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1. SUMMARY

LED PLAYER is software used on LED Lighting Animation and project design. Friendly interface and easily operated.

MAIN FUNCTION:

>

Animation:

1. There are 17 different testing effects and 55 lists full color effects.

2. Through the advanced special effects, can list the material change mode and color editing, to further meet
the needs of the user gorgeous effect..

3. It has a powerful text output function, a number of words.

4, Direct import of mainstream video formats is supported.

Playlist:

Project -> Program -> Windows -> Material list/Material, clear operation logic, flexible setting of multi-screen,
linkage effect.

Material editor:

User can adjust the playback time and overlay style of the material freely, edit the effect, list the mixing mode and
so on, and software can produce a rich variety of combination and overlay effect.

Project parameters:

Open hardware setting, the user can list the controller model, chip model, network card and output type as
required, which is convenient to relist and modify in one step.

File editor:

Arbitrarily adjust the size, grayscale, file format and color of the effect parameters.

Control functions:

Easy to list up and control the timing output of lamps, with a variety of collocation.



2. INTRODUCTION

2.1. SUPPORTED OPERATION ENVIRONMENT

Operating system
Drive component
Language support

Running path

Windows 7 SP1/ Windows 8.1/ Windows 10(32-bit / 64-bit).

Microsoft.NET 4.7 or later, WinPcap 4.1.3 (must be installed to run the software).

Simplified Chinese, Traditional Chinese, English (all other languages are shown in English).

Only support [desktop] and non-system disk folders, do not support running on U disk.

2.2. INSTALLATION AND UNINSTALLATION

Contact us or get the LED Player software installation package directly from our official website.

1. Double-click to run the software installation package.

LED Player 3
Setup

3. Follow the software installation wizard to continue the 4.

installation.

5 Setup - LED Player 3

5. Click “install”, the installation will be completed soon.

Welcome to the LED Player 3
Setup Wizard

This will install LED Player 3 version 201216A3 on your
computer,

Itis recommended that you dose all other applications before
continuing.

Click Mext to continue, or Cancel to exit Setup,

§5) Setup - LED Player 3

Ready to Install

change any settings.

Setup is now ready to begin installing LED Player 3 on your computer,

Click Install to continue with the installation, or dick Backif you want to review or

- X

J‘

Destination location:

Setup type:

Selected components:
LED Player
WinPcap 4.1.3

Additional tasks:

C:Wsers\admin\Desktop'LED Player 3

5,224 Default installation

.NET Framework 4.5.2
Media Driver (ZFR3EEH)

< Back Install Cancel

2. Select installation language.

Select Setup Language s
Select the language to use during the
installation:

English ~

Cancel

Select to install the driver components,please select

installation by default to run the software normally.

5 Setup - LED Player 3

Select Components
Which components should be installed?

install. Click Next when you are ready to continue.

Select the components you want to install; dear the compenents you do not want to

X
-

21/ Ik Default installation ~

[] LED Player

[] WinPcap 4.1.3 0.2MB

[] .NET Framework 4.7 58,8 MB

[] Media Driver (B #EZH) 416 MB
Current selection requires atleast 257.9 MB of disk space.

6. The installation is successful and a folder is generated.

Lib
#% LED Player.exe
unins000.dat
LE)J unins000.exe

Double-click “LED Player.exe” === in the installation path to run the software.



Double-click “uninst LED Player.exe” to uninstall the software and all its components.

LED Player 3 Uninstall

Uninstall Status o
Please vait whie LED Player 31s removed fiom your computer.

LED Player 3 Uninstall

‘ Uninstaling LED Player 3

. . o Are you sure you want to completely remove LED Player 3 and L]
i unins000.exe Double click all of fts companents?

2.3. WORK INTERFACE INTRODUCTION

The working interface consists of seven functional areas:title bar,menu bar,playlist,play preview area,functional

area ,property setting and status bar,as shown in the following figure.

ol Title bar

Material Mapping

Menu bar
play preview area
Display screen
Playlist
checked programs

trol
Functional area  widon Pomey
Musi ol

Status bar ——

1P Address: N/A

Title bar: Shows LEDPlayer3.0.

Menu bar: There are 9 menus, including projects, cabling, materials, setting, output, debugging, external
control, tools, and help. Click the corresponding sub-menu appears in the menu.Click the sub-menu
to open the corresponding function.For more information, refer to Table 2-1 sub-menu function
list.

Playlist: Display the playlist of the current project, which consists of projects, program, windows, and
material lists/material levels. The toolbar is displayed at the bottom, including modifying the
sequence of program, expanding or folding program list, and clearing cache files.

Play Preview Area: Display the “playback screen” of the actual project size, the effect of playing the “playlist”, and lists
the multi-screen “window area”.
Functional area: Control the playback status and display proportion of the “preview area”, and operation item
synchronization switch time control switch.
Property setting: Display and lists the level attributes of the current project, including project attributes, program
attributes, window attributes, material attributes, and material property.
Status bar: Display and lists the level attributes of the current project, including project attributes, program

attributes, window attributes, material attributes, and material property.



Table 2-1 sub-menu function list:

Menu Order

New

0

e Import

°.

a Recently
More
New

suiddep

|elaleN

sdumas

Quick Mapping
Import Map

Import DXF

Import Form

Edit Map

Test Animation
Built-In Animation

Advanced Animation
Screen Record

Colorful Character
Picture

Flash Record
Media

Audio Control
Rotate Text

Clock

Hardware

Software

Controller

Com & Point
Parameter
Adjustment

Chip

Start Play
Synchronization
Program Color Adjust
Global Color Adjust
Video Capture

Brightness

Encrypt Project

Unlock Project
Language
Angle Adjustment

Details

Create a new project.

Import and open existing projects.

Remember the most recently opened item, you can change it by selecting.

Open the folder of the current project.

Open the Map Cabling Tool and create a new empty Cabling File.

Regular rectangular mapping, using 16 built-in S, Z type mapping fast mapping.
Import the layout diagram in map. dat format.

Read the DXF files and import and convert them accordingly into cables that are
recognized by the LED Player.

Advanced application, special mapping, list by our company.

Open the Map cabling tool to modify the current cabling.

Output 17 lists of test materials.

Output of 55 lists of built-in full color pattern materials.

Set and call the ribbon, free to edit the pattern material.

Real-time capture of the screen image of the computer screen, and convert and save
the inherent format of LED Player.

Set and call the ribbon, free to edit text material.

Read the image and store it in the project.

Read converted.swf files with saved LED Player native format.

Read converted video with saved LED Player native format.

Set and call ribbon, edit audio control material at will.

Set a text animation that can run around a circle.

Read the computer time and present it as a clock.

Set the hardware parameters of the project, including controller type, chip type, etc.
Set the software parameters of the project, including buffer, display scale, network
setting, chip delay setting, etc.

Controller replication, port replication, list controller channel sequence, SN controller

partition, etc.

Single port or single point brightness and channel order can be list.

The built-in properties of the chip can be list, including power on, current, forwarding,
automatic address parameters, etc.

Select a different mode to start running the LED Player.

Adjust the synchronization time difference.

Adjust the brightness gamma of the RGBW to make the material more aesthetic.
Adjust the brightness gamma for the entire project.

Using the video data of the switchboard to carry out multiple linkage.

Set the project to adjust the animation brightness on time to achieve different
brightness in different time periods.

Advanced application, can encrypt the project to protect the interests (with custom
hardware).

Advanced application, to unlock the locked project to be able to continue access.
Change the display language of the LED Player.

Adjust the rotation Angle of the sky wheel screen.



