s00}| % 8
Blue oomoss00| & fiA

S——
mEv

In the scenes panel you can select timeline types and add new scenes via the
dropdown(1) and copy scenes to the clipboard to be used in other zones or be
duplicated and remove scenes

As you can see in the image above, each scene lists total scene length (3). Next to
this is the pre-selection indicator (4 ), when this is blue it means the scene has been
selected for Standalone mode and can be seen in the Standalone screen.

Scenes can also be locked (5) to prevent any further editing.

You can use the three dots to the left of a scene to re-order it in the list.

The button in the top right (7) can undock the My Project panel from the rest of ESA
Pro 2 allowing you to move and position it freely.
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Add DMX sequence v +
'Add Scene _

AddDMXsequence 0

Add Dali sequence 00mo’
| Add Recorded sequence .

>

= Scene - a standard scene contain a mix of DMX, SPI, DALI, audio and Relay
data

- DMX Sequence - provides a simple fader board, representing each DMX
channel from 0-512, and a list of steps much like ESA2 software. When
importing an ESA2 file it will automatically convert scenes to DMX Sequences.

- DALl Sequence - create a list of DALl commands without a timeline.

- Recorded Sequences - import a recorded dmx data file in .drec format
created using the Nicolaudie DMX Recorder. DMX Recorder and manual is

available at nicolaudie.com/download

Timelines

Let's begin by looking at the Master Timeline.

Master Timeline
The Master Timeline is where your effect blocks appear and is where you automate
controls such as Opacity, Phasing & Saturation. You can program DMX512, DALI & LED
Pixel using the Master Timeline.
The Master Timeline window is located next to the My Project panel.
Each scene contains at least one timeline, this is where you'll program your scenes.
When you first create a scene the master timeline window will look like this:

Selected scene 2 3
M [P B ochoomocsac II Ex ) IS] m 7
[ L]
00mO00s00 00m00s20 '0 h00s40 00mO00s60 00mO00s80 . 0001500 00m01s20 00m01s40 00m01s60 00m01s80 00m02s00 00m02s20 00m02s40 (
Led
Timeline
8
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http://nicolaudie.com/download

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

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

To the right of these you have two icons that allow you to enable or prevent block
overlaps in the timeline (4). The blue line (5) is your playhead, you can use this to
locate where you are in a scene, this can be dragged to change where you are if
desired. The gray line marks where your scene ends. You can undock the Master
Timeline from the rest of ESA Pro 2 using the button in the top right corner (7).

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

00m00s00 00m00s20 00mO00s40
‘© | Basic Block
P Timeline

i

Master Timeline Blocks
The programming data you create to control your fixtures is represented by Blocks
on the timeline. To add an effect block to a timeline simply drag and drop the effect
you wish to create onto the fixtures you wish to affect.
You have several tools at your disposal to edit blocks on the timeline.
To move a block you should hover along the top half of it, the cursor will become a
hand, allowing you to drag it along the timeline as you please.

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

00m00s00 ' ‘OOmO'ISOO 00m02s00

O | Basic Block
D Timeline "]
") 0omo3so0

You can also add fades to blocks from the timeline. There are two different fading
behaviours.

1. Dissolve - This crossfades or ‘blends’ two blocks together. By default dissolve
is enabled in Block properties.
a. Select the left block of the two blocks you want to crossfade.
b. Move your mouse to the right edge and lower half (dark grey) of the

block, until the mouse cursor shows a double arrow (as below).
°

00m00s00 ‘ 00m01s00 ‘ OOmOZsO,

O [ Basic Block > ['Basic Bloc
) Timeline 1
[+ ocomo2s00 {,00m02500
o
Timeline a8 Fade out

c. Left click and drag the mouse left. You will see the crossfade appear as

below.
o

00m00s00 ‘00m01 s00 ‘ OOmOZsO,

O [ Basic Block

Basic Bloc!
) Timeline

00m02s00

Timeline Fade out

Play the scene and you will notice the two blocks now blend together.

2. Fadein [/ out
a. Select the block you want to fade in or out.
b. Move your mouse to the left or right edge and lower half (dark grey) of
the block, until the mouse cursor shows a double arrow.

> I O Basic Block
Timeline
E D

00m
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c. Leftclick and drag into the block

O Basic Block

P Timeline a ___ﬁ'_

Notes:

1) If fading from the right edge of a block connected to another block, it
will crossfade by default. If you want to fade out instead, uncheck
dissolve in the block properties window. Below you can see the left
block is now fading out. The right block has also been set to fade in.

00m02s00

Basic Block

2) You want your scene to fade from one scene to another. A block

level fade in or fade out, as described above, is not the correct way to
do this. For example, if the scene is looping, it will fade every time the
scene loops. It will also not fade into the content of your previous or
next scene ; it can only fade within the scene.

To fade between scenes, please see the section of the manual
Standalone > Scene Properties. There you will see a fade in property.

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

To do this you simply drag & drop your audio file onto a timeline, you can then view
the waveform of the audio file by clicking the dropdown arrow on the timeline.

¥ Timeline
49 01m16s00

Volume

Note: Only . mp3 & .wav files are compatible with ESA Pro 2.5.

35



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

There are two context menus that provide useful tools when working with Master
Timelines.
Right clicking on the Timeline will summon the context menu pictured below.

Unfold
Unfold All

Insert a new timeline

Delete 32
Rename
Duplicate LD
Targets 4 ‘ Current targets
Show targets Add selected fixtures
l } Remove selected fixtures
T T

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

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

Fold or Fold All.
Insert a new timeline will add a new timeline to the scene.

Targets refers to fixtures the selected timeline is targeting. Hovering over this gives

you options to view the fixtures the timeline is targeting and add or remove your

selected fixtures.

Right clicking on the effect block that appears on your timeline gives you the options

that appear below.
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‘ Split
Cut Cut
Copy Copy
Duplicate #¥D
Extend to end

Delete ®
Targets ’ Current targets
Show targets Add selected fixtures

T
Remove selected fixtures

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

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

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

Name Timeline 4

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

Hue
Saturation
Color
Luminosity
Dimmer

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

Once you've done this the timeline will expand into four timelines, the main timeline
you see when the timeline is collapsed and then timelines for Opacity, Phasing &

Saturation.
[ ] [ ]

¥ Timeline 2

Opacity

Phasing

Saturation

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

w Timeline 2

Opacity

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

i 5

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

| . Basic Block

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

Feature Timeline
The second type of Timeline in ESA Pro 2.5 is the Features Timeline. This is where
fixture specific feature timelines appear. The Features Timeline window appears
when you drag a Basic Block object to your fixtures or timeline. This is where you can
edit and automate fixture specific features.
DMX512 & LED Pixel fixtures can be programmed in this way.

For example, a generic coloured light may only have Red, Green & Blue channels
appear in this timeline as those are the only controllable parameters available,
whereas an Elation Arena Par has Red, Green, Blue, White, Color Macros, Dimmer &
Strobe channels available for programming and automation. In the image below you
can see the features of an Elation Arena Par (1) and a simple coloured fixture (2).
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Note: This window only appears with the Basic Block.

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

Properties = Features

M P B 00h00mOOSOO 3§:  selected beams v v @
Effact duration O0h OOm 065 OO 3
[

5 00mOis00 0OmO2s00 DOmO3Es00 DOmM04=00
RGE 6
b Red

b Green

b Blue

Generic

Color

Pan/Tilt

¥ Dimmar

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

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

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

You can use the Beams On button (pictured right) to activate the beams on any

fixtures associated with the Basic Block you've created, this is a quick way to identify E'E
which fixtures you're effecting. When you press this button key points will be added to

your color channels so you don't have to keep pressing this to activate your beams.

You can use the dropdown next to this (Beam selection dropdown) to manually
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update which fixtures you have selected. Any selections you've previously created
will also appear here.

The Update Beams button (pictured, right) which is located next to the beam
selection dropdown can be used to quickly apply the effects that you've made in the
Basic Block to new fixtures.
The Show Current Beams button (pictured, right), highlights which fixtures you're
affecting in the workspace and also shows their order. @
Just as with the master timeline, the playhead is the blue line (5) and the gray line

shows where your effect ends. Dragging the playhead in the Features Timeline

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

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

razer color

P Shutter

} Spead

Gobo
Speed gobo
Y

X

+ 4+ + + + + +]

%Y offset

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

w Shutter

—)

F Speed
F Gobo

Automation Transitions

ANV

It's possible to add a number of pre-programmed curves between the cue points in

your automation, these are called transitions.

To access Transitions you should right click on or between the cue points in the

feature timeline you wish to automate and select ‘Transitions’. You can now choose

from a variety of transition options (1).

» Green

» Blue

Generic
Color
Pan/Tilt

» Dimmer

00m02s00

v

+

152

+ 4+ 4+ C++

.

Link entry and exit

Edit points
Spread points
Delete points

Delete all points

00m03s00

Transition

v

| 00m)|

¥ Linear
Quadratic
Cubic
Quartic
Quintic
Sinusoidal
Exponential
Circular
Elastic
Back

2]

Bounce

Curve
Cutln
CutOut

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

You can use several transitions in a single feature automation timeline between cue
points. In the image below you can see a dimmer that has cut-in (1), quadratic (2) &
elastic (3) transitions.

single

» Dimmer

Generic
Color

Pan/Tilt

+ 4+ + [+ o

v Dimmer

=) 20 %

Basic

Basic Block

Much of how to use a Basic Block is covered in the section above on Timelines.

Static Gradient

You can create a Static Gradient across your lights using a Basic Block and color
mixing RGB lights. When using a Basic Block and the Generic : color feature it is
possible to select multiple colors to create a gradient. See steps below.
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1. Select your color mixing lights and drag a Basic Block to them.

2. In the Properties - Block window, click the + next to Generic > Color (1). The
Color window will open.

3. Select your first color (2) and it will automatically check RGB (color mixing)
and add a color to the top row.
Press + button (3) at the top of the Color window to add a new color.

5. Keep pressing + button (3) to add more colors. You can add colors to the left
of any color swatch by selecting it first.

Contents Properties - Block =
3 LLE ¥
Basic v General = Features
Color ‘
2 ] ’ Pl 0Ch0CtmO0CsOC :': Selected beams v v @
oo @ a
o Py Effect duration 00h00m 05s 00
RGB @ = Favoyfites
_ ; © [
Basic Colgrs
o ° 255 B T Pomoosoo 00mM02500 oomolo
—
Y 255 RGB -
0 | ‘
*r— . . b Red +
Ow 0 2) 255 . P Green +
0 ww 0 0 255 Color Temp P Blue +
o . . 3k (2K | (5K Generic v
0 255
O cw ° o 6k |7k Color +
O = 0 255 | Custom Colors Pan/Tilt +
Amber 0
Dimmer
o b Di +
0 255
0
0w u o
0 255 -
Alpha N 255 o + ¥ 1
Cancel OK

6. You can fade between multiple gradients by double clicking on the color bar
(4) at any point along the timeline.
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Color i )
oo g
RGB
0 255 i
RGB . 190 Favorites » Red
0 255 Basic Colors D Green
114
—e B EBER |, ..
0 255 .
255 o . . Generic
0 255 Color
Ow 0
o . Pan/Tilt
0 255 Color Tem
O ww 0 o P P Dimmer
[ EEED
0 255
O cw 0 o 6k | 7k

O+

o
00m00s00 | oom'oo | 00molo

2

4
/

Note: The stored color (1) will display as your first color in the features timeline.

Paint Block (Step Programming)

When you first create a Paint block you'll have a new window appear called Paint

Steps . This appears next to the properties tab, where feature timelines appear when

programming a basic block.

Properties - Block =
General ‘1 2 é
M4 P B 00h0emocsoo B ~ I N
Steps # Fade time Wait time
1 00m00s00 00mO01s00
5
+imG s
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You can change the color of your Brush by clicking on the colored square (2). You
can use the square with a line through it to make fixtures inactive. The dotted square
(3) puts you into selection mode so you can drag across which fixtures you're
affecting. Next to this is the paintbrush tool, you can use this to click on

fixtures, painting them the color you currently have selected.

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

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

Step settings
Wait time 00m 01 s 00
Fade time 00m 00s 00
Apply to steps © Selected All
Cancel oK

This window is a great way to change wait and fade times on multiple steps at once.
Effects

ESA Pro 2.5 comes with a powerful effects engine that allows you to manipulate and

customize several pre-programmed effects, this allows you to create amazing

lighting with ease. To begin using these effects you simply need to drag and drop

them onto the desired fixtures. DMX512 & LED Pixel fixtures can be programmed with

these effects.

Let’s begin by looking at pixel effects.
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Pixel Effects
Pixel effects can be found in the Selections tab underneath the Basic Block and Paint
programming options. Contents

Basic v

Properties  Effect settings

M4 P Pl 00h00m00s00 Selected beams v W @&

Duration 00m 05s 00

Grayscale O 2
3 Transform None v
Color Width O 0

Gradient Q 100

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

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

The grayscale option (2) will translate the color effect into grayscale, allowing it to be
played on lights that don't have color options such as generic single channel fixtures.
The transform dropdown (3) allows you to apply vertical or horizontal symmetry to
your effect.

As the name suggests, Color Width widens a color. In the case of a rainbow effect
each fixture will have a different color, like in the image below.

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

00000

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

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

change, see the images below.

° ° ° @ @ I Gradient O 100
[
o ° ° ° ° e o - :

X/Y Effects
X/Y Effects or Move effects, work exclusively with moving fixtures, if you don’t have

any of those patched, the effects won't do anything.
The X/Y Effects are named by the motion your fixtures make but you're not limited to
these movements. When you first drag one of these effects to your fixtures the effect

settings window will look like it does below.

Duration 00m 05s 00
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The shape in the center (a circle in this case) represents the motion your moving
head will make. By dragging and stretching the dots around the shape (1) you can
manipulate the motion your moving head makes. You can add anchor points just like
with the LED strip fixture type, this allows for truly unique movement.

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

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

Special Blocks

Special v

€ pmx

E é' Relay ON

) Audio

ESA Pro 2 has several ‘special’ block types. These aren't traditional effects as we've
previously discussed but take advantage of features available in certain controllers.

DMX Block
The DMX block is a type of step programming new to ESA Pro 2. Unlike the Paint block
which allows you to ‘paint’ over your fixtures or DMX Sequences which gives you a
faderboard and steps, the DMX block allows you to program on a grid view of your
chosen universe.
The steps window that appears here works the same as it does for the Paint block.
You can add, delete or duplicate steps using the tools in the bottom right of the steps

window.
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To call up the grid view press the button highlighted in the image on the left.
The image on the right shows the DMX block grid view this calls up.

Contents Properties - Block
W [— General  Steps list

g Sweep L] ’ >

m Sparkle Steps #

£8% Random ... 1

2§ Perlin

XY v

O circe

f’ Curve

{) polygon
/ Line

V) Points
Special v
@ Dpmx

3% RelayON

) Audio

0Ch0Cm 00s 00

Fade time

00m00s00

=
Wait time
00m01s00
+imG s

=

Display

Universe

1-16
17-32
3348
4964
65-80
81-96

97-112
113-128|
129-144
145-160
161-176|
177192
193-208
209-224|
225-240
241-256
257-272|
273-288
289-304
305-320
321-336
337352
353-368|
369-384
385-400
401-416
417432
433448
449-464|
465-480
481-496
497-512)]

3

A

Change which universe you're viewing using the Universe dropdown (1). You can also

change if the grid shows the address (2) or the DMX value on that channel. When you

select DMX value the grid will become blank except for the column on the left which

lists the addresses on the selected row (3). In this mode the address numbers in the

grid
on that particular step.

will disappear, replaced with a DMX value if one is present on that channel

The ability to target specific channels with a DMX value makes this a good way to

trigger third party devices that can listen for a DMX value on a specific channel to

perform a function.
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As with the Paint block or a DMX sequence you can add multiple steps for the block
to step through using the tools in the bottom right of the steps pane.

Relay On
Relay On is how you control any electrical relays connected to your controller. Drag
and drop this on a patched relay fixture, this creates a Relay On block on your master
timeline. Where a Relay On block is present the connected relay will be powered on,
when that block finishes the relay will be switched off. In the image below you can
see the Relay is active for the first two seconds of the scene and then becomes

inactive as the Relay On block has ended.

o

Selected scene

M [P Bl 0chocmO4s9E e n [§] O
@ ®

00mO00s00 00m01s00 00m02s00 00mO03s00 00m04s00 ' 00m05s00

P Rainbow

Relay

Timeline

e 0 = Of =

Timeline

You can change which relay your block is targeting by selecting it and then
navigating to the drop down in the top right of the Properties - Block window pictured
below.
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Properties - Block =

M4 P Pl 00h00m00s00 #11Rela v vV @
Selected relays

Name Relafj ONEAREEEN
#12.Relay

Duration 00h00m 02s 00
Start time 00h00m 00s 00

End time 00h00m 02s 00

You can find more information about setting up Relays on page 13.

Audio
When you drag the Audio block to a timeline a file tree screen will appear, allowing
you to import the audio file of your choice. Clicking the expand arrow next to
Timeline will display the Volume timeline and the Waveform. This can be useful if you
want to manually target effects to happen at particular points in the audio.
Note: Only . mp3 & .wav files are compatible with ESA Pro 2.5.

* Timeline
"W oomigsa0

Vaolume

Note: Nicolaudie controllers are NOT capable of audio playback or storing audio
files in their memory, this needs to be handled by a third-party device. This block is
intended purely as a programming aid.
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Mappings

Canvas Builder @ Selections @ Mappings @ Dali

Mappings is where you create a shape and link it with a timeline. There are a few key
differences between the Selections Tab and the Mappings Tab, these are highlighted
in the image below.

1

Builder  Selections I Muiiinisl Dali Contents

Mappings I* H @ @ @ 3 p p EB u Color

A, Rainbow

@ spiral
© Burst

« Butterfly
26 Plasma

& Bounce

& Fire

Media

= Knight Rider
T Text

= sweep

& sparce

88 Tube

388 Random

4 Rain

/8%

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

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

On the right hand side of the workspace (4 ) you have mapping effects, these are
exclusive to the mappings tab and can’t be accessed in any other tab.
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Creating Mappings
After you've patched your fixtures you can begin creating mappings. Go to the
mappings tab and choose a tool from the toolbar to create your shape.

X | e @

You should then click & drag to create your desired shape. You can do this over the
top of fixtures or create your shape and then drag it over the desired fixtures. You can
resize the shape once it's been created.

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

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

Mappings offer several unique ways to program your fixtures. You can drag and drop
one of the pre-programmed effects to your mapping or use the Media block

to import a media file of your choice to be mapped.

Media

Note: Only the following video formats work with ESA Pro 2.5; .Gif, .MP4, .MOV (with
resolutions less 1280x780 pixels)
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Below you can see the Fire effect mapped to an oval.

Just like in selections each mapping effect has multiple parameters to adjust, giving
you a world of possibility for your effects.

Each mapping can be locked to prevent accidental editing by right clicking and
pressing lock/unlock from the context menu that appears

Rename...

Lock/unlock

Delete

DMX Sequences
ESA Pro 2.5 introduces an alternative way to program your fixtures - DMX sequences.
DMX Sequences allow you to program your fixtures using a fader board & steps.
You can create a DMX sequence from the My Project dropdown menu.
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My project

O

Add DMX sequence v 4+

00mo05s00 ¥ A

: I New DMX sequence 00mo1s00 ¥ A

mEv

Note: When you import an ESA2 .dim file into ESA Pro 2 the scenes will be imported as
DMX sequences.

Users of ESA & ESA2 will find this programming method familiar as it works in the
same way here as it does in those softwares.

When you first create a DMX sequence the timeline will be replaced with a
faderboard like you see in the image below.

Sus;ted scene =

1 | Universe 1 ~ | 1 I

The faderboard controls an entire DMX universe and gives you 512 individual faders
to control. You can select which universe you're controlling using the dropdown on
the top (1). Moving the faders will control a channel of the fixture you have
patched at this address, e.g. if you have a single RGB fixture patched at address 1-3
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then fader channel one controls red, 2 controls green and so on. You can playback
the sequence using the play/pause button (3) in the top left. Use the button in the
top right corner to undock the fader panel from the rest of ESA Pro 2.

The black square at the top of each fader identifies the channel you're controlling. In
the image below you can see we're controlling a fixture with red, green and blue
channels.

0 0 0

If you prefer to enter DMX values instead of moving the fader you can enter the
desired value in the field where you see 0.

On the right side of the screen the steps window will also appear.

e > |6 i i | Xz O oona

Builder | Selections ~ Mappings  Dall

[n]

Contents Properties - Scene

L0 E ¥ =gy o e

Steps # Fade time Wait time

Selections

Name Library Address -
= sweep

B8 sparkle

8 Random...

1 00m00s00 00m01s00

2 Periin
XIY

Q circe
 curve
{ olygon
/ une
VJ points
Special

@ omx

000

) Audio +F WS

My project O | Selected scene o

Add DMX sequence v+ » i

i@ Newscene oomosso0 % Re8

]
1 6] New DMX sequence 00mo1s00
&8 ]
0

55 0

|11

1 2 3

W d
VI
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The steps window here works the same as it does when using the Paint block. You
can add, delete or duplicate steps using the tools at the bottom right of this window.
Unlike the paint block where you can paint over the desired fixtures with your cursor
you have to program with fader position when using DMX sequences.

You can edit the fade & wait time of each step individually.

DMX sequences can be converted to timelines by right clicking the Sequence under
the My Project and selecting Make Timeline. This will convert the sequence into a
DMX block on a timeline.

DALI

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

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

Tools for more information.
Note: Available features vary depending on what type of DALI gear you're using. Not
all DALI Gear types are fully compatible with ESA Pro 2.5, some will only respond to

basic generic commands. See the table below detailing support.

DALI Gear Compatibility Table

Gear Type Description Full Compatibility?
DTO Fluorescent Single Channel Yes
DTI Self-Contained emergency control Partial
gear
DT2 Discharge (HID) Lamp Partial
DT3 Low Voltage Halogen Lamp Partial
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DT4 Incandescent Lamp Partial
DT5 DC Converter Partial
DT6 LED Lamp (Single channel) _
DT7 Switching (relay) Gear Partial
DT8 Colour Control Gear _

DALI Commissioning

Before you can begin programming your DALI gears you'll need to commission your

DALI bus. This process takes place within the Hardware Manager. You can access

Hardware Manager via the Tools drop down in the software or in the Hardware

Manager folder, found in the file structure for ESA Pro 2.5.

ESAPro2 File

o > I S

Selections  Mappings

Library

Edit

Dali

View

Address

Tools  Settings Language Help

Hardware Manager
Import device
DMX Levels

Led Pixel Levels
3D Visualizer
Profile Builder

Export

Once you're in Hardware Manager you should connect to your DINA DRI. The first step

to take is checking your device firmware. To use the DALI functionality you need to be

Using firmware 4.00+ but we recommend at least firmware 4.08.
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DINA1 Information
DALI Test
470446

Firmware

DMX In/Out

Firmware:

Device Firmware Version 4.08

2024-06-25 14:07:51
New Firmware Version 4.08

2024-06-25 14:07:51

Device Firmware Compilation Date

New Firmware Compilation Date

Firmware changes:

Firmware 4.08

* Standalone : allow to open a device when a huge show (2000 scenes ) is loading

Firmware 4.07

* Relay : Fix communication issues
* Syslog : Fix some logs integrity
* Standalone : Fix bug with drive when error occurs

* Standalone : Fix Action Dimmer Value parameter read
Firmware 4.06
a | adDival - Eiv flinkarina with \WWQ2211 and QK222
Firmware Update

Updating firmware, this may take a few minutes.DO NOT DISCONNECT YOUR DEVICE.We recommend connecting your
device directly to a USB port on your computer rather than through a USB hub.

> Modules Versions

HM: 1.15.0-30290 GIT:81adee9 XHL: 1.15.23-30285-GIT:2ad4aedc-(Oct 11 2024)

If you don’t have the option to update to Firmware 4.00+ you should download a

new version of Hardware Manager from the downloads page on our website...

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

Once you've updated to firmware 4.00+ you'll see a new tab appear in Hardware

Manager; DALL

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

DALI Bus

® DALI-Bus 1 DALI-Bus 2

DINA1 DMX In/Out

DINA-DR1

470465 [p—
" =
m =

[4 Comissionning...

Fixture infos

Address :

Type(s) :

1/0 - Ports

Identify selected target

Fixture Count :

DALI BUS :
® Individual fixtures
& Groups


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

This tab is where all DALl commissioning takes place.

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

DALI Bus

\ . ® DALI-Bus 1 DALI-Bus 2 9
Fixture Count :

DINA1 DMX In/Out [ Comissionning... zmu BUS:
DINA-DR1 Nl ® Individual fixtures

470465 & Groups
LY % "

201N

LI] LedPixel

SIUDIT0A Fixture infos

LR512
207219 Address :

\ Bl Type(s) :

Groups :
DINA1 1/0 _
DINAAADR1

470082
1/0 - Ports

O

Identify selected target

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

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

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

Full discovery

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

- New installation

Partial discovery

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

- BUS modification

Passive discovery

Read the actual Bus configuration,without applying any modification.