Menu Order

indino

3u183ngaqg

INQY |0J3U0D |euda3IX]

sjoo)

sd|sH

SD File

MP File
Video File
Copy to Card
Map

LED Map

Cloud Config.

Online Debug

Lamps of addressing

State detection

SD Addressing

Network Diagnostic

Serial Port

DMX

ubP

Cloud

LAN

RDM

Size Converter
Format Converter
Color Converter
Video Converter
Program Converter
Calculator

Notes

Painting

Firmware Update
MADRIX

About LED Player
Software Licensing
Update

Document

Reset Default

Details

Converts the selected program compression into a "*.bin" file that can be read by the
offline controller.

To compress and divide the selected program into multiple segments of specified size.
Convert the program material to.avi/.mp4 video files.

Copy the "*.bin" file to the SD card.

Output the direction indicator diagram of the lamp.

Output lamp position arrangement diagram.

The cloud control configuration file is generated and uploaded to the cloud platform
for download and update.

Debugging the lamp layout on site, judging the connection and transmission status of
lamp layout and signal.

Addressing DMX512 lamps in parallel.

Check the connection status of the EN controller.

Suitable for specific master control, list and save the address and parameters of the
chip, need to output to the SD controller.

The packet loss rate of communication between LED Player and master control was
counted, and the communication situation between software and master control signal
was judged.

Advanced application.

When enabled, LED Player output animation and speed can be controlled through
DMX512 console.

Through UDP protocol, can realize any device control LED Player output animation and
speed.

After the software is bound to the cloud platform, the LED Player software can be
remotely controlled through the cloud platform.

Advanced application.

Advanced application. After LED Player obtains the UID of the driver, it can use the UID
code to query the status of its driver and monitor the current, temperature, setting
DMX address and other information of all drivers in the whole system in real time, so
as to realize the function of "remote device management" and provide a more
convenient method for the maintenance of the project.

Convert effects of different sizes to each other.

Effect files that convert to different formats.

Set the color of the original effect material.

Capture video parts, convert and store them in LED Player native format.

Convert the specified program and store it as LED Player native format.

Call the calculator that opens the computer.

Call to open the computer's notepad.

Call the drawing tool that opens the computer.

Advanced application.

Output the map file which used in the Madrix software.

Displays developer information and copyright information.

Advanced application.

Check and upgrade software versions.

Open our company's official website to get the software operation book.

Restore the default layout of the main screen.



3. MAIN FUNCTIONS AND BASIC OPERATIONS

3.1. ANIMATION PLAYBACK FUNCTION AREA

Controls the playback status of the playback preview area and the display size of the playback screen.

OLO

—
=

r
%

e |

3.2. PLAYLIST

Designation

Play

Pause

Stop

Play progress bar

Adaptive scaling

Amplification
100% showed
Narrow

According to the
proportion

Toggle preview play /

output play

Control synchronous

switch

Switch to real time

control / timing control

Edit Time Playlist

Light point coordinates

o ® [Mm ©, 400%

Comment

Play the animation. In the playback state, select the "Project" -
"Program" - "Window" - "Material" in the "Playlist" to be played, and
the corresponding animation can be played.

Click to pause the playback, click Dagain, the current animation
continues to play. Or switch other nodes to resume playback.

Stop playing the animation. CIickI] again, and replay the animation.
The frame number and time of the animation currently played by the
project, program, window, material list and material. Adjusting the
playback progress bar in the non-synchronous state can jump to play in
real time.

The playback screen adapts to the size of the "play preview area".

Click once, play the screen to increase the display scale.

Restore the size of the playback screen to the item size size display, that
is, the 100% display scale.

Click once to play the screen and reduce the display scale.

Displays the current screen size ratio. The zoom limit is 50% and the
zoom limit is based on the display resolution of the device on which the
LED Player is currently running.

Switch the current play mode. [Preview] edit the preview effect, you can
edit the properties while playing. [Output] real-time control lamp, does
not support real-time editing program list.

Set the same effect and frame speed, connect the external GPS or BTS
device, after activating the synchronization, it can realize the
synchronous playback of multiple devices.

Open this function, enter the timing control state, vice versa for
real-time control. (Offline project does not have this setting.)

Click and enter into the time control set window.

Displays the coordinates of the current mouse pointer.

n u ” u

Set the playback content of the current project. You can choose to switch between “project”, “program”, “window”,

“material list” and “material” for playback, and displays the animation duration / number of frames.

Click the material name enter [Animation Editing] edit materials on the page.

Project composition

Level relationship
Project

Play list

Windows, and Materials / Materials.
Project->Program->Window->(Material list)->Material.
Only one item exists, play it in order. 'S

Add multiple playlists to a project.

A complete project consists of four levels: Project, Program,

Tiay

Playlist Selected: Tiet

Bl A - Playlist 1

[_U_r]‘ (= |E| o Program 1 20.48s
iy

B m Window 1
® Advan..




Show Add programs under the project (up to 100) and play them in
sequence.
Windows Add Windows under a single program (up to 70), which can be
played in multiple Windows simultaneously.
Material list Add a list of fodder (up to 30) to a single window,At the same
time, multiple materials can be added into a single material list
(up to 30), which can be played in sequence.
Material Add material (up to 30) to a single window and play it in
sequence.
*The relationship between the material list and the material: the material list under the program is at the same level as
a single material. At the same time, multiple materials are combined into one material list.

Level Operation

o  Right-click the Item name or the Playlist space to: Playlict 1 0 Nne
O. L. - =/ Add Program
© Add Program Add a program under this item. E Qe —
- Batch Import Select one or more material files and import them into BT wir B  Batch Import Materials
materials the project for use (not in the material list). The = Expand All Prog
. . . = Fold All Programs
supported file formats are avi, mp4, mov, bin, cel, tel, = Expand All Windows
kel, wel, png, jpg, bmp, jpeg, gif. = Fold All Windows
Expand / Fold All Expand/Unfold all programs in the playlist. Import
Programs = Export
Expand / Fold All Expand/Unfold all Windows under the playlist. o tAll Programs(
(@ Anti-Select All Programs
Windows
Import Import the program list.
Export Export the selected program to a specific file.
©  lcon Description:
(]
%‘: E/D Program Enable/Program Disable.
3 Click E E under the playlist to show or hide.
The brightness or gamma value of the program has been set.
@ | Time control command has been list for the program. Click the icon ::""'E:" Ifd
to enter the "Time Control setting" interface. Move To...

Right-click on the name of the program:
Add Window Add a window under this program (default is
project size).

Rename

Horizontal and vertical  Divide all Windows under the program with one

Delete (Delete)

partition window key.
Move Set the sequence in which programs are played.
Copy / Paste / Insert Copy and paste the selected program.

Rename/Delete Rename or delete.



Level Operation
Icon Description: =
. Add Media
7] Window number

=
8’ B  Add Text
so Right-click the window name to: ®  Add Adv Animation
. . . . iy Ad Record
z Add *** Under this window/list for material editing : o
Q
=3 operation. You can add video/material, colorful text, ¥ AddMu
3. . . Add
2 colorful special effects, advanced special effects, g P
é screen recording, flash recording, audio control 88  Add Material List
=z special effects, material list. +
Q
T Split to individual Divide the material in the list into separate programs. ;
o program Q
Move Set the layer relationship for Windows such that e

window 1 overrides window 2. RP"”P :
Copy / Paste / Insert  Copy and paste the selected window. —
Rename / Delete Rename or delete.
Click it to show or hide the check box.

Set the broadcast order of the program.

Expand or Fold the programs and windows.

Jeq sjool

! Optional operations such as importing or exporting the
program list, clearing cache, and selecting programs.