-» Bus inspection

Cancel

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

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

k

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

DALI Bus
\ ® DALI-Bus 1 DALI-Bus 2
%

g Fixture Count :
DINA1 DMX In/Out [ Comissionning... DALIBUS :

01%5221 s\l v 9 Individual fixtures
Fixture_0

& Groups
\ P Broadcast
5

2 1N

E LedPixel
Fixture infos

DINA1
DINAAADR1 Address :
470082
0
Type(s) : 8

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

Groups :
</(> No groups

1/0 - Ports

Dali

Go to MAX Level

Go to MIN Level

G OFF
Identify selected target ‘

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

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

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

If you wish to identify the gear you have selected you can check the Identify
Selected Target box at the bottom of the window. This will cause the selected
gear to flash until the box is unchecked.
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Once you've commissioned your bus you can close Hardware Manager and return to

ESA Pro 2.5 and begin programming. Your device can only connect to one bit of

software at a time.

Programming DALI

Now your bus has been commissioned you can import the gears into ESA Pro 2. This
is done via the DALI tab in the Patch window. Information about the DALI patch screen
can be found earlier in this manual under DALI Patch Window. It's recommended you

patch your DALI gears in a separate zone to your DMX fixtures if you want to control
them independently. If you plan to control your DALI fixtures using the same scenes

as your DMX fixtures you can patch them into the same zone.

When your gears are patched you can begin programming.

There's two ways to program your DALI gears:

1) Scene & DALI Blocks : Yellow DALl command blocks are added to a scene

timeline and send commands when they are reached in the scene playback.
2) DALl Sequence : DALl Sequences behave as a scene with no duration and no

loops, all DALl commands are sent immediately when the sequence is started.

Contents

Genera i1

izl Fade

) On (100%)
By Off

5 Dirmrmer

(B Scene

DT8 v
(B Color

Others v

B Commands

DALI Blocks & Scene Timelines
DALl commands are found on the right side of the workspace in Yellow.
General Commands (1) can be used with any DALI gear that's
compatible with ESA Pro 2.5, for a list of compatible gears Gear
type-specific commands (2) will be listed underneath the relevant
gear. In the image to the right you
can see the color command is only usable with DT8 gears.
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On the next page you can find a table that details each command.

Configuration Commands

Commands that configure a parameter
for the selected gear(s) until told
otherwise

Fade

Configure fade time for selected gear(s)

Non-Fading Commands

These commands will ignore any set
fade configuration

on (100%)

Recall Maximum gear level

Off

Turn gear off

Fading Commands

These commands follow the fade
configuration unless instructed

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

DT8 Commands

These commmands are only compatible
with DT8 gears.

Color

Set a color (DT8 only)

Miscellaneous

Commands

Create a custom block with advanced
commands

When programming changes to color temperature with DALI, by default, values are in

Mirek (or Mired). These values don't work like Kelvin. For example 0 Kelvin = 65535
Mirek/Mired and 10,000 Kelvin = 100 Mirek/Mired.
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When you select your Type as Temperature you'll have a dropdown appear that
allows you to switch between Kelvin and Mirek values.

Type Temperature v

Temperature Mirek ~ 0

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

Option 1) Use the same method as creating Selection effects; Select which gear(s)
you wish to affect in the work area and then drag a yellow DALl command block onto
them or into the timeline. You will see the block displays which Gears are targeted..

O | DALI COMMAND
g Gear: #5.DALI Gear, Gear: #4.DALI Gear, Gear: #3.DALI Gear

You can later modify this by selecting your DALI gears (1) then right click your a DALI
command block on the timeline (2), select Targets (3) and Current targets (4). You
may also use Add or Remote selected fixtures options.

CEEEEIR

2 Make Dali Sequence 3

{ Cut Cut
e Copy Copy 4
Duplicate ¥D
M 0chom01s20 LX) Extend to end
‘ Delete |
00m00s00 - R—
Targets L Current targets
DALI COMMAND ¥ | Show targets Add selected fixtures

Gear: #5.DALI Gear, Ged: #4 DALTGear, Gear: #3.DALI Gear ]|

|

Remove selected fixtures

0 >0

Option 2): Use the dropdown highlighted in the image below (1) to select if the
command is sent to a specific gear, group or broadcast to all gears present on the
selected bus.
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The Properties window that appears when editing DALl command blocks is very
different to the one you've previously seen when editing Selection & Mapping effects.

Properties - Block =

General Dali commands

> Gear: #1.DALI Gear v 1
Fade Oms (0s) -
Commands DTRO 0

SET_FADE_TIME_DTRO 0
Convert Make commands block 4

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

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

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

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

can also create a DALI Sequence. These can be selected from the dropdown in the
My Projects section of the editor window.
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My project =l
Add Recorded sequence v +
'Add Scene _
Add DMX sequence P0m05900 < i
00m01900 RS}
| Add Recorded sequence © 8
@) New Dali sequence ® 0

In a DALl sequence you can stack multiple commands. These commands will be
issued in the order they appear in the sequence. Commands take approximately 40
ms to send.

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

LED Pixel (SPI)

The DINA DRI & SR1 (DRI LITE requires an upgrade) are capable of controlling two LED
pixel universes natively via the LED pixel port (DR1) or D-Sub connector(SR1). Each
output can control up to 1536 channels of LED Pixel. If you're using RGB pixels that's a
total of 512 pixels per output.
A variety of SPI protocols are supported, see the full list below...

e WS28I1

e WS2812B

e UCS2903

e APAIO2

e APAIO2C

e SK9822
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LED Pixel Commissioning
The first step in controlling LED Pixels is to commission them in Hardware Manager.
You can access Hardware Manager using the tools dropdown in the software or via
the software file structure.

ESAPro2 File Edit View Tools Settings Language Help

Hardware Manager

Import device
A P> | o | .

DMX Levels
Selections  Mappings  Dali Led Pixel Levels

3D Visualizer
Profile Builder

Library Address

Export

Once in Hardware Manager you should select your controller (ensure there’s no

active connection to ESA Pro 2) and then navigate to the ‘LED Pixel’ tab. PINIES
LedPixel

When you open the LED pixel tab it will look like the image below.
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Auth Outputs Count Physical Outputs Count

LS
DINA1
DALI Test

470446

.

SIUDIT0A 4 |A b
LR512 LedPixel

207559

DMX In/Out
s\l

Configuration Animation

® Off Manual Full Red
Protocol RGB Rainbow Full W

Strobe Chaser Random

CDALI 3 Driver

Output1 | Output 0

Color Order Max Pixels Count 512

A Pixels Count
Dali Channels Count 0

=)

Update rate
FPS 0

Custom Dimmer

Send Max Pixels
Read Config Send Config

Hl_

3]

HM: 1.16.0-31080 GIT:c43824c XHL: 1.16.6-31080-GIT:69cec5f-(Mar 21 2025)

You can change which output you are commissioning using the output tab selector
(1). Once you've chosen your output you can now select the LED Pixel configuration
you wish to use (2). We'll discuss configuration options in more detail shortly.

Once configured you can test the connected pixels using the animation test section
(3) or by using the channel faders at the top of the window

Configuration

Protocol | DotStar (APA102,...) T ﬂ

Driver (APA102 ¢ | 8

Color Order | BGR < 8

Channels Count 62 5 ‘

FPS 36290

Custom ¥

Baudrate 24000000

Read Config Send Config Store
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There are various options for configuring your LED pixel strips. Firstly you should
choose your Protocol (1). You can choose from DotStar protocols such as APA102 or
Timed protocols such as WS2812. Depending on the protocol you choose some
options might be different. Once you've selected a protocol you should now select
the driver (2), dotstar protocols can choose from APAI02, APA102C or SK9822, Timed
protocols can select WS2811, WS2812B or UCS2903.

You can now select the colour order of your pixels (3) and total channel count

Total channel count can't exceed 1536 per-output. As channel count increases FPS
will decrease (5) but you can set some custom parameters with the Custom box
checked. The parameters you can customize depend if you're using DotStar or Timed

protocols.
Channels Count 1536 &

IFFES & Driver

Custom ¥
Color Order

Bit 0 High Time (ns) 250 Channels Count

Bit 1 High Time (ns) 750 EPS 0

Overall Bit Time (ns) 1250 Custom ¥

Reset Time (ns) 300000

Baudrate 24000000

Read Config Send Config

Read Config Send Config Store

DotStar APA102 Timed WS2811

Once you've chosen the desired settings you can save them to the controller by
pressing ‘Send config’ and then ‘store’ (6). You can then read the configuration back
from the controller if required.

The last thing you need to do to output LED Pixel is activate the LED Pixel Outputs on
your device in ESA Pro 2. You can do this by navigating to the outputs window at the
bottom-right of the Standalone screen, finding the LED Pixel1& 2 outputs and
selecting which universe to output using the dropdown.
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Recorded Sequence

O

My project

Add Recorded sequence v +

The Recorded sequence Timeline is designed to work with recorded DMX data
created by the Nicolaudie DMX Recorder available from nicolaudie.com/download

e Select + and a file manager window will open.
e Open a .drec file created by DMX Recorder and it will import the file. Once
imported, the user interface is exactly the same as DMX Sequences.

Note: a .drec file can also be dragged and dropped directly into a standard

Scene timeline. This allows you to mix recorded dmx data with other kinds of
blocks available in the software.

Programming LED Pixel

Once you've commissioned your LED pixels in Hardware Manager you can
re-connect and patch them in the software. See the LED Pixel Patch Window section

earlier in the manual for more information on this process.

Once you've patched your LED pixels in the software you can now begin to program
them. Programming LED pixel fixtures works the exact same way as it does with DMX
fixtures and you have access to the same tools and pre-generated FX.

Additionally you can program LED Pixel, DMX & DALI in the same scene.

You can view the LED Pixel levels window by clicking the icon below...

.
||||I
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http://nicolaudie.com/download

The levels window allows you to change which Pixel universe you're looking at and
view the address of each pixel in the universe or their output level in that given
moment.

Universe 1

Display Values v

1-48 V2 258 |16 258 i1 258 @7 258 s 255 22 255 258 225 258 23 258 20 258 I39 255 Bo 258 o 255 8 255 248 s 258 V4 258
4996 258 |27 258 o 255 231 a7 258
97-144
145-192
193-240
241288
289336
337-384
385-432
433-480
481528
529-576
577-624
625-672
673720
721-768
769-816
817-864
865912
913-960

9611008
1009-1056
1057-1104.
1105-1152
1153-1200
12011248
1249-1296
1297-1344
1345-1392
1393-1440
1441-1488
1489-1536

oK
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Standalone

P
The Standalone screen is where you will add your programmed scenes to your
controller. Other standalone options can be set from here, such as calendar triggers
and other types of external triggers to start scenes.

Note: The options that appear in this screen can vary depending on the controller
you're using, these will be covered as we get to them.

When you enter the Standalone Screen it will look something like it does in the image
below, divided into 5 main sections, the devices window (1), the My Project window
(2), the device memory window (3), the Properties window and the

Output/Calendar/Synchro window (5).

2> | & i i |}

O[] New DINA-DR1 : DINA-DR1 Properties - D o
DINADR vi4 Wite on computer  Wite for cloud Sceneslist  Triggers list
Type DINADRI
¥ z Scene Duration Loop
EJ New DINA-DRT Product
€z i ot @ Rainbow 00m05s00
o Uni1 Identification Serial v
T 02 @@ Burst 00m0Ss00
1 Serial None set
o Unis 03 @ KRder 00m0ss00
° Unia Acti
04 @ sparkle 00m0Ss00 ®
Zone 6
Project nam
mell 27
e ————————————— T Memory
My project DN Zoneo
Firmw 3
s ] zore10 =
Addall  Add Selected Remove all &
il Trigg None set
Global -l Zoner2
@ Rainbow 00m05500 > il Zone 13 Variables None set
<
Ll 00m0s£00 Zone 14 Scene button priority Default (100) v
@ KRider oomossoo > [l 50 oo
@ sparkie oomossoo > Ml 0 o RGBW Mode Default v
Uni1
el Zone merge Latest takes priority v
@ Red 00m05500 =T
Green 00mO05500
: D Port sensitivity timing 100
Blue 00mO05500
Zonsi20 eDMX refresh time 40
@ Rainbow 00m05500
P um2 Outputs | Calendar  Synchro
@ oen 00m05500
Nam Ind: Target
@ Magenta 00m05500 e o “roet
@ vellow 00m05500 DMX 1 Universe 1
@ surst 00m05500
D uni3 DMX2 Universe 2
@ Red 00mO05500
@ Green 00m05500 DMX3 Universe 3 +
@ Blue 00m05s00 5
@ Plasma 00m05500 2 DMX 4 Universe 4 ~
D unisa
8 oan 00mo05s00 DMX 5 v
@ Magenta 00m05s00
@ vellow 00m05500 DMX6 v
@ K Rider 00m05500
Relay port 1 v
] +
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Managing Devices
The Devices window, pictured below, is where you manage the devices ESA Pro 2.5 is
connected to.

You can add a device either by connecting it via USB or local network and using the
Tools > Import Device window. Or, if you don’t have the device available, you can
add a virtual device using the dropdown list and the + button. You'll need to add the

serial number to your virtual device later.

You can connect to a device either by clicking the lighting bolt or the device property
Active checkbox.

Devices = Identification Serial v
DINA-DR1 v| <= Serial 472895 (]
IP Address
EJ DINA-DR1 Y
Active (v]

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

This is where you can edit some of the advanced options on your device. The Active
tick box controls if your device is active in the software. Memory shows you the total
available memory on the device.
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Properties - Device

(n|

Name DINA-DR1-LITE

Type DINA-DR1

Product DINA-DR1-LITE

Identification Serial v
Serial 472868 ]
IP Address

Active u

Project name

Memaory 30941 MB

Firmware 5.07

Triggers None set

Variables None set

Scene button priority B v

RGBW Mode Default v

Zone merge Latest takes priority

Port sensitivity

eDMX refresh time

100

40

Name The name of the device shown in the Device list.
Type This may refer to the product or PCB type. E.g. DINA DR1 or SIUDIN
Product If there is a variation of a product, it will be shown here.
Identification
Serial number of the USB detected device. You can manually add or edit it.
IP Address of the detected device. You can manually add the IP address and
subnet mask here. You may wish to use this if network autodetection fails.
Active is where you can toggle a device as active or inactive.
Project Name used to identify the name of the project when uploaded to the cloud.
Memory will list the total usable memory on your device.
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Firmware shows the firmware of the currently selected device. Clicking the refresh
button may update it, if a newer firmware exists.
Connection Status shows your current connection status.

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

Note: NSA compatible devices are the DINA DRI, SR1 & DR2 as well as the SLESA UIl.
TCA triggers will be covered in depth later in this section.

Variables is an advanced feature, only available for the DINA DRl and SR1. These
can be used in conjunction with TCA triggers to create more sophisticated
behaviour.

Scene button priority controls the priority of the physical buttons on the device. Itis
strongly recommended to leave this as the default (100) value unless you need to
change it and understand the consequences. A scene will only trigger if the priority
value is equal to or more than the previously triggered scene.

For example, if you were to set ‘User takes priority (255)’, all TCA triggers with a
priority of 100 will not work and this includes triggers from Arcolis remote control apps
which use priority 100.

RGBW Mode changes the color calculation for RGBW lighting.

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

Below is a brief description of the two operating modes:

LTP (Last Takes Priority): This mode means that the last triggered scene will always
take priority and be visible regardless of which zone it is in. This is the default
behavior.
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Zone order: Imagine you have a Global zone and Zone 1 which share some lights.
Note: Global always controls all lights. Place Global and Zone 1 in an imaginary
‘stack’ so that Global is on top of Zone 1. In this mode, scenes playing in Global will
hide those playing in Zone 1 below until they are stopped (released). You can use
this behaviour to create a priority.

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

Port Sensitivity Timing changes how often the controller checks the Dry Contact
Ports on your device in milliseconds. This is set to 100ms by default.

eDMX Refresh Time allows you to adjust how many Artnet frames per second your
controller sends to a node.

Keypad Mode - SLESA-UT1 /SIUDIT only.
- Scene Button (Default) - trigger scenes 1-10 in each zone, A to F.
- Trigger - allows you to use the Button trigger in the TCA Triggers
window.
- Disabled - disables the keypad buttons 1-10. The Zone buttons A-B-C
and < & > still work but these are only useful for seeing which scenes are
playing, not actually changing scenes.

Selecting a Zone in the Device Memory window will give you two options to modify in
the properties window. Starting scene dictates what scene the Zone will start on
when the controller boots up, by default this is set to ‘Last Played Scene'.

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

Adding Scenes to Memory

The My Project window, pictured below, is where your programmed scenes appear
in their relevant zones. You can add or remove scenes and zones by using the arrows
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that appear next to them or by pressing the Add all, Add Selected or Remove All
buttons.

The Pre Selection icon that you see appear next to your scenes in the Editor tab also
appears here. By default this is active but if you deactivate it then any scenes that
don't have pre-selection enabled will disappear from this list.

My project

Addall AddSelected Remove all <
Global v -

@ Red 00mI10s00 -+

@ Green 00mi10s00 =

@ Blue 00m10s00 =

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

show in Standalone mode.

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

that appear left of a scene.

New DINA-DR1 : DINA-DR1

Write on computer  Write for cloud Scenes list  Triggers list
Zones Scene Duration Loop
Global Poot § Red 00mO05s00 )
Zone 2
{02 8 Blue 00mMO05s00 @

Zone 3
Zone 4
Zone 5
Zone 6
Zone 7
Zone 8

Along the top of this window is where you have device memory tools.
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Read will pull the showfile that's stored on your device and import it into ESA Pro 2.5
(If compatible), this is very useful if you want to edit a show but don't have the
original file to hand, just the device.

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

You can use the Write on Computer button to create the same folder that would be
written to the device on your computer. To copy the folder to your device, make sure
to only copy the showl folder and its contents. Do not copy the parent folder which
starts with Show_ and includes the device name and serial number.

If you're creating a show to be uploaded to the Nicolaudie Cloud use the Write for
Cloud button to create an xsa file to upload. Note that this .xsa file cannot later be
opened or imported by ESA Pro 2 software.

The Test button puts your device into standalone mode within ESA Pro 2.5, this allows
you to check your show has been written correctly and all of your fixtures are
behaving as expected.

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

Scenes List will create a simple, exportable, plain text scene list. This details the scene

index, hex identifier, name & zone.
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Scenes

Save

New DINA-DR1 : Scenes
| Index | Hexadecimal | Scene | Zone |
[ 00 | Red | Global (1) |
12 01 | Blue | Global (1) |

OK

Triggers List creates a simple, exportable plain text trigger list. This will breakdown

the trigger event, conditions (if any) and the associated actions.

Save

New DINA-DR1 : Scenes |
| Time Trigger |
| Event | Time: Sunset Every Day |
| Action | Start (Rainbow) |
| Time Trigger |
| Event | Time: Sunrise Every Day |
| Action | Start (Burst) |
| Port: Changed |
| Event | Port Pressed P:1-8(1-—————— )
| Action | Start (K. Rider) |

OK
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Scene Properties

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

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

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

features will be noted.

(]

Properties - Config scene

Name Rainbow

Fade In 00h00m 00s 00

Loop number 1 v

Release at end Stop v

Jump to... 02 - Burst v

Port trigger None v

Clock trigger Add...
Picture Add...
Steps (pre-compression) 125
Use compression a
Compression O

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

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

There is no fade out time. If you want a scene to fade out to black (or 000
values) you could create a black or 000 scene with a fade in time and trigger
this to ‘fade out’ from your last scene, whichever this may be.

There is a difference in behaviour in how devices fade between scenes,
depending on the model. DINA-DRI, DR2, SR1 and SLESA-UT1 (SIUDINAhardware)
will blend the scenes together. le. If fading from a blue to a yellow scene, you
will see green at around the half way point. All other models use a less
sophisticated method ; They will fade out to black (or 000 values) and then
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fade to the new DMX values to start the next scene.

e Loop number controls how many times a scene will loop before finishing, this
is set to infinite by default. If you set a finite number of loops (e.g 10) then the
release at end dropdown box will appear.

e Release at end dropdown allows you to control what happens when a scene
finishes the set number of loops. You have two options; pause and stop.

e Pause will pause the scene on the last DMX frame, holding those values until
another scene is triggered.

e Stop will stop the scene. This will reveal the Jump to option.

e Jump to will jump to the next, prev or a specific scene. Note: for NSA devices,
this will create an uneditable trigger in the TCA window.

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

Note: For NSA devices such as SLESA Ull, DINA DRI & DINA DR2 port triggers are found
in the TCA Triggers menu.

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

Note: For NSA devices such as SLESA UIll, DINA DRI & DINA DR2 clock triggers are found
in the TCA Triggers menu.

Picture is an option available exclusively for the STICK DE3. This allows you to upload
an image file to be displayed when the selected scene is playing.

Note: Only .jpg & .png files with a maximum resolution of 160x128 are accepted.

Compression tools are very useful if you're working with a large project or devices
with limited storage capacity such as SLESA U9 or U10.

83


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

Use the tick box to enable/disable compression.

The slider below this dictates how compressed your scene will be. It's worth noting

that on dynamic scenes more compression will lower the resolution of the scene,

keep a scene running smoothly you should use minimal or no compression.

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

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

Starting Scene

- Last played scene : start the last played scene.

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

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

1. Select a Zone in the list

New SLESA-UTT : 5IUDI-T

ite on compu  ite for cle

Zones /ESM.;-

Global Pm @ static allup
Lobby

! ooz All oft
Zone 3 -

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

to
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Propearties
Starting scene Last played scene

Frocess triggers on startup %

Process triggers on startup. When the device powers on into standalone mode, the
device simulates time triggers at each minute between the last time we were in
Standalone mode ( 24h max) and current time. Note that it does not do this after
simply disconnecting from software.

Note: For non-NSA devices the Zone properties window is blank. Instead, look in
Device properties in ESA Pro 2 or Hardware Manager > Settings. Devices such as the
SLESA-UE7 and Stick-DE3 have a scene recovery system. This will trigger the last
scene from that day regardless of whether the device has been in standalone mode
or not.

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

Outputs | Calendar ~ Synchro

Output Window
, S The Output window will look something like it does in
: -~ the image left.
‘ i . Note: This window will vary from device-device, not

' — all devices will have the features listed here.

Relay port 1 - - v

Relay port 2 - - v

Led Pixel 1 = Universe 1 v
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DMX Output directly correlates to DMX output on your controller, in the image above
a DINA DRI is connected which has 6 DMX outputs so we have the option to change
which universe each output is sending. If your device has alternative output options
(such as relays, DALI or LED Pixel) these will also appear here.

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

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

If you scroll down in the Output window you’ll also find options for DALI & LED Pixel
outputs if these are available for your controller.

Art-Net will be covered later in the manual.

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

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

Calendar

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

Days that have a trigger occurring are marked by a dot below the date, you can see
this highlighted in the image below where a scene is triggered every Saturday.
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Outputs = Calendar | Synchro

4 FEBRUARY 2026 >
Mon Tue Wed Thu Fri Sat Sun
1
L]
2 3 4 5 6 - 8
9 10 1 12 13 14 15
°
16 17 18 19 20 21 22

When you double click on a date a window will appear that lists all of the triggers for

that day like in the image below.

[ ) Calendar triggers for 22 May 2025

Start: Global Rainbow Global Sunrise (06:14:00) Every Day
Start: Global Rainbow Global Sunset (21:07:00) Every Day
OK
A A

Network Synchronisation

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

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

The Stick-DE3 and KE2 work slightly different:

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

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

How to setup Network Synchronisation:

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

Davices

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

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

Sticks DE3 [l New STICK- New STICK-
Everyday [ ] |
override [ [+ |

4) Write your show to each device using USB or Network.
(note : for customers who remember ESA Pro 1, it was necessary to write all
devices at once over a network. With ESA Pro 2, you can write each device
individually over USB or Network. )

To test the network synchronization, connect all STICKs to the same network and
change scenes on the pages/zones you have selected to sync. You should see them
changing. If not, re-check your sync settings above and make sure nothing on your
network could block broadcast messages.
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Clock & Calendar Triggering
The following section discusses Clock & Calendar triggering. This type of triggering is
only available for older, non-NSA devices such as the SIUDI 10 (and older) and the
entire STICK range of controllers. The more advanced T-C-A triggering options
(which include clock & calendar triggering) will be discussed in the next section.

To access Clock & Calendar triggering you should begin by selecting the scene you
wish to set a trigger for in the Standalone window and select ‘Clock Trigger... Add’

from the scene properties window.