3.3. PLAYBACK PREVIEW AREA

Display the screen size and writing position of the actual project, play the effect of “playlist”. You can list the region of

“multi-screen” window freely.

Play Preview Area

Window 2

Play screen

Window size:

By default, a new window is created based on the project size. The position [ Starting coordinate [ReXIFRLLY
(x,y)Width x height EEYZESTITI

is adjusted as follows:
1. Click the name of the window or click the window in the play screen,

and the window border turns blue.

2. Place the mouse on the edge to stretch directly, supports <Ctrl> key

equal ratio stretching.
7 Multiple windows of different sizes can be list under the same program.



Window location : Align Left

Align To Center

Right-click the window to list the position of the window in multiple

Align Right

alignment modes. I
Align Top Origin ¥-Auxis

You can enter a value in the properties field.

Align Bottom Width

Align Top Left fEnlE

“Red Box” means locked, immovable position. “Locked Location” in

“window properties”is enabled as blue box state, not locked bu default.

Preview of video file playback:

Click the play P button or trigger the <space> key of the keyboard to play
the effect of corresponding program / window / material. (The actual
position selected in the playlist shall prevail.)

Similarly, B or the <space> key of the keyboard can stop playing.

In project properties, you can list whether the mapping mask is enabled.

3.4. PROPERTY SETTING

Display and list properties, including project properties, program properties, window properties, material list properties,

and material properties.

Click different locations in the playlist to view and list properties.

Level Property
Width / Height
Playlist Qty
Play Speed
Show Mapped

Area

109[0.d

Show Image

Loop Mode
Time Control
Display
Multi-color
List Name

Program Qty.

Total Frames

IsijAerd

Total Duration

Name

Enable

Frame Qty
Duration(s)
Play Mode

Video material

weldoud

plays the music
Background
Music

Fade in / Out

Instructions
Size of the playback screen (project cabling).
Total number of playlist.

Set the playback rate of the item.
When enabled, the wired area displays images.

When enabled, it can be previewed when playing,
otherwise the screen is black (it does not affect the
output), which is enabled by default.

Set the project will loop through the playback material.

Set timing control switch animation command.

Toggle the preview display of different channels.

The name of the playlist, can be directly input text setting.

Total number of program.

The total number of frames of all material effects for the
project.

The total duration (in seconds) of all material effects for
the project.

The name of the program, can be directly input text
setting.

Highlight, that is to enable the program.

The number of frames of the program.

The duration of the program (in seconds).

Set up different ways to play the program.

When playing a video, output its audio synchronously.

Set the soundtrack of the material to synchronize the
output music when the video is playing.

Set the entry / exit states of the animation change process.

W Project Property

Project Name

) 25FPS (40.00ms,
Show Mapped Area Only Yes
Show Image Yes
All Loop
[ Close
¥ Al Colors

Loop Mode
Time Control

Display Multicolor

W Playlist Property
List Name Playlist 1
Pragram Qty

Total Frames

Total Duration(s)

¥ Program Property

Name Program 1
Enable [ Enable
Frame Qty

Duration(s)

Play Mode Auto

Video Material Plays Musi[_]
Background Music [l
Fade In O
Fade Out [l

4-Color Disable

5-Color Disable



Level Property

4/5/6-Color
Transition

Music-Control

Music-Control
Type

Static Volume

Highest Speed
Flash

Name

Origin Axis
Width / Height
Play Times

Lock Position

MOPUIM

Mixed Type

Name

Delay Frame of
Entry

Frame Qty.
Adjust Color

Fill Mode

[e1IB1BIA 7 1S1] |eLIS1BIAl

Mixing Type

Recording Area

3.5. STATUS BAR

Instructions
Only be enabled and set under the 4/5/6-channel lighting
fixture.
Set the special effects and time of program cutscenes.
Enable music to control the brightness or speed of the
animation.
Set the sound control mode (only support "frame
extraction" and "speed change 1" offline).

Frame Frame Skip by volume.
Speed 1 Accelerating change by frequency.
Speed 2 Accelerating change by volume.

Brightness Lighten and dim according to the volume.
The decibel value without sound.
The highest speed.
Enable and the animation flashes the specified color at a
set-interval and duration
The name of the window, can be directly input text setting.
The upper-left corner coordinates of the window.
The size of the window.
The number of times the current window animation loops.
Lock the window so that it cannot be moved.
Sets the image effect when multiple Windows overlap.
There are coverage, black transparent, darkening,
lightening, multiply, screen, overlay, soft light, hard light,
vivid light, transparent mask.

The name of the material list / material.
The number of frames of delayed approach.

The frames of material.

Enable it to make the effect file more beautiful.

Set the file display mode, provide none, tile, center, stretch
four options.

Set the material overlay blending material.

Set the location and size of the material file to read.

¥ Program Transition Properties

[ Enable

Gradual

1.5

Apply to checked programs

ic-Control Properties
ontrol [E Enable
Speed Changed 1
0
10
Oclose
Apply to checked programs

¥ Window Property
Window 1

[ Enable

Cover

¥ Property of Material List
Material List Name Group 1

Delay Frame of Entry 0

¥ ltem Property
Material Name 20210608-101824.mp4|
Frame Qty

Adjust Color

Mixing Type

Fill Mode

Recording Area

Recording Area

Display the setting status information of the project. Including displaying the frame speed, hardware information such

as controllers and chips, IP addresses,and enabling the synchronization function.

Frame Speed: 25.00 FPS (40ms)

Properties

Controller Model: EN-508 Chip Model: Extended

Instructions

Frame Speed The frame rate currently list for the project, in frames per second and ms/ frames.

Hardware The data of controller model and chip model list by the project are derived from [Hardware
Information setting].
IP Address IP address of the control signal output network adapter.
GPS/BTS Time It displays the current synchronization time, when the device detects a BTS/GPS module.

10



3.6. EXPORT AND IMPORT THE PROGRAM LIST

To avoid loss or error when copying programs, LED Player supports one-click output and import program list.

Import Programs

@ Insert infront of existing program list

Export Programs &
Program 1
All Program 2

: Program 3
Program 1<Playlis 7
Import g Y N
_ rogram 4
Program 2<Pla

Program 3=

Program 4<

current project size

i[" | importHeight[r ]

Select All Programs

>ct All Prograr

Operation is as follows.

Exporting program List.

1. Select the programs you want to export.

2. Click Export to export the program list and save the *.swpl file in the project file.
Importing program List.

1. Select the programs you want to import.

2. Select whether to keep the original program list.

3. Select the programs you want to import.

11



4. ANIMATION EDITING

Double-click the playlist material or material name list to enter into the animation editor window. It consists of the four

” u » u

major regions of “preview”, “color scroll editor”, “property” and “material editor”.

 Animation Editor - x

Preview: Preview the effects of the footage in real time.
Color Scroll Editor: Set the color of material.
Property: View and set the material properties.
Material Editor: View the material or material list. Specific view a frame animation effect, free to adjust the
playback time and material set overlay style.

4.1. PREVIEW PLAYING

Preview the effects of the footage in real time. The screen size is equal to the window size. In the stopped state, right
mouse click on the screen to adjust the window position. Click [P] to play all the effects of the footage in the edit area
by frame scale. In any playing state, double click on a material in the editing area to play the material in a loop only.

(0,0}
192X 144

Align Left

Align To Center
Align Right
Align Top

Align Bottom

Align Top Left

4.2. MATERIAL SETTING

View and set the material properties. The seven material types refer to "7 MATERIALS".
Click the "Material Name" in the edit area to view the properties. The
seven materials have different attributes.