Proparties

MName Red
Loop number Infinite
Relsase at end

Jump to...

Port trigger Mone
Clock trigger Add...
Picture Add...
Usa compression [w]
Compression O

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

Time Trigger

+ Add

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

Calendar trigger

1.Day time 2.Date Il z.0ptions
@ Time (hh:mm) Date range
12:00] @ Every Day from

o

O Sunset
Repeat

i (O Specific date

Q Sunrise Every (hh:mm) 00:00

O All day Stop (hh:mm) 00:00
Offset (hh:mm)

() Every week
00:00
1

(O Every week between

s

Cancel oK

The Clock & Calendar trigger window is divided into three main sections, Time (1),
Date (2) and Options (3). Time is where you set the time of day you want your scene
to trigger. With devices that have an astronomical clock you'll also have the options
to trigger at Sunset & Sunrise for your device location.

Note: Device location can be set in Hardware Manager or by using the “Set UTC”
button in the Standalone screen of ESA Pro 2.5. All devices default to Montpelier,
France as standard.

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

Lastly you have the Options pane. Here you can select a date range within the year

to trigger, how often (if at all) you want the trigger to repeat and any time offset you
want to apply.
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When we've decided the parameters of the trigger we press OK and the trigger is
ready to go. Each scene can have multiple triggers.

Note: If using clock triggers with Static scenes (e.g scene is static red) then you don't
need to use the repeat option to loop the scene indefinitely. Instead navigate to
Scene properties, Loop number and set it to infinite (this is usually set by default).

You can use scene list order on the device to give scenes which trigger at the same
time a priority. This can be useful in a situation where you want a standard
‘everyday’ scene to play each day but have ‘special day’ scenes which override this
on certain days of the year.

Scenes are triggered in list order, from top to bottom in each zone. You can use this
to your advantage by placing your ‘special day’ scenes below your ‘everyday’ scenes
in the scene list added to your device.

For example, | have an everyday scene as the 1st scene on my device which is set to
trigger at 10.00am everyday. On my birthday, | want a special scene to play instead
of the ‘everyday’ scene.

| set a clock trigger to this special scene, to start at 10.00am on January 7th (my
birthday) and position this scene further down my list than the everyday scene.

Now on January 7th at 10.00am the standard everyday scene | set is overridden by
the ‘special’ scene | set.
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T-C-A Triggering
The following section discusses T-C-A Triggering. This type of triggering is only
available on NSA devices such as the SLESA-UTI, DINA DRI, SR1 & DR2.
If you're searching for T-C-A definitions you should skip to the end of the manual.

Trigger - Condition - Action or T-C-A triggering is a powerful tool only available on
our newest devices. T-C-A triggering can be accessed from the device properties
window by clicking on Triggers, None Set (highlighted below).

Properties - Device =
Name New DINA-DR1

Type DINA-DR1

Product

Identification Serial v
Serial None set

Active

Project name

Memory

Firmware ' g
Variables None set

Scene button priority Default (100) v
RGBW Mode Default v
Zone merge Latest takes priority v
Port sensitivity timing 100

eDMX refresh time 40

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

Time Trigger v <+ TCA Manual  Variables

Time Trigger

Port: Changed

Port: Held

Scene: Resumed
Scene: Restarted
Scene: Paused
Scene: Stopped
Scene: About to stop
Blackout: On

Cancel OK
A A

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

a Time Trigger.
Once we've selected the trigger type we want and added it a window will appear as

it does below. As you can see our trigger (T) is a time trigger occurring at 12.00

everyday.

Advanced trigger | TCA

Time Trigger v -+

[ ]

» [ | Time Trigger
Triggering event

m Time Time Trigger: 12:00 Every Day
Edit time trigger

Conditions

| IFNOT g

Actions

[0 4

Cancel oK
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Now we've set our trigger we can move onto the conditions (C).
You can use conditions to set prerequisites that need to be met before a trigger
occurs. Each trigger can have multiple conditions and conditions can be changed

from If Not to If by clicking on If Not.
Note: Conditions are completely optional, you can leave these blank if you don't

want or require conditions.

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

» @ | Time Trigger
Triggering event

m Time . Time Trigger: 12:00 Every Day
Edit time trigger ]

Conditions

P |ron «| | Pressed Port : 1 =%+

2 3 4 5 6 7 8
[~ I — I — I — O — T — O — I |

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

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

Actlons

b scene : start scene Y ltem: | global . o0
Red
B saturation + | | Decrease value: | giobal | &0
Red
55% 100%
——

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

saturation. You can see the complete trigger in the image below.
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Advanced trigger / TCA
Time Trigger v | e

» @ | Time Trigger

-

Triggering event

m Time Time Trigger : 12:00 Every Day
Edit time trigger

L 1

Conditions

Port 0 T Port: 1 2 3 4 & & 7 8 o0
[~ [ — T — O — T — O — I — I |
Actions
B scene «| | stortscene ltem: | global v @0
Red
3 Saturation +| | Decrease v Value: | global v @0
Red
55% 100%
—)
Cancel oK

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

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

Port Triggers

You can use a single port or combinations of ports to create a trigger event or
condition. You can choose from different port trigger behaviours described below:
Changed, pressed, released or held.

Port states

a - Port pressed (closed)
D— port released (open)
= - ignore the state of this port

Note: The ports are checked (polled) by default every 100ms. This timing can be
changed in ESA Pro 2 on the Standalone screen. Go to Device Properties and change
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the Port Sensitivity timing, if required.

Port: Changed - This trigger happens only once when a condition is met, no matter
when the ports were activated/deactivated.

This is the recommmended port trigger behaviour if using multiple ports and manual
buttons or when using multiple relays which may have a small

Port: Released - Trigger if all the specified ports are released (opened) at the same
time.

Port: Pressed - Trigger if all the specified ports are pressed (closed) at the same
time.

Port: Held - The trigger happens multiple times while the condition is met based on
the Port Sensitivity timing (default 100ms). Trigger happens as soon as the condition
is met, no matter when the ports were activated/deactivated.

Arcolis Touch app & Touch Designer
Arcolis Touch is a remote control app with an entirely customisable user interface. It
is designed to work exclusively with ESA Pro 2.5 and compatible Nicolaudie
controllers. Use ESA Pro 2.5 Touch Designer to create your interface, write it to the
controller and then connect Arcolis Touch to control your fixtures.

Devices IC | Touch Designer
DINA-DR1 v <+

v EJ DINA-DRI

O  NATouch-4

[

0 =

My project
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Requirements:
Arcolis Touch is compatible with the DINA DRI (& Lite), DINA DR2 (& Lite), DINA SR,
SLESA-UI1T and Stick-DE3 controllers only.

Arcolis Touch works via local wired & wireless networks, and is available on
NATouch-4 and NATouch-8 wall controllers, iOS (Apple Appstore) , Android
(Play-store). It will soon be available for Windows and MacOS from the Downloads
section of the Nicolaudie.com website. A version compatible with the Nicolaudie

Cloud will be available in future.

Touch Designer - Quick Start Guide
1) Patch lights and design some scenes using the ESA Pro 2 Editor screen.
2) Add a compatible Nicolaudie Controller in the Stand Alone screen - Devices
list.
3) Add your scenes to the controller.
4) Right click on your device and select Add Arcolis Touch View and select

NATouch-4, NA-Touch 8 or Generic Controller. NATouch-4 displays a 5x5 grid,

NATouch-8 displays a 10x6 grid and Generic Controller allows you to select a
customisable size.

EJ  DINA-DR1 ZonEn

Zone 4
Zone 5
Serial 4
L L Zone 6
Add Arcolis Touch view *» NATouch-4
NATouch-8

Rename
Generic Controller |

Nunlicata T T7ARE O

5) Use the Properties of Touch Designer to select your desired Theme. Dark is the

default. Select the Project tab (1). This will display any scenes you have added
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B8) Select the Controls tab and add buttons such as Stop, Pause and Reset. You

to your device. Drag scene buttons to the grid (2) to create scene buttons.

Touch Designer Live Pre\WProj’ect

Main page +

Gaming Room

Racing
Puzzle
2 RTS

Platform

can also add Faders (e.g. Dimmer, Speed etc) and color controls like the Color

Wheel.

Multiple pages

You can add multiple pages by pressing the + button (1) next to Main Page.
You can see in the image below, | have added ‘New page 2'. This can be
renamed in the page properties.

Touch Designer Live Preview

Main page Newpage2 X + 4—— 1
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8) Page Navigation
In Arcolis Touch, you'll need a way to move between pages. When adding
more than 1 page, Touch Designer will automatically add page navigation
controls using the Device settings ‘Auto nav buttons’ and ‘Nav button position'.
By default, it will add left and right arrows (2) to the bottom of the screen.
Note: It will display a warning if these positions are occupied on any of your
pages. You may need to move some controls.

Alternatively, the app can display a pages menu button which may look better
with position at the top. This opens a sidebar in the app allowing the user to
select different pages. This looks like a classic burger menu button.

Gaming Room Clnema

9) Once you're finished with your design, select your device in the list and use the
Write button on the Stand Alone page. This will write both your light
programming and your Arcolis Touch view to the memory of your controller.

10) Uncheck Active in Device Properties to let your device enter Standalone mode.

11) Connect your Nicolaudie controller to your network using the Ethernet port.
HardwareManager > Ethernet can alter network settings.

12) Open Arcolis Touch. It will search for and display all compatible controllers on
your local network.
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13) Selecting your device will load your Arcolis Touch design and allow control of

your lights.

Touch Designer - User Interface

Devices List

Right click on a device to choose ‘Add Arcolis Touch View'.
v EJ DINA-DRI

O NATouch-4

Note: Currently each device can have one Arcolis Touch view. Use the right click
menu, you can duplicate the design to another controller in the devices list, rename
it or delete it.

Pages

Add new pages using the + button or duplicate them using the right click menu.
Page names are displayed in the sidebar in the app, if you add the menu button to

allow the user to open it.

Cinema

Forest Aurora

Garage
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Basic Controls

‘ Label

D Trigger Button

- Stop Button

II Pause Button

0 Reset Button

ﬁ Vertical Fader

<= Horizontal Fader

@ Color Wheel

Add a label to your page such as a page title. Change the
text color and text alignment. Change the size of the label
on the grid to increase /[ decrease label font size. More
customisability will be implemented in future.

This button can be Start, Stop, Pause, Reset, Next, Prev
Scene button. Targeting options change depending on

Trigger type.

Shortcut to a Trigger Button set to Stop. A stop button
becomes active when a targeted scene is playing.

Shortcut to a Trigger Button set to Pause. A pause button
remains active when a targeted scene is paused.

Shortcut to a Trigger Button set to Reset. A reset button
becomes active when a targeted scene is modified with
dimmer, color and/or speed.

A vertical fader can change the dimmer level or alter the
speed of a scene while it is playing. It can also override a
scene with static color using color control : hue, saturation,
color temperature, red, green, blue and extra color.

Extra colors include white (useful for RGBW) as well as
warm white and cold white for control of color temperature
fixtures .

A horizontal version of the fader above.

Used for controlling RGB channels. Takes up 4x4 grid by
default. Used to override a scene with a static color. Not
able to control extra color channels.
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Display a single color. Used to override a scene with a
pre-defined static RGB color. These cannot control Extra
Colors such as white. Not able to control extra color
channels.

B Color Button

&2 RGB Faders Red, Blue and Green faders for RGB lights.
Ue

Red, Blue, Green and White faders for RGBW lights. Notice

&3 RGBW Faders ' o
that white channel is defined as an extra color.

88 Colorgrid 3x3 grid of pre-defined RGB color buttons.

Navigation Buttons

You may decide to use the ‘auto nav bar’ settings to add navigation buttons
automatically to all pages. If you prefer to add buttons manually the software offers
these buttons in the toolbar. Note that if the buttons have already been added, the
same buttons become disabled in the toolbar.

« Previous page Next and previous page buttons.

’ Next page

D Select Page Link to another specific page. This button type is the only
one not available via the auto nav bar options.

Add a burger menu button. This will open the side menu
in Arcolis Touch displaying your page names and
allowing the user to navigate among them.

&= Show nav bar
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Live Preview

This screen allows you to test triggering buttons and using faders to see how your
interface works. Note : this screen does not start scenes playing or output DMX.

Properties

Edit three aspects of your design:

1. Device - change the display grid size, auto navigation controls and theme.
Page - change the page name.
Control - change the properties of the selected control.

1. Device

Properties - Touch Designer =
Device Page Control

Name

Size NATouch-4 v

Theme Dark v

Auto nav buttons Show/Hide nav bar button

Nav button position Bottom v

% Name : Arcolis view name

% Size: This defines your grid size. We have some pre-defined grid sizes such as

% NATouch-4 (5x5 grid) or NATouch-8 ( 10x6) or Generic Controller (custom X by
Y grid ). You can use a Generic Controller for any device to specify a custom
sized grid.

R
%

Theme: select the look of your interface. The default is dark.

2
*%

Auto nav buttons:
When more than one page is added (+ button) , this option is used to display
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page navigation buttons on every page automatically.
Warning: You can turn this off Without these navigation buttons on every
page, users may get stuck on a page. If the grid space is already occupied,
when adding buttons to all pages, a warning will be displayed. You may need
to move controls.

> Prev/Next buttons : Displays arrows for navigation.

> Show/Hide navbar button : Displays a burger menu button which opens

a sidebar to navigate between pages in the app.
> Nav button positions: vertically aligns the controls top or bottom.

Page

% Page Name: Change the name of your page. This name is displayed in
the sidebar. Itis recommended to keep this short.

Control
The properties displayed here depend on the control selected.

% Type: Displays the type of trigger : Trigger Button, Fader, Color Button,
Color Wheel or Navigation Button. This is non-editable.

% Name: Use the control default name (displayed in grey) or specify a
custom name. Most controls display their name in App.

2
*%*

Trigger: describes the property changed when activated. E.g. Start
scene, pause scene.

Note: When using Trigger: Extra Color, the extra channel must exist for
this fader to control it. l.e. using a White fader will not make RGB
channels display White; it will only control a specific White channel
(aka Neutral White).

% Targeting : Controls can have 3 different targeting behaviours set. Not
all controls have access to all 3 targeting options.
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> Last affected scene: This will target whichever scene was last
affected, regardless of the zone. A scene is affected if it is
changed in some way (i.e. start, stop, pause or has a property
modified such as dimmer, color, speed etc).

> Zone : this will target the last affected scene in a particular zone.
Imagine a hotel with guests in different rooms. You don't want
one room controlling another ! This setting will ensure the
controller always targets the correct zone.

> Scene: this targets a specific scene only.

Note: For all compatible devices except the Stick-DE3 it's possible
to change a scene property when a scene is not playing. For
example, you could set a scene to red and 50% dimming, then
start the scene.

Sound-to-Light with T-C-A
ESA Pro 2.5 paired with a DINA DRI or SR1 gives you the ability to create sound-light
effects using beat detection.

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

How does audio triggering work?

When an audio signal is received by the controller, it will look for transients in the
signal which are spikes in waveform. The Audio LED will flash to show when these are
detected by the controller. Audio:Beat triggers can be used with the action ‘Next step
in a scene’ to step through each DMX frame in memory with each audio pulse; this
creates the sound-to-light effect.
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Compatible Scenes
To create effects that work nicely with audio triggering we recommend using

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

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

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

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

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

3. Create one Audio :Beat trigger to control all scenes you want to use with
sound.

Triggering event :
On: Beat

Actions:
i. Do:Next step in Scene ( specify zone and scene name )
ii. Do:Scene:Pause Scene (specify the same zone and scene name as
above)

Add these 2 actions for each scene you want to use sound-to-light with.
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See example below where 4 actions have been added to control 2 scenes.

v | Audio: Beat

Triggering event

T [ Beat "

Conditions

i

Actions

Next step ina scene -~

Scene v Pause scene

Next step in a scene -

Scene v Pause scene

ltem :

Item :

Global

rgb

Item :

Global

yellowPink

ltem :

Global

rgb

Global

yellowPink

X +]

X +]

=R+

=R+

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

5. Connect audio

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

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

beat. You have sound-to-light! If the audio stops, the scene will pause.

If you would like your scene to wait for audio beats before starting, it needs to start

and then pause. You could use a port trigger as in the example below.

v | Port:Pressed 1

Triggering event

m Port v Pressed -~

Conditions
a v

Actions
B Scene v Start scene
9 Scene v Pause scene

Port:

ltem :

Item :

0O «

Global
rgb
Global

rgb

[ 1 S

[ 1 S

Do~

D -~

(1

QO

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

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

Triggers 1 Trigger

variables Mone set

This will open the Variables window

wsd

oK

Let’s try a simple example to get started:

Start a random scene in a specific range

Imagine you have 7 scenes. The first 2 scenes are standard ‘on” and ‘low setting’
scenes. Scenes 3-7 are more interesting and you want these to randomly play each
minute during working hours from 9:00.
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Scene
i 01

P 02

Oon

Low

i 03
i 04
i 05
i 06

i 07

red

knightrider

blue

yellow

rainbow

)
2)

3)

Open the Variables window from the Device properties panel.

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

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

Mama randomsScens

Expression | randRange(, )

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

)

Expression | randRange(2,

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

randRange(2 ,show_GetSceneCount()-1)
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Varlables

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

return number of scene in current running

moon_llluminationFraction()
show, If no show valld return O

moon_Phase()

4) Leave cached and storage unchecked, and click OK.

Now we want to use our new variable and expression with a TCA in place of a
static number.

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

Calendar trigger

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

6) For the Action ...
select Scene : Start scene

Item : Variable scene index : randomScene
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OK

Actions

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

scenes>.

More examples will be coming soon.

Artnet [ SACN
Artnet and sACN (also referred to as eDMX) are popular protocols used to transmit
DMX data via a computer network. This data can be received by a fixture that
understands the Artnet/sACN directly or converted into DMX512 by a node for the
final distance to your fixture.
Artnet and sACN allows you to use more universes than you have physical outputs
for on your Nicolaudie controller and reduces cabling quantity and cost as many
universes can travel over a single network cable.

To begin using Artnet or SACN you'll need :
1. A compatible Nicolaudie device: DINA DR1 or DINA SRI
(The DINA DRI Lite is also compatible with an EDMX for Standalone and Artnet
Universe upgrade. )
2. An Arnet or sACN Node. These are third party pieces of hardware, not supplied
by Nicolaudie.

Once you have connected your DINA DRl or SRI to ESA Pro 2.5, head to the

Standalone screen and you will notice a + button at the bottom of Outputs. Press this
to add your node.
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Outputs | Calendar | Synchro

Name ndex Target
DMX 1 - Universe 1 ~
DMX 2 - - -
DMX 3 . - -
DMX 4 - - -

DMX 5

DMX 6

Relay port 1

Add universe
1. Detected - displays a list of all automatically detected SACN/Artnet nodes on
your network, allowing you to select multiple at the same time and copy them
to your Outputs window.

o Add universe

Detected | Manual

Name Address Target index
(] eNode 8 Pro 192.168.5.84 0
(] eNode 8 Pro 192.168.5.84 1
(] eNode 8 Pro 192.168.5.84 2
(] eNode 8 Pro 192.168.5.84 3
(] eNode 8 Pro 192.168.5.84 4
(] eNode 8 Pro 192.168.5.84 5
(] eNode 8 Pro 192.168.5.84 6
(] eNode 8 Pro 192.168.5.84 7
Cancel OK
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2. Manual - this window lets you add one universe at a time to your Outputs. You
can either select a Detected node from the dropdown list or manually enter
the IP address and target index in that node. Target refers to the output on the
node you wish to send your universe to Note that Artnet.

Add universe

Detected = Manual

Type Art-Net v
Detected node eNode 8 Pro (192.168.5.84) - 8 v
or
IP Address 192 . 168 . 5 | 84
Target index 8

Cancel OK

Once you've entered these settings your nodes will appear in the Outputs window.
Next, select which universes in the software to send to which nodes using the drop
down list. In the image below, | have selected Universe 1to go to Artnet node target 1
and Universe 2 to go to target 2 on the same node.

Outputs | Calendar = Synchro

Name ndex Target

Relay port 2 - - v
Dali 1 - Bus 1 v
Dali 2 c - v
Led Pixel 1 = Universe 1
Led Pixel 2 = - v
Art-Net node - 192.168.5.84 1 Universe 1 ~
Art-Net node - 192.168.5.84 2 Universe 2~

+
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The Simulator screen is where you can test all of your programmed scenes whilst
connected to your computer.

Stop All
1.DINA-DR1 2.DEFAULT
Model: DINA-DR1 Model: STICK-DE3
Universe:1| 2| 3] 4] 5] 6] 11 2| 11 211 Universe: 1] 2
Serlal: 470465 Serlal: 653586
flotd & red @ creen d siue Skl @ Rred & creen @ sive
Zone 2 oomiosoo £ 00mios00 £ 00mios0o £ el 0omioso0 £ oomios0o £ 0omiosoo £
Zone 3 Zone 3
Zone 4 Zone 4
Zone 5 Zone 5
Zone 6 Zone 6
Zone 7 Zone 7
Zone 8 Zone 8
Zone 9 Zone 8
Zone 10 Zone 10
Zone 11 Zone 12
Zone 12 Zone 13
Zone 13 Zone 14
Zone 14 Zone 15
Zone 15 Zone 16
Zone 16 Zone 17
Zone 17 Zone 18
Zone 18 Zone 19
Zone 19 Zone 20
Zone 20

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

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

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

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

ESA Pro 2.5 comes bundled with several auxiliary softwares and features to enhance
your use of the software, we'll discuss these briefly here.

Hardware Manager

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

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

DMX & SPI Level Viewers

it ol

Menu : Tools > DMX Levels / SPI Levels

ESA Pro 2.5 comes with a DMX & SPI level windows, offering a quick and convenient
way to check the DMX levels currently being output by the software.

You can summon these via the Tools dropdown menu or by clicking the icons
pictured above.

The XLR icon calls DMX levels, the LED icon calls SPI levels.

Pictured below is the DMX levels view, you can change the Universe you're viewing by
entering the number in the Universe field (1). The Display dropdown changes if

you're seeing the address view or the levels view.
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The SPI levels tool also allows you to select which universe you're viewing and gives

DMX Level Address view

the option of an address or values view.

DMX Level Value view
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Led Pixel Levels