For materials of "Advanced Special Effects" and "Text", please refer to
"7.3 Advanced Animations" and "7.5 Text" for specific effects production.

imation 1

End Frame

Frame In

v
A
v
v
A
v
a
v
v
A
v
v
v
v

12



4.3. COLOR SCROLL EDITOR

Customize the style and length of the color ribbon and apply it to the [Advanced Animations] and [Text] material.

Color Ribbon The Selected Ribbon
Built-In Single External
Composed of selected - = .
ribbon. u i e §
) = .
HE K1
. I T =
Color Ribbon Template BN =W L

. 3 B
Double click the template to

add into the Color Ribbon.

I I |+

Ribbon Editor % Color
Set the change of the ribbon, Gradient | Linear  ¥| Length [0 v| I oo Operational Key
color ratio, frame number, : 128 frames | © aaa
speed, etc. =
rate built-in template & Alter
@ Provide common built-in ribbon for users to quickly choose.
T Add method:
> 1. Double click the ribbon and directly add it into the "Selected".
2. Click the ribbon, the ribbon is displayed in the "Ribbon Editor",
= Edit it again and then add to the "Selected".
>
(0]
e v Provide professional "color selector", custom monochrome.
—_— >
o oQ .
> = 1. Pullthe [white square] or change the color value to get any
g_" desired color.
S 2. add to the "Selected".
_|
()
3
=R
= uy Store the customized ribbon, easy to reuse, support editing and —
g modification.
2 Click [Generate built-in template] to generate the all edited ribbons
and save in External template.
Right-click the selected ribbon to delete it.
»  Displays edited ribbon. Selected
5 »  Click the number on the right of the ribbon to list the ribbon length W Fipping
(0] Up
E (up to 50000). Down
el : . B : Clear
9 o » Click the top right corner Kto delete the selected ribbon. -
3 » Right click the ribbon to Flip, move, clear, copy, paste and other

operations.
A preview of the total ribbons arranged in the order of the selected

uoqqry
J10j0)

ribbons.
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Custom edit one color ribbon.
Ribbon Bar: Displays the selected ribbon, and pulls the color code
to change the color ratio.
Position of code: Displays the position of the selected color standard as
a percentage. 6 @
Standard Color: Set the selected color code standard color. Position 00

@ @ 0 @ @ O

% Color

Gradient Mode: Provide linear, fixed color two modes, so that the Graciont [ Lnear 7] Length [T v

transition more rich and diverse.
Change length: Set the frame, second display, and length.
Repeat: Append multiple identical currently edited ribbons.

X
S" Generate: Click it to generate the all edited ribbons and save in
I_gn External template.
% The hiding features of ribbon edit bar:
- Color code: Select and press the <> or <->> key to adjust the
position
Click and shows the frame position by blue number.
Double click and shows the RGB value. Set the value by
disk also.
Pull down and delete.
Right click to add, list, average, delete, and empty the
color code.
The mouse stays on and shows the setting window.
Ribbon: Double click to add directly the Selected Ribbon.

The Selected Ribbon: e
= Up / Down: Move the selected ribbon up or down. & Doc
5_ Delete: Delete the selected ribbon from Selected Ribbon. X Delete
S Flipping: Flip the selected ribbon. It Flipping
g Insert: Insert new ribbon before existing ribbon. @ tneert
S Add: Add new ribbon after existing ribbon. 2

G Alter

Alter: Replace the selected ribbon.

4.4. MATERIAL EDITOR

Frames

In the material list, you can view a frame animation of material. Freely adjust the playback time, the overlay style, edit,

set the mixing mode, etc. to produce a rich variety of combination and overlay effects.

" 201 301 401 601 701 801

Material can be operated on:
Icon Function
u Click to move the selected material.
E Click to copy and paste the selected material.
Click to delete the selected material.
Click to show or hide the material.

Right-click material to add Video, Text, Advanced Animation, Picture,

L]
LY
*
]
v
B
-
-

Music Animation, Rotate Text, Clock.

14
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Hidden features:

DelayFrame

Long press the material name: feel free to move the material.

StartFrame

Right click the title bar: set delay frame, start frame, and end frame. 87101824 mpd EndFrame

ced Animation 2

Frame scale: By scaling and moving the frame scale, you can more accurately locate and manipulate the frame number
of the material.

click L and move to scale the size of the frame count scale. The shorterE= E= s, the smaller the frame count
scale will show. The smallest frame can be precisely reduced to one frame.

MoveEZ E= can move a specific frame position near, and view the contents of a frame.

Frames: 1160
Time: 00:00:46
- Hame Thar ation Elend Mode

3 snnstion I

.mpd

R = b 201 201 401

@ Advanced Animation 2

Axis: View the a frame animation.

The operation is as follows:

Move . to locate a certain frame, or input a certain frame into « 0 to digital automatic positioning. And the
animation of the corresponding frame will be seen in the Preview Window.

Priority: During the overall playback, move . and preview. Click 2 atthis time, and it will continue directly from
this frame.

001 051 101 2 2 501

Frame bar: shows the number of frames of the material.

Operation:
Move: Click and move the T———— frame bar, that is, to

change the playing time of the material. Hold down the

<Ctrl> key to move the material, it can automatically

welt (scale is 1).

Editing: When the mouse stays over both ends of C—1, it
will turn into the arrow icon <>. Click it to move the
position of the clip. The white part is the retained —

content, and the gray part is the cut out content. The

values represent the start and end frames. The clipping SRRy i

function affects the actual output. Multiply

Overlay: Free movement of the material position can make the

overlapping parts between the materials form a
superposition. with the blending mode, produce a rich Vi Lig.ght
variety of superposition effect. Transparent Mask

Blend: The color channel blending of the overlay between the
materials produces a variety of variations.
P1 is the material layer 1, P2 is the material layer 2, and P3 is the blend effect of two materials. (R, G, B) values

correspond to the red, green, blue channel values respectively.
Material P1 Material P2

lay B
(255,100,150) (200,150,100} Overlay Blend P3
‘ . A

Options Instructions

Default option to show only its

Cover
own layer.

15



Options

Black
Transpare
nt

Darken

Lighten

Multiply

Screen

Overlay

Soft Light

Hard
Light

Vivid
Light

Instructions

Make the black layer
transparent and hollow out.

After comparing the channels
of the two layers, take the
minimum value.

After comparing the channels
of the two layers, take the max

value.

The product of two values
divided by 255. So when you
mix it with white, you take the
primary color, X times 255/255
is equal to X

Any color and black color filter,
the primary color is not
affected. Filter any color and
white to get white. Filtering
with other colors will produce a
bleaching effect.

If the Next material channel
value is more than 128, the
enhanced version of the filter
mode. Otherwise, the
enhanced version of the
Multiply mode.

If the previous material channel
value exceeds 128, the base
image lights up. If it is below
128, it darkens.

If the previous material channel
value exceeds 128, the filter
mode is executed. Otherwise it
is executed.

If the previous material channel
value exceeds 128, the color
burn mode is executed.
Otherwise it is executed.

Material P1
(255,100,150)

16
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S. PROJECTS

Project Material Mapping Settings Output
New q
Import Project File(.sproj)

Recent Open Project Folder

Open Project Folder

New: Create a new project.
Import: Import an existing project file (.sproj) or a project folder that contains a list folder.
Recently opened: Displays the most recently opened project. Click to open the most recently opened project.
Open project folder: Open the current project folder to view file information.
When the LED Player software is opened for the first time, a new project window will pop up. Or click [New] under
<Project> menu to open it.
Name: Set the name of the project. N Prodest
Width/Height: Size of the item (or size of the mapping). Example

A
Path: The location of the project files.

Project 1
Recent projects: Displays the list of project paths that have been
opened recently. Click to switch them on.

Import: Import other projects.

New Praject

Example: We provides some built-in example projects. And through
which users can better understand how to make LED Player

software more colorful effect.

17



6. MAPPING

Project Material Mapping Settings OCutput Debug External Control

New
Quick Mapping

Import Map(MAP)
Import DXF
Import Form{POSI)

Edit Map

6.1. CREATE A NEW MAP

When special mapping screens (such as N-type mapping, phantom characters, cable-stayed Bridges) need to be applied,

call up the MAP software for drawing. And the project can be imported in real time after mapping is completed. (For
detailed operation, please refer to this manual "MAP TOOLS").
Click the menu [Mapping] - [New] to bring up the MAP software.

6.2. QUICK MAPPING

Regular rectangular wiring, providing 16 kinds of wiring methods commonly used in engineering for fast wiring.
Click [Mapping] - [Quick Mapping] to open the interface.
List according to the screen size of the actual project:
Width/Height: The dimension of the mapping.
Controller model: Only the controller model can be viewed. To
modify the controller, click the menu [Settings] -
[Hardware settings] to set.

Drive pixel: lists the number of drive points for a single port.
Direction: 16 kinds of conventional S and Z routing mode
can be selected.
As shown in the "Wire distribution description"
below. Applicable to regular screens only.
Preview: Intuitively see the size of the mapping, direction,

each port with the drive points, etc.

Mouse operation hide function:

Up/down rolling wheel to zoom in / out the mapping preview.

Press on the right button to move the location of the mapping preview.
Wire distribution description:

Vertical Level
left down Left up Right down Right up Left down Left up Right down Right up
S type nf ] mn n = = € E
N type N “ 1 N Yy Z Z S

Width is 6 points.

rAIHEEEN
E HE
-
-
- 1 1 1 0 0

-
-

5

=

=

=4

.

|Applicable regular type

1807

>
O

sjurtod

Inapplicable type
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Examples of mapping:
Project Size Driver Pixels
] ] Width: 60 points (6 sections * 10 pieces) ]
10 pieces 1M tubes, 6 sections per meter . . 60 pixels
Height: 1 points (1 M tube)
Width: 5 points (5 lines)

5 lines, 6 pieces 1M 8 sections tubes of each line . ) ) ) 240 pixels
Height: 48 points (8 sections *6 pieces)

6.3. IMPROT THE MAPPING.DAT FILE

Import the “MAP.dat” file drawn by MAP software.
Click "Mapping" - "Import Map" to open.

i -
EDIT MAP Made
MAP_TEMP
RGE :> ) LEDin |:> I B I
SET B Positxt | MAP.ini
=] Settings.xml || nsysdata.dat
=] SETUP.xml

6.4. IMPROT THE DXF FILE

Read the DXF file, and enter the MAP cabling software. Import and convert it into points that can be recognized by the
LED Player accordingly.
Click [Mapping] - [Import DXF] to open. DXF import conditions need to be list before import.

&5 Open X
« A » ThisPC » Desktop » CADfile v [¢] Search CAD file

Organize *  New folder = O @

~ [ This PC " Name Date modified Type

J 3D Objects 5 l.dif 10/19/2021 9:20 AM DXF File
[ Desktop
%] Documents
:> J Downloads
B Music
=] Pictures
8 Videos
‘s system (C)

mmEimen (WY e e

File name: | 1.dxf vI (".dxf;) I ~

Open Cancel

6.5. IMPORT THE FORM FILE (POSI.TXT)

Advanced application, special mapping, list by our company.

6.6. EDIT THE MAPPING BY MAP SOFTWARE

Jump into the MAP software to edit the current cabling.

Click [Mapping] - [Edit Map] to jump into the Map Software.

No matter the previous routing was done with MAP software or with quick routing, you can edit the mapping diagram
again after open MAP software.
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7. MATERIAL

Project

Material

Mapping Settings Qutput Debug External Control RDM Tool Help

.. B Test Animation 1

Built-In Animation

B0s *

Screen Record

v':—m ]
5@

F  Flash Record

]

¥ Audio Control

7.1. THE PROPERTY OF MATERIAL

Property
Mapped area
Display Scale
Animation
Style

Speed

Name

Origin Axis
(Coordinate)

Width /
Height
Frames Qty.
Begin / End
Frame

Frame In/

Out
Play Type

Mixed type

Mirror Mode

Transition
Color
Capture Axis
(Coordinate)

Capture Size
Fill Mode

4/5-Channel

Animation

Grayscale

Instructions

Public property, for the "material preview window" setting. S

¥ Preview

Sets the display scale to adjust the size of the preview.
Chooses different effects style.

Show Mapped Area Only
Display
¥ Basic Property

Sets the playback speed of the effect. The larger the number, Name
the faster the speed. the general default is 1 and the effect is

the most smooth.

Origin X-Axis
Origin Y-Axis
. . . . Width
Displays and modifies the name of the current animation. el
Displays and modifies the starting coordinates of the preview Frame Qty

. Begin Frame
screen where the current footage is located. It can also be o —
changed by moving material in the stopped state. Frame In

Frame Out

Displays and sets the size of the footage. It can also be changed
by moving material in the stopped state.
Displays the number of frames of the current animation.

e Duration

fideo Pla pe
Sets the start and end frame order of the footage. el

Sets the input and output frame sequence for the footage. e

Recording Area

Sets the number of times the effect appears to play. Fill Mode

. ¥ Cl el imatic ¢
The color channel blending of the overlay between the Channel Animation Pr

4-Channel Animation

materials produces a variety of variations. The mixed result
refer to “MATERIAL EDITOR”.

Set animations according to different mirroring modes,

5-Channel Animation

including None, Horizontal Mirroring, Vertical Mirroring,
Quadrangle Mirroring, and Copy.

Background color before or after effect appears

Displays and sets the starting coordinate of the animation
intercept.

Displays and sets the effect size for intercepting retention.

Set the file display mode, provide none, tile, center, stretch four
options.

Only be enabled and set under the 4/5/6-channel lighting
fixture.

After channel parameters are enabled, grayscale RGB ratio
parameters can be adjusted.The larger the parameter, the closer
the color to gray.The smaller the parameter, the closer the color
is to black.
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file:///D:/Program%20Files%20(x86)/Youdao/Dict/8.9.6.0/resultui/html/index.html
file:///D:/Program%20Files%20(x86)/Youdao/Dict/8.9.6.0/resultui/html/index.html

7.2. THE TEST AND BUILT-IN ANIMATIONS

Generate 14 set of test effects and 96 set of built-in effects for easy invocation.

00 T 0 6 00T 0

0 A 0 o 8100 o
e I 7 o ) i X
i
mEE

T @ Al Confirm
T r———

Generate: Click the menu [Material] - [Test Animations] / [Built-in Animations] to open the selection
box. Click the image of the corresponding animations to select ([Inverse] or [All] can be used).
Click [OK], the material is previewed and generated in project RGB
Import to the playlist: Method 1: Right-click [Project] - select [Import Programs] and select what you want in the

project's RGB folder.
Method 2: right-click “Windows” / "materials”, select [Add Media], and select what you want
in the project's RGB folder.

[Monochromatic output]: Click to see 96 set of pattern animations, convert the selected animations into

monochromatic output. Select the color to be transformed and click [build].
After successfully importing the material to Play-List, double-click the material name to enter the Animation Edit
interface. Set the material again in the "Properties Settings". Refer to “THE PROPERTY OF MATERIAL".

7.3. INPUT VIDEO AND PICTURE

Input video or picture, and store to the specified RGB folder.

Supports "AVI, MP4, MOV" video format import, and "BMP, JPG, JPEG, GIF, PNG" image format import.
Two ways to open.

Method 1: In the "Playlist", right-click “Window” and select [Add Media] to pop the record window.
Method 2: In the "Playlist", right-click "Material Group" and select [Add Media] to pop the record window.
If the same program needs to play more than one HD video at the same time, it is recommended to use a

high-performance computer with a memory of 8GB or above.
Set the material again in the "Properties Settings". Refer to “THE PROPERTY OF MATERIAL".

7.4. ADVANCED ANIMATION

Users set their own special animations mode and other material properties, call ribbon editing, editing patterns at will.

Two ways to open.

Method 1: In the "Playlist", right-click “Window” and select [Add Adv Animation] to enter the "Animation Edit"
interface.

Method 2: In the "Playlist", right-click "Material Group" and select [Add Adv Animation] to enter the "Animation Edit"
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interface.

i Animation Editor

Ribbon editing: customize the style and length of the ribbon, and change the color of the material of advanced special
effects in real time. Refer to "COLOR SCROLL EDITOR".

The "Properties Settings" of material refer to “THE PROPERTY OF MATERIAL”.

7.5. THE SCREEN RECORDING AND THE FLASH RECORDING

Easily capture images played on a computer, convert it to the LED Player format and store it in the specified RGB folder.

Two ways to open.

Method 1: In the "Playlist", right-click “Window” and select [Screen Record] to pop the record window.

Method 2: In the "Playlist", right-click "Material Group" and select [Screen Record] to pop the record window.

Function

Manual
Record
Mode

Auto
Fixed Time /
Frame

Style
DIV

Horizontal /
Vertical
Width /

Height

Window X/Y

Hide
Reset
Start

Sto
State P

00:00/0

Instructions
Click "Start F10" and "Stop F11" to record
the animation.
Record the animation for a specified time.
Record the animation of specified number
of time / frames.
Set animations according to different
mirroring modes, including None,
Horizontal Mirroring, Vertical Mirroring,
Quadrangle Mirroring, and Copy.
On the basis of setting mirror mode, copy
again horizontally or vertically.

Sets the size of the screenshot window.

Displays and modifies the starting
coordinates of the preview screen where
the current footage is located.

Tick to hide the screenshot window.

Click to reset the window size and position.
Click to start recording animation.

Click to stop recording.

Displays the total time and frames of the
recorded effect.
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7.6. TEXT

Set text output to the playback screen, call ribbon editing, editing patterns at will.

Two ways to open.

Method 1: In the "Playlist", right-click “Window” and select [Text] / [Rotate Text] to pop the record window.

Ribbon editing: customize the style and length of the ribbon, and change the color of the material of advanced special

Il Editor

effects in real time. Refer to "COLOR SCROLL EDITOR".

Property

Input box

Property

Format

Animation

Display

Special
Effect

Instructions

Enter the text shown on the screen.

The "Properties Settings" of material refer to “THE PROPERTY OF

MATERIAL”.

Font
Space

Stretch
Color Speed
Color Style
Enter / Exit
Mode

Enter / Exit
Time

Hold Time
Orientation
Text Inverse

Mirror
Offset

Special Effect
Border Size /

Color

Shade Color /
Alpha / Offset

Radius

Set the font according to system font library.

Sets the spacing between text or between lines of
text.

Stretch font size horizontally.

Sets the speed at which text fills the gradient.
Sets the direction of ribbon filling.

The direction in which the text moves into the
scene.

The time in which the text moves into the scene.

Sets the duration of the text in the scene.

Sets the way of the word.

The order in which text content appears.

The text appears after mirroring.

The font position is offset horizontally/vertically in
the playback screen area.

Design text bold and shadow.

The width / color of the text stroke.

Color / Alpha / Offset of the text shadow.

Sets the font distance from the center point.
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¥ Format
Text
Font
Size
Bold

Italic

Enter Mode
Enter Tim
Hold Tim
Exit M

Exit Time(s)

¥ Display Mode

tion

Mirror
Horizontal Offset

Vertical Offset

)

Adva

Microsoft Sans Seri

40
[ Close
[ Close
0

0

Method 2: In the "Playlist", right-click "Material Group" and select [Text] / [Rotate Text] to pop the record window.

A
v
A
v
A
v
A
v
A
v

v
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7.7. AUDIO CONTROL ANIMATION (ON-LINE)

Add and design the audio control animation.

Two ways to open.

Method 1: In the "Playlist", right-click “Window” and select [Music Animation] to pop the record window.
Method 2: In the "Playlist", right-click "Material Group" and select [Music Animation] to pop the record window.

Ribbon editing: customize the style and length of the ribbon, and change the color of the material of advanced special
effects in real time. Refer to "COLOR SCROLL EDITOR".

The "Properties Settings" of material refer to “THE PROPERTY OF MATERIAL”.

There are 6 animations for choose. The computer needs to enable the "sound card" and plays music. Led player will

display the animation only when the audio control data is read.

= Spectrum Pillar Spectrum Wave Beat Lines
Q
3
(0]
Music Animation Style
Style Music Animation Style S Music Animation Style  Beat Lines
Column Width Column Width Magnification 05
10
Max Amplitu 1
Attenuation rad C 1
2 Sharp Corner
Upward Horizontal
Horizontal O
1
Audic Data Type Real-ti
Grid O Halo transparency
Particle
Circle
= Colorful Circles Rectangle Scan
Q
3
(0]

Colorful C

Beat Polygons Rectangle Scan

Magnification 0.35 0.6 Si 05

20

Qty 22
Movi e 1

50
Medium
[Anti-Aliasing [ Enable
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7.8. THE CLOCK ON-LINE

Read the computer time and present it as a clock, Only applicable to software real-time control projects.

Two ways to open.
Method 1: In the "Playlist", right-click “Window” and select [Clock] to pop the record window.
Method 2: In the "Playlist", right-click "Material Group" and select [Clock] to pop the record window.

7
M

r ]
'Fllll'l

Blend llode

The "Properties Settings" of material refer to “THE PROPERTY OF MATERIAL”.
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8. SETTINGS

8.1. HARDWARE SETTINGS

View and list controller, chip, output Ha -
and other hardware parameters,

»

Controller1[TV1804][RGE]

also includes network setting and Controlera(Tv 1208 RGE)
. . ‘Controller3[TM 1804][RGB]

output SD files and other options, Contrallera T 04 RG]
. . Controller5[TM1804] [RGE]
convenient for users to list all Controllro TN 6041RGE]
. . . Controller7[TM1804] [RGB]
information in one step. e

Cl. k [ tt. ] [H d ] t ‘Controllera[TM 18041 [RGB]

ick [settings ardware] to open ——
. Controller11[TM1804][RGE]

the window.

Controller12[TM1804][RGE]

Controller13[TV1804][RGE]

Controller14[TV 1804][RGE]

ate 700K

‘Controller1S5[TM1804] [RGB]

‘Controller16[TM 18041 [RGB]

Controller17[TM1804][RGE]

Controller18[TM1804][RGE]

Controller19[TV 1804][RGE]

IP Settings

Controller20[TV 1804][RGE]

Controller21[TV1804][RGE]

Controll 18041 [RGB]

Controller23[TM1804][RGB] =
]

8.1.1. PROJECT SETTINGS

View and list the width and height of the project (the width and height of the mapping).

If you have used MAP cabling software or quick cabling, this is read-only and you cannot modify the width and height of
the project.

8.1.2. CONTROLLER SETTINGS
View and list controller type, model and drive pixels each port.

Main Controller | SN Series Main Controller SN-310

Slave Controller | EN-508 Driven Pixel ¥

Port Oty: M Enable ROM

Support master control and sub-control:

Series Main controller Slave Controller
PC series PC EN-401., EN-402. EN-408. EN-508, EN-608
MP series MP-210 EN-401, EN-402. EN-408. EN-508, EN-608
MP-260 EN-401., EN-402. EN-408. EN-508, EN-608
MP-380 EN-401, EN-402., EN-408. EN-508. EN-608
SN series SN-500 EN-401, EN-402, EN-408. EN-508
SN-510 EN-401, EN-402., EN-408. EN-508
SN-410 EN-401, EN-402., EN-408. EN-508
MQ series MQ-300 EN-401, EN-402, EN-408. EN-508
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Series

SY series

SW series

LoRa Series

Main controller Slave Controller
SY-302

SY-408

SY-418

SY-322

SY-324

SY-328

SY-202

SY-204

SY-208

SW-301

LM-100 LR-101, LR-418

Driver points: lists the driver points of the single output of the project. The default value is 1024.

Only view cabling items in the MAP cabling software and need to access the MAP software to modify the items.

EN-608 controller does not support status detection, IP setting, controller replication, project encryption functions.

8.1.3. CHIP SETTINGS

Select the PCB type and gray according to the projects.
Gray level combined with the chips and the project needs
to be list. Generally the higher the gray level, the more
delicate the color, but the main control of each road can

take less points.

Chip list:
Manufacturer
Ssskway (SW)

Titan (TM)

Szucs (UCS)

Sunmoon (SM)

Genesis (GS)
Hichips (Hi)
Worldsemi (WS)
Leixin (LX)
Teralane (TLS)
DMS (P)

Jercio (XT)
MXW

(QED)

Others

Common

Chip Type | TM1804

Channel Qty| 3-Channel

Grayscale

Baud Rate | 700K

Chip
SW-D
TM1804, TM512AD, TM512AC0, TM512AC2, TM512AC3, TM512AC4, TM512AB3, TM512AL1,
TM1809, TM1812, TM1814, TM1913, TM1914/TM1914A, TM1914(Test Main Channel),
TM1914(Test Slave Channel), TM1934D, TM1803
UCS512A, UCS512B, UCS512C, UCS512C4, UCS512CN, UCS512D, UCS512EH, UCS1903N,
UCS1903B, UCS1904, UCS1909(B), UCS1912, UCS2903, UCS2904(B), UCS2909, UCS2912,
UCS5603A, UCS5603B, UCS8903, UCS8904, UCS8912
DMX512AP, SM16511, SM16512, SM16520(P), SM17512P, SM17500P, SM17522P, SM16500P,
SM16703P, SM16709P, SM16712P, SM16704PB, SM16714P, SM16813(P), SM16823, SM16824,
SM18522P, SM18522PH
GS8512, GS8206, GS8205, GS8219, GS8513, GS8515
Hi512A0, Hi512A4, Hi512A6, Hi512D, Hi512E
WS2811, WS2812, WS2818
LX1003, LX3203
TLS3001
P9883
XT1506S
MT1809C, MT1806, MT1815
QED512P
BS0815, BS0825, BS0825(18mA), LPD1889, BS0901, GW6312
Standard DMX (250K), Extended DMX (500K)
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8.1.4. NETWORK
8.1.4 Network setting

Set the output net card, refer to “ETHERNET SETTINGS”..

8.1.5. OUTPUT SETTINGS

Set the effective output level and channel order.
PCB level: Default is high. Do not suggest changing the option by

customer.

Channel Sequence: Select the correct color for the specific channel.
Controller This is advanced function. Please don’t change the
advanced setting: setting arbitrarily, otherwise, it would cause the system

out of control.

Before setting, please consult our technical.

8.1.6. ADVANCED SETTING
In the same system, user can set the ID of
controllers (item of controllers should be
the same), PCB type and R/G/B Channel.
(One controller only drive one type of
lighting.)

Click the small button [«] on the left of the

setting window to bring it up.

This is advanced function. Please don’t
change the setting arbitrarily, otherwise, it
would cause the system out of control.

Before setting, please consult our technical.

8.2. SOFTWARE SETTINGS

Set the software parameters of the project, including
basic setting, display scale, network setting, audio

control setting, more setting, etc.

Controller! [TM1804][RGE]

[a]
S
Ex
g
g
E

ettings

Controller2[TM1804][RGE]
Controller3[TM1804][RGE]
Controller4[TV 1804][RGE]
Controllers[TM1804][RGE]
Controllers[TM 1804][RGE]
Controller7[TM1804][RGB]
Controller8[TM1804][RGE]
Controllera[TM1804][RGE]
Controller10[TV1804][RGE]
Controller11[TV1804][RGE]
Controller12[TV1804][RGB]
Controller!3[TM1804][RGB]
Controllert4[TV1804][RGB]
Controller15[TM1804][RGB]
Controller16[TV1804][RGE]
Controller17[TM1804][RGE]
Controller18[TV1804][RGE]
Controller19[TV 1804][RGB]
Controller20[TM1804][RGB]
Controller21[TM1804][RGE]

Controller22[TM1804][RGB]

Default Format

M Shutdown

M Reboot
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PCB Level High

Main Controller | S s Main Controller | SN-510 v
Controller E Driven Pixel v

M Enable RDM

PCE Level | High

Channel Sequence

Broadcast

Ceomsr |

Network

M Autoplay when starting Windor
M Auto update when find new

W Player status monitor

M Program Buffer

M New program plays video music by def:



8.2.1. SOFTWARE BASIC SETTING
Animation: Display and set the format of animation.

Audio Control
Settings

Timed Switch: Set computer shutdown or restart instruction, only
access to the computer's project support.

Default Format

M Player status monitor

Note: if set the time of Shutdown / Restart at the same time, the .
computer will not automatically restart after shutdown. M ew program plays video musc by def
Autoplay when starting Windows: Once checked, the LED Player will

be turned on automatically after the computer is logged into the

system.
Note: Need to list computer to minimum security.
Auto update when find new version: After checking, the LED Player

will be automatically detected and upgraded in the network.
Player’s status monitor: After checking, the running state of LED

Player will be monitored regularly.

Program Buffer: Converting a program to a buffer file specific to the
LED Player can significantly improve playback performance.(If the
parameters cannot be checked, please conduct project mapping
first.)When ticked and buffering is completed, Vv will appear in the
lower left corner of the program icon and automatically start playing;
Unchecked, play the program directly.

Plays video music by default: After checking, "Video Material Plays

Music" will be enabled by default for subsequent imported video
programs, and the original video sound effects will be played
automatically.

Note:

1. Since changing the content of the program needs to be buffered
again, please try to turn this function on after setting the playlist.
2. "Brightness" is invalid for buffered files.

3. If the effect files are replaced in the RGB folder, it is necessary to
manually restart the software and re-buffer it.

4. When the project on the disk space less than 2G, can not be
buffered.

Property Expand Mode: Set how the properties interface should be
displayed.

8.2.2. DISPLAY SETTINGS

Adjust the size of the playing area according to needs. Generally,
the software will adjust automatically according to installation.
The player will show the enlargement times of points and the
display points distance. The unit is Pixel.

Points distance in level=level distance-level points width.
Vertical points distance=vertical distance-vertical points height.

O Normal @ Acceleration
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8.2.3. ETHERNET SETTINGS

Only be used in Ethernet PC on-line controller. You can realize synchronization playing effects via cables connected to

computer and controller. The operation below.

1. Make sure the computer with network card with cable sort. Connect computer to controller via cables.

Check the network: computer (right click) — Properties — Device Manager — Network adapters

A o
% Manage
Map network drive
Disconnect network drive...
Create shortcut
Delete

Rename

2. Select network card.

”~ (e
9 » Control Panel »
File Edit View Tools Help

Control Panel Home
B Remote settings

# System protection

% Advanced system settings

=4 Device Manager

File Action View Help

=m0 8

4 g% Shan-PC
1% Computer

gl §is]

- Disk drives
&, Display adapters
0% Human Interface Devices
¢ IDE ATA/ATAPI controllers
< Keyboards
ﬂ Mice and other pointing devices
K Monitors
4 &% Network adapters
‘ &* Realtek PCle FE Family Controller
7Y Ports (COM & LPT)
B Processors

& Sound, video and game controllers

{8 System devices
@ Universal Serial Bus controllers

Software - Remind frame (if the software doesn’t get the network card, this frame will pop.) — Confirm - Ethernet
Setting - Single network card (network card set as “Realtek RTL8139/810x Family Fast Ethernet NIC”) - Save to

close.

External Control RDM

Settings

Output Debug

Hardware
Software
Controller

Software Settings

Basic

MNetCard

8.2.4. AUDIO CONTROL SETTINGS
1. Audio control port setting of player.

Tool

Help

a. Open the player, and click the [Settings] - [Software].

Softw;

MNetwork

udio)
i (] ) Audio)
2 Microphone (Realtek(R) Audio)

Audic

Fade-in(s)

Fade-out(s)

b. Select [Audio Control Settings] to choose stereo mixing for N/A,

Realtek High Definition Audio.

Microphone = sound control
Stereo mix = sound control

Note: if there is no stereophonic mix in the option, On the other hand: open the control panel — sound — recording —
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press the right mouse button in the blank — make a “display of disabled devices” \/—»right button selection after stereo
mixing, after opening the music player, next to the stereo mixing, appear green is success.

vl s s Control Panel » Hardware and Sound 9 Sound 2 Sound %

Windows Administrative Too| Playback Recordng  Sounds Communications Playback Recording Sounds  Communications
5 - = Devices and Printe  suea s recoring sevce betow o moaty s setings: Select a recording device below to modify its settings:
Windows Defender Security “ar Add a device Advan
i mic
Change Windows To G g. Realtek Audio
Windows Ease of Access Ready
AutoPlay
Windaws PowerShell Change default settings A
Windows System | T ac DETault DEvIce
QIS Set as Default Communication Device
"'~ Command Prompt \fgip Power Options ¥ Show Disabled Devices
% Change battery settings | oS +  Show Disconnected Devices
Control Panel Change when the comp _ | SR .
Properties
= ir
P File Explorer %. Window,
= Adjust con 8 8 a
_ Right Click First =
B Run =F Infrared Configure SetDefault |[¥ | Properties
=~ Send orreceive afile | Cancel Apply

Left Click

2. Play music in the computer, the music effects will show in the play area.
3.1t will show the volume data if automatic switched with picture/music animation is enable. And if the volume is less

than the setting, it will play the picture animations.

8.2.5. MORE - CHIP ANIMATION DELAY
If one project uses several PCB Types of lighting fixtures which

Audio Control
Settinas

drived by several controllers, then the effect would play

Chip Animation Delay

incontinuous caused by its IC difference. In this moment, user
can manual set the delay time for the specific IC which to ——
obtain sync effect.

Note: After select this function, effects in the lightings would

be N frame delay when compared to the effects in LED Player,

but the effects in lightings are continuous.

8.3. THE ADVANCED SETUP OF CONTROLLER

Controller replication, port replication, list controller channel sequence, SN controller partition, etc.
Click [setting] - [Controller Advanced setting] to open the interface.

8.3.1. CONTROLLER REPLICATION
Copy and use the data from the other controller to simplify LED Player design animation.

Click [setting] - [Controller Advanced setting] - [Controller Duplicate] to open the interface.
New Slave Set the number of controllers that need to be poe——

copied . Copy Port Centroller Channel

New Controller Add the maximum ID in the project. It will be
starting from 6, if there are 5 controller in the
wiring.

Copy Controller Only for copying the ID in the wiring. 1to 5 is
valid if there are 5 controller in the wiring.

Controller Qty: 1 &

Controller 49 Controller 1
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8.3.2. PORT REPLICATION

We can specify either port to copy data from other ports.
Click [setting] - [Controller Advanced setting] - [Port Replication] to Sopy Centieller eoitiellar G
open the interface.

Controller 1 &
C

For PC control system, click “Save” to copy the port.

For SD card controller system, ports cannot be copied. Animation
should be generated to bin file first. Only insert the SD card with the
new bin file to controller, controller could be in a normal operation.

Select the controller and the port that need to be copied.
[ conollerto |+

1 Al @ Inv

k2

8.3.3. THE CHANNEL SETTING OF SHIP

Set the channel color of chip.

Click [setting] - [Controller Advanced setting] - [Controller
Channel] to open the window.

The selected controller / port can be set in channel order.

If single point/single port setting is required, refer to "COM AND
POINT PARAMETER ADJUSTMENT".

8.3.4. ASSIGN SN CONTROLLER

Sets the number of intelligent control master control slave
controls. Beymy Gt Copy Part Gontroller Channel
Click [setting] - [Controller Advanced setting] - [SN Controller S
Partition] to open the interface.
Operation: B
1. list the total console number, click [+ increase] / [x delete], No:3(20)
or click the small triangle A/Y on the right of "the number of
consoles", you can increase or decrease the total control
number.

2. Divide control ID3 and ID4 to connect to the third master
controller. After selecting the third master controller, click ID3

and ID4. The same goes for other operations.
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8.4. COM AND POINT PARAMETER ADJUSTMENT

Adjust the brightness and channel

COM And Point Parameter Adjustment

sequence of the single pixel / port.
Click [setting] - [Com and Point
Parameter Adjustment] to open

ontroller 1[5-Channel]

the window.

—Channel]
roller 13[5-Channel]
roller 14[5-Channel]

roller 15[5-Channel]

8.5. THE CHIP SETTINGS

Some LED driver chips have built-in feature setting, you can specify the controller / port to list different chip
parameters.

Click [settings] - [Chip] to open the window.

Different chips have different characteristic setting, including power on, current, forwarding, etc.

The white font on the interface indicates that it can be list. And while the gray font indicates that it can not be list, as if
this parameter setting is not supported for some chips with no characteristics.

Note: for advanced applications, please do not list it at will to avoid abnormal engineering output. Or list up, first
consult our technical personnel.

B Controller1 [TM1804][3-Chan...
ontroller2[TM1804][3-Chan...
troller3TM1804][3-Chan...
trollerd[TM1804][3-Chan...
ControllerS[TM1804][3-Chan...
6[TM1804][3-Chan...
7[TM1804][3-Chan...
troller8[TM1804][3-Chan...
9[TM1804][3-Chan...
Controller10[TM1804][3-Cha...
11[TM1804]]
troller12[TM1804]|
Controller13[TM1804]
troller14[TiVI1804]]

troller 16[TM1804]|

|

|

| |

||

|

n

n

]

]

]

]

]

]

| troller15[TM1804][:
|

| troller17[TM1804][3-Cha...
= .

n
| |
n
n
n
]
]
]
]
-
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8.6. START UP

Select a different mode to start running the LED Player.

Click [setting]- [Start Play] to open it. In the drop-down menu that pops up, tick the desired way to run the software.

Settings Cutput Debug External Control RDM Tool

Hardware Pr
Software
Controller

¥ Project Property

Width
COM And Point Parameter Adjustment ight
Chip

Start Play
Synchronization
Program Color Adjust
Global Color Adjust

gram Qty
Autoplay When Start Windows
Detect Player Status

U-Disk Change File
Video Capture

Normal Start

Auto Play

Play