Universe 1

Display Address v

148 [ 2 SN s 6N : B EOl v 2 S ¢« s S 17 e SN 20 (21 B3N (23 24 @S2 27 @20 30 Bl B2 3 EE 3 BB 3 HIE 2« EE s B s
49 HOIEE s B2EE s« ESISE s7 158 581 co 61 63l o2 B¢ IEEN oo 67 NEEN o o WM 2 |73 @ 75 |76 |7z 7o WE@lls 52 EE B s EEIE s EEISD o B2 S8 o« 5 EE
97-144 97 |8 B8N 100 §8 {63 103 {6+ HOS 106 [or HEE 109 Fro WM 112 |13 {115 116 W8 h1e 110 [HEE] B2 122 [EE] H2¢ 125 2 7 128 [EE B0 131 53 B3 13¢ [ES WEc 137 S B <0 EE BB 4 HER
145192 [ 146 [N [ 120 [BO 151 152 153 154 155 156 157 158 150 160 161 162 163 164 165 166 167 168 169 170 171 172 173 174 175 176 177 178 179 180 181 182 183 184 185 186 187 188 189 190 191 192
193240 193 194 195 196 197 198 199 200 201 202 203 204 205 206 207 208 209 210 211 212 213 214 215 216 217 218 219 220 221 222 223 224 225 226 227 228 229 230 231 232 233 234 235 236 237 238 239 240
241288 241 242 243 244 245 246 247 248 249 250 251 252 253 254 255 256 257 258 259 260 261 262 263 264 265 266 267 268 269 270 271 272 273 274 275 276 277 278 279 280 281 282 283 284 285 286 287 288
289-336 289 290 291 292 293 204 295 206 297 298 299 300 301 302 303 304 305 306 307 308 309 310 311 312 313 314 315 316 317 318 319 320 321 322 323 324 325 326 327 328 329 330 331 332 333 334 335 336
337384 337 3338 339 340 341 342 343 344 345 346 347 348 349 350 351 352 353 354 355 356 357 358 359 360 361 362 363 364 365 366 367 368 369 370 371 372 373 374 375 376 377 378 379 380 381 382 383 384
385432 385 386 387 388 389 390 391 392 393 394 395 396 397 398 399 400 401 402 403 404 405 406 407 408 409 410 411 412 413 414 415 416 417 418 419 420 421 422 423 424 425 426 427 428 429 430 431 432
433480 433 434 435 436 437 438 439 440 441 442 443 444 445 446 447 448 449 4SO 451 452 453 454 455 456 457 458 459 460 461 462 463 464 465 466 467 468 469 470 471 472 473 474 475 476 477 478 479 480
481-528 481 482 483 484 485 486 487 488 480 490 491 492 493 494 495 496 497 498 499 500 501 502 503 504 505 506 507 508 509 510 511 512 513 514 515 516 517 518 519 520 521 522 523 524 525 526 527 528
529-576 529 530 531 532 533 534 535 536 537 538 539 540 541 542 543 544 545 546 547 548 549 550 551 552 553 554 555 556 557 558 550 560 561 562 563 564 565 566 567 568 569 570 571 572 573 574 575 576
577-624 577 578 579 580 581 582 583 584 585 586 587 588 589 590 501 592 593 594 595 596 597 598 599 600 601 602 603 604 605 606 607 608 609 610 611 612 613 614 615 616 617 618 619 620 621 622 623 624
625672 625 626 627 628 629 630 631 632 633 634 635 636 637 638 639 640 641 642 643 644 645 646 647 648 649 650 651 652 653 654 655 656 657 658 659 660 661 662 663 664 665 666 667 668 669 670 671 672
673720 673 674 675 676 677 678 679 680 681 682 683 684 685 686 687 688 689 690 691 692 693 694 695 696 697 698 699 700 701 702 703 704 705 706 707 708 709 710 711 712 713 714 715 716 717 718 719 720
721768 721 722 723 724 725 726 727 728 729 730 731 732 733 734 735 736 737 738 739 740 741 742 743 744 745 746 747 748 749 750 751 752 753 754 755 756 757 758 759 760 761 762 763 764 765 766 767 768
769-816 769 770 771 772 773 774 775 776 777 778 779 780 781 782 783 784 785 786 787 788 789 790 791 792 793 794 795 796 797 798 799 800 801 802 803 804 805 806 807 808 809 810 811 812 813 814 815 816
817-864 817 818 819 820 821 822 823 824 825 826 827 828 829 830 831 832 833 834 835 836 837 838 839 840 841 842 843 844 845 846 847 848 849 850 851 852 853 854 855 856 857 858 859 860 861 862 863 864
865-912 865 866 867 868 869 870 871 872 873 874 875 876 877 878 879 880 881 882 883 884 885 886 887 888 889 890 891 892 893 894 895 896 897 898 899 900 901 902 903 904 905 906 907 908 909 910 911 912
913960 913 914 915 916 917 918 919 920 921 922 923 924 925 926 927 928 929 930 931 932 933 934 935 936 937 938 939 940 941 942 943 944 945 946 947 948 949 950 951 952 953 954 955 956 957 958 959 960
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1009-1056 1009 1010 1011 1012 1013 1014 1015 1016 1017 1018 1019 1020 1021 1022 1023 1024 1025 1026 1027 1028 1029 1030 1031 1032 1033 1034 1035 1036 1037 1038 1039 1040 1041 1042 1043 1044 1045 1046 1047 1048 1049 1050 1051 1052 1053 1054 1055 1056
1057-1104 1057 1058 1059 1060 1061 1062 1063 1064 1065 1066 1067 1068 1069 1070 1071 1072 1073 1074 1075 1076 1077 1078 1079 1080 1081 1082 1083 1084 1085 1086 1087 1088 1089 1090 1091 1092 1093 1034 1095 1096 1097 1098 1099 1100 1101 1102 1103 1104
11051152 1105 1106 1107 1108 1109 1110 1111 1112 1113 1114 1115 1116 1117 1118 1119 1120 1121 1122 1123 1124 1125 1126 1127 1128 1129 1130 1131 1132 1133 1134 1135 1136 1137 1138 1139 1140 1141 1142 1143 1144 1145 1146 1147 1148 1149 1150 1151 1152,
1153-1200 1153 1154 1155 1156 1157 1158 1159 1160 1161 1162 1163 1164 1165 1166 1167 1168 1169 1170 1171 1172 1173 1174 1175 1176 1177 1178 1179 1180 1181 1182 1183 1184 1185 1186 1187 1188 1189 1190 1191 1192 1193 1194 1195 1196 1197 1198 1199 1200
1201-1248 1201 1202 1203 1204 1205 1206 1207 1208 1209 1210 1211 1212 1213 1214 1215 1216 1217 1218 1219 1220 1221 1222 1223 1224 1225 1226 1227 1228 1229 1230 1231 1232 1233 1234 1235 1236 1237 1238 1239 1240 1241 1242 1243 1244 1245 1246 1247 1248
1249-1296 1249 1250 1251 1252 1253 1254 1255 1256 1257 1258 1259 1260 1261 1262 1263 1264 1265 1266 1267 1268 1269 1270 1271 1272 1273 1274 1275 1276 1277 1278 1279 1280 1281 1282 1283 1284 1285 1286 1287 1288 1289 1290 1291 1292 1293 1294 1295 1296
1297-1344 1297 1298 1299 1300 1301 1302 1303 1304 1305 1306 1307 1308 1309 1310 1311 1312 1313 1314 1315 1316 1317 1318 1319 1320 1321 1322 1323 1324 1325 1326 1327 1328 1329 1330 1331 1332 1333 1334 1335 1336 1337 1338 1339 1340 1341 1342 1343 1344
1345-1392 1345 1346 1347 1348 1349 1350 1351 1352 1353 1354 1355 1356 1357 1358 1359 1360 1361 1362 1363 1364 1365 1366 1367 1368 1369 1370 1371 1372 1373 1374 1375 1376 1377 1378 1379 1380 1381 1382 1383 1384 1385 1386 1387 1388 1389 1390 1391 1392
1393-1440 1393 1394 1395 1396 1397 1398 1399 1400 1401 1402 1403 1404 1405 1406 1407 1408 1409 1410 1411 1412 1413 1414 1415 1416 1417 1418 1419 1420 1421 1422 1423 1424 1425 1426 1427 1428 1429 1430 1431 1432 1433 1434 1435 1436 1437 1438 1439 1440
1441-1488 1441 1442 1443 1444 1445 1446 1447 1448 1449 1450 1451 1452 1453 1454 1455 1456 1457 1458 1459 1460 1461 1462 1463 1464 1465 1466 1467 1468 1469 1470 1471 1472 1473 1474 1475 1476 1477 1478 1479 1480 1481 1482 1483 1484 1485 1486 1487 1488
1489-1536 1489 1490 1491 1492 1493 1494 1495 1496 1497 1498 1499 1500 1501 1502 1503 1504 1505 1506 1507 1508 1509 1510 1511 1512 1513 1514 1515 1516 1517 1518 1519 1520 1521 1522 1523 1524 1525 1526 1527 1528 1529 1530 1531 1532 1533 1534 1535 1536
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3D Visualizer

Menu : Tools > 3D Visualizer

Easy View 2 is 3D visualization software included with ESA Pro 2.5. This is a great tool
to check how your scenes will look in a digital environment, perfect when you're away
from your work site.

Easy View 2 can be launched whilst in ESA Pro 2.5 by clicking the icon pictured at the
top of this section.

Easy View 2 full manual:

https://eu-litterature.n-g.co/Release/easy view 2 manual en.pdf
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Device SLESA-U11
Command Start

Zone 1: Gaming Room
Scene Red

Menu : Tools > UDP Wizard

UDP Wizard

UDP Wizard

Hardware UID: 53 69 75 64 69 31 31 41 (Siudi11A)
OP Code: 0A 01
Stamp (Reserved): FF FF FF FF FF FF FF FF
Version: 01 00
Packet size: 1B 00
hd Command: 01
Param size: 03
v Param: 00 00 64

Result: 53 69 75 64 69 31 31 41 0A 01 FF FF FF FF
FF FF FF FF 01 00 1B 00 01 03 00 00 64

Close

This is an advanced feature. The UDP Wizard is designed for system integrators to

generate hexadecimal commmands to control Nicolaudie devices over a local

network. These commands can be used by any third party system which can send a

UDP Hex message over a network the controllers IP address on port 2430. You can

test these commands from a computer using a tool like Packet Sender.

The UDP Wizard is also available via TCA Window when using a Network Action. This

can be used to send a network command from one of our devices to another when

they are running in Stand Alone mode. This is useful if you want to trigger something

to happen on more than one device.

Actions

2P | Network | | UDP (HEX)

7 Address 192 . 168 . 1 || 5 o

\ Port 2430

53 697564 6931 3141 0A 01 FF FF FF FF
FF FF FF FF 01 00 1B 00 01 03 00 00 64
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DALI Manager

DALI

Menu : Tools > DALI Manager

DALI Manager is a new tool bundled with ESA Pro 2. It allows for complete
commissioning and configuration of your DALI system. You can view the full user
manual by following the link below. Access DALl manager via the Tools dropdown or
via the Software file structure.

DALI Manager Manual:

https:/[eu-litterature.n-g.co/Release/dali_manager _manual _en.pdf
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RDM Manager

The RDM Manager allows you to detect RDM compatible devices connected on your

DMX512 bus, find a suitable SSL file, import them to the patch grid and make

configuration changes such as DMX address and personality.

Once detected, it will attempt to find a suitable SSL profile and personality mode

from our database. The method below assumes you have not previously patched

the RDM compatible lights.

RDM Manager is compatible with models: DINA DR1, DR2, + Lite models and SR1,
SLESA-U9, U10, U11 & STICK-CW4. It is not compatible with the Stick-DES.

Discover and Import RDM Fixtures

Connect your Nicolaudie controller (device) to your computer by USB or make
it available on your local network

Connect your RDM compatible fixtures to one of the DMX connections on your
Nicolaudie Controller

Open the RDM window using the top menu, Tools > RDM Manager or press the

[RDM] button on the Builder screen.

. Click on the dropdown list and select your Nicolaudie controller. The software
will connect to your device and begin RDM discovery.

RDM
v Import fixtures RDM

[USB] SLESA-U11 (1000076)

A list of discovered RDM devices will appear beneath each DMX input. Below
you can see 2x Cameo QSpotl5 have been discovered.
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5. Click on one of the devices to access the General tab.

[USB] SLESA-U11 (1000076) v Import fixtures
Input 1 Y | General | Sensors
CAMEO QSPOT15 (1:1) ¥ Name CAMEO QSPOT15
CAMEO QSPOT15 (1:12) || Eixture description QSPOT15
Input 2 v
Manufacturer CAMEO

No RDM fixture found -
SSL profile Q-Spot 15 RGBW ¥
Input 3 v
DMX Address 1
No RDM fixture found

Personality 1
Input 4 v
No RDM fixture found Channels number 2
Fixture category 0x509
Model ID 1092

D Attach to project fixture

Save settings

Close

On the General tab you can do several things.
a. Change the name
b. Change the SSL profile. If discovery has not found a suitable SSL profile
(personality file) you can delete the existing profile and/or click ‘Find
profile’. This will open the Find Profile window where you can load files
from your computer or from the cloud. You can only access official
Nicolaudie SSL profiles here.

Find profile

cameo e 0

&

g flat pro par can 18
flat pro series g2
o v flat pro spotix 4
Mode 1
Mode 2
Mode 3

Mode 4

c. Change the DMX address of your fixture. This will be between 1 and 512.
d. Change the personality (aka personality mode). Different modes use a
different number of channels. You can choose which personality mode
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you prefer by searching for the profile name in our online profile builder.
https://profile.nicolaudiegroup.com/?filter=certified

You can also check any sensors on the Sensors tab.

General = Sensors

Temperature 34°C

8. Once you are happy with how your fixtures are configured, press the [Import
Fixtures] button (top right) and answer [Yes] to confirm you want to patch the
fixtures to the Patch grid. If you open the Patch window you can see the
fixtures patched.

The method above assumes the RDM fixtures had not yet been patched. What if you
have already patched your lights and created your show? You can link fixtures in the
Patch window with fixtures discovered in the RDM Manager window. Follow the steps
above until step 6, but do not click Import Fixtures. Instead, do the following ...

Link Patched fixtures to RDM fixtures
1. Select each discovered fixture on the left
Click ‘Attach to project fixture’
Select the fixture number in the drop down list. This relates to a fixture already
patched in your Patch window. If you are unsure, check the Patch window first.
4. Click [Apply profile settings]
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Smart Upgrade Tools

SUT

Smart Upgrade
Technology

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

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

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

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

Or create a new account ...

https://connect.nicolaudiegroup.com/SignUp

To register your interface to your account:

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

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

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

- Go to "My Interfaces’

- Click the button "Register a new interface”

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

- Go to My Interfaces page

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

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

To change the interface name:

- Go to My Interfaces page

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

- Enter a Customized Name and press OK.

To sync the new license and confirm success:

- Close the SUT tool and all Nicolaudie software

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

- Connect interface and select it in Hardware Manager to connect

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

ESA Pro 2.5 uses an engine called the NSA engine to give you powerful triggering
options for a multitude of circumstances, these are called TCA triggers (Trigger,
Condition, Action).

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

Trigger/Condition Function

Time Trigger Trigger an event at a specific time, day or
date. Use HardwareManager > Clock page to
check and set time and location settings.

1. Daytime
- hh:mm - set a specific time of
day

- Trigger at Sunset or Sunrise
based on location settings
(longitude/latitude) of Country
and City stored in device
memory. Astronomical clock.

2. Date

- Every Day

- Specific date

- Every week (on 1 day of the week)

- Every week between
2 days of the week. E.g. Mon - Fri

- Every month
1 date every month calculated from
> 1st, 2nd, 3rd, 4th, Last (month)
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> Day of the week ( Sun, Mon etc. )
- Every month between
2 dates every month calculated from
> 1st, 2nd, 3rd, 4th, Last (month)
> Day of the week ( Sun, Mon etc. )

3. Options
- Date Range from one specific date to
another.
- Repeat
Every hh: mm
E.g. 00:10 will repeat every 10mins
Stop hh:mm
This is a specific time-of-day. Itis
not an amount of time. E.g.12:00 will
stop at midday.

Port You can use a single port or combinations of
ports to create a condition which is tested by
a port trigger. You can choose from different
port trigger behaviours described below:
Changed, pressed, released or held.

Port states

- Port pressed (closed)
D— port released (open)
= - ignore the state of this port

Note: The ports are checked (polled) by
default every 100ms. This timing can be
changed in ESA Pro 2 on the Standalone
screen. Go to Device Properties and change
the Port Sensitivity timing, if required.

Port: Changed | This trigger happens only once when a
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condition is met, no matter when the ports
were activated/deactivated.

This is the recommmended port trigger
behaviour if using multiple ports and manual
buttons or when using multiple relays which
may have a small delay.

Port : Released

Trigger if all the specified ports are released
(opened) at the same time.

Port: Pressed

Trigger if all the specified ports are pressed
(closed) at the same time.

Port : Held The trigger happens multiple times while the
condition is met based on the Port Sensitivity
timing (default 100ms). Trigger happens as
soon as the condition is met, no matter when
the ports were activated/deactivated.

Button Released Trigger when a button is ... released.
(SLESA-UN buttons,
DINADR2 <> & Z Pressed .. pressed
connections)
Variable Value Trigger when a variable equals a specific
(DINA DRI and SR1 value
only)
Changed Trigger when a variable changes
Scene Started Trigger an event when a scene is ... started

Resumed . resumed.

Paused .. paused.

Restarted .. restarted.

Stopped This trigger happens when a scene is stopped

while playing. For example, a user stops it via
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an app or it is stopped by another TCA trigger
(port, time etc).

Ending Trigger when a scene is about to stop
naturally. i.e. It has reached the end of the
scene and loop number, if playing multiple
times.

For a scene to end naturally, 2 things must be
configured in the scene properties on the
Standalone Screen:

1) Loop number must not be set to infinite.

2) Release at end must be set to stop

Blackout Oon Trigger when a blackout turns on.

Careful with Blackout mode! Triggering a
scene does not turn it off as it overrides all.
Only turning the blackout off will allow
scenes to play.

Audio : Beat Trigger when an audio beat is detected.

(DINA DRI and SR Useful for sound-to-light.

only)

Variable Changed Triggers if the value of the variable changes.
Value Triggers if the value of the variable equals that

given in the empty field.

Note : Variables are beyond the scope of this
document.

Zone Stopped Triggers when all scenes in the specified zone
are stopped.

Show Loaded Trigger when a show is first loaded. You could
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use this to start specific scenes in each zone
when the device starts.

Unloaded

Trigger an event when a show is unloaded.
This happens when swapping shows through
the Nicolaudie Cloud website; one show is
unloaded and another is loaded.

DMX In
(DINA DRI & SR1 only)

Value

Triggers when value on DMX universe and
channel matches a target DMX value.

Changed

Triggers when value on specified channel
changes

* The ports are checked (i.e. polled) every x number of milliseconds. This setting can
be changed from the default 100ms in the Device Properties panel on the Standalone

screen.
Action Function
Scene Start Scene Start the specified scene

Resume Scene

Resume a paused or stopped scene

Pause Scene

Pause the specified scene

Stop Scene

Stop the specified scene

Restart Scene

Restart the specified scene.

Start Next Scene

Starts the next scene in the zone.

Start Previous
Scene

Starts the previous scene in the zone.
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Start First Scene

Starts the first scene in the zone.

Start Last Scene

Starts the last scene in the zone.

Restart Scene

Restarts the scene currently playing

Stop All Scenes

Stops all scenes currently playing in all zones

Start Random
Scene

Starts a random scene in the specified zone

Next Step in a
Scene

Jump to the next step in a specified scene

Dimmer Increase Increases the dimmer by a percentage
value, variable value, or dmx in value.
Decrease Decreases the dimmer by a percentage,
variable value, or dmx in value.
Set Value Set the dimmer using a percentage, variable
value or dmx in value.
Saturation Increase Increases the saturation by a percentage,
variable value, or dmx in value.
Decrease Decreases the saturation by a percentage,
variable value, or dmx in value.
Set Value Set the saturation using a percentage,
variable value or dmx in value.
Hue Increase Increases the hue by a percentage, variable
value, or dmx in value.
Decrease Decreases the hue by a percentage, variable
value, or dmx in value.
Set Value Set the hue using a percentage, variable
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value or dmx in value.

Speed Increase Increases the speed by a percentage,
variable value, or dmx in value.
Decrease Decreases the speed by a percentage,
variable value, or dmx in value.
Set value Set the speed by a percentage, variable
value or dmx in value.
Extra Colour Increase Increases the level of an extra color channel
(affects by a percentage
neutral white,
warm white, Decrease Decrease the level of an extra color channel
cold white, by a percentage
amber, UV) Set value Set the level of an extra color channel
Color Create a static color that will override your
scene
Reset Resets a scene. Will clear overrides for color,
extra-color, speed, and dimmer.
Blackout On Activate a blackout which sends 000 on all
channels.
Careful with Blackout mode! Triggering a
scene does not turn it off as it overrides all.
Only turning the blackout off
Off Deactivate a blackout
Toggle Inverts the current blackout mode between

on and off

DALI command
(DINA DR1 and SR1
EP 2.5+ only)

Send a DALl command using the command
builder
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System
(DINA DR1 and SR1)

Text

For information, contact support.

Network

UDP
UDP Hex

Send a UDP or UDP Hex command to another
networked device.

You can trigger other Nicolaudie devices
using UDP Hex mode on port 2430. Refer to
the remote protocol sheets at
nicolaudie.com/download

RS232
RS232 Hex

Send an RS232 or RS232 Hex commands from
the outputs on the DINA DR1 and SRI.

For protocol, refer to the device technical
datasheet at nicolaudie.com/download

Variable
(DINA DR1 and SRI
only)

Call a variable to, for example, update a
value. You can then use this variable in other
actions. Variables are beyond the scope of
this document.
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Examples
The following section gives you some examples of popular T-C-A Triggers.

International - New Years Eve/New Years Day (clock strikes midnight)

Advanced trigger | TCA

Time Trigger v TCA Manual  Variables
v | Time Trigger m e ¥
Triggering event
m Time v Time Trigger: 00:00 1 January

Edit time trigger T
Conditions
Actions
@ Scene ~ | | Startscene v ltem: | scene v o
Pricrity | Medium (100) « Global w
Scene X -
Cancal OK
b _/

Calendar trigger

1.Day time 2.Date 3.0ptions
® Time (hh:mm) [ bate range
Every Da
00:00 fy Day From v v
1o » v B
Sunset ® Specific date
i January ~| ;M v [ Repeat
Sunrise
Every (hh:mm) 00:00
Every week Stop (hh:mm) 00:00

[] offset (hh:mm)
Every week between ~  00:00

Every month

Every month between

Cancel OK

—

International - Christmas Eve, Christmas Day & Boxing Day Repeat every 1 hour until
23.59 December 26th
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Time Trigger

v | Time Trigger

Triggering event

m Time

Conditions

aa

Actions

oo YO

1.Day time
Time (hh:mm)

00:00
Sunset

Sunrise

w Start scene w

Priority | Medium (100) -~

TCA Manual  Variables
L NI ]
Time Trigger :  00:00 Every Day
from 24 December to 26 December .Every 01:00 till 23:59
Edit time trigger [
ltem: | scene v o
Global w
Scene X w
Cancel OK

2.Date

® Every Day

Specific date

Every week

Every week between

Every month

Every month between

3.0ptions
Date range
From

o

] Repeat
Every (hh:mm)

Stop (hh:mm)

(] offsat (hh:mm)

December w | 24 w
December | | 26 w
00:00
00:00
v 0000
Cancel OK

135



USA - Juneteenth (June 19th), All day

Time Trigger

v | Time Trigger

Triggering evant

X (Time

Conditions

a

Actlons

@ Sceng

Tima Trigger :
~ | | Start scene "
Pricrity | Medium (100)

TCA Manual  Variables

]

00:01 18 Juna
Edit time trigger T
ltem: | Scene v
Global w
Scene X w

Cancal

a @

OK
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Calendar trigger

1.Day time 2.Date 3.0ptions
® Time (hh:mm) [ Dpate range
Every Da
00:01 ry Day From - v
to v v
Sunset ® Specific date
. June w19 +v| | O Repeat
Sunrise
Every (hh:mm) 0000
Every week Stop (hh:mm) 00:00

[ offset (hh:mm)
Every week between v 00:00

- w

Every month between

- w

Cancel OK

—

USA - Independence Day (July 4th), Repeat every 30 minutes

Every month [

w w =
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Time Trigger w |

¥ | Time Trigger

Triggering event

Conditions

a» v

Actions

m Scene w | | Start sceng w

Prierity | Medium (100) -~

1.Day time 2.Date

® Time (hh:mm)

Every Da
0001 e
Sunset ® Specific date
. July w04
Sunrise
Every week

Every week between

Every month

Every month between

W

Calendar trigger

m Time w Time Trigger : 00:01 4 July

Every 00:30 till 00:00
Edit time trigger

ltem: | scene
Global

Scene X

3.0ptions
(] Date range
From

1o

& repeat
Every (hh:mm)

Stop (hh:mm)

[ offset (hh:mm)

TCA Manual

]

Cancel

UK - Armistice Day (November 11th), Minute silence @ 11.00am

0030

000

00:00

Cancel

Variables

i ]

0K

OK
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Time Trigger

v | Time Trigeer

Triggering event

m Time

Conditions

aD

Actions

B s

1.Day time

® Time (hh:mm)

11:00
Sunset

Sunrise

Time Trigger: 11:00 11 Movambar
Edit time trigger

b Start scene b

Priority | Medium (100) «

2.Date

Every Day

® Specific date

November -~ 11

Every week

Every week between

w

Every month

Every month between

w

Item :

3.0ptions

[ pate ranga
From

1o

[ repeat
Every (hh:mm)

Stop (hh:mm)

[ offset (hh:mm}

Scene
Global

scene Y

—

TCA Manual  Varlables

W E ¥

Cancal OK

0000

0000

w  00i00

Cancel OK
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Port 1 Pressed, start scene

TCA Manual  Variables

Port: Changed v | 4
v | Port: Changed m&E ¥
Triggering event
b on ETT I ——— Port: 1 2 3 4 5 & 7 8
o e e 8 88 8 8
(Address: 1)
Conditions
Actions
Item : | scene w o

@ Scene w Start sceng W

Priority | Medium (100} -~ Global
Scene X

Cancal OK

—

Port 1, 2 & 3 changed, stop Scene X

TCA Manual  Variables

Port: Changed v -+
* | Port: Changed mfa®
Triggering event
TN eon « | pressed Port: 1 2 3 4 &5 & 7 8
O oo e e e e e
(Address: 7)

Conditions
Actions

tem: | scene " o

B Scene ~ Stop scene w

Prierity | Medium (100) ~ Global
Scene X v

Cancel OK

—
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Scene started, send UDP HEX network message to external device

TCA Manual  Variables

Scene: Started v| 4
¥ | Scene:Started [ ]
Triggering event
m Scene w| | Started Item: | scene w
Global w
Scene X “
Conditiens
ao .
Actions
EE) | network v |ubP(HEX)  ~ Request: agdress (192 |.[168 || o | 15 o
Port 2430

4469 6E 61 5F 5F31 41 0A 01 FFFFFF FFFF
FF FF FF 01 00 16 00 01 03 00 00 64

Cancel 0K
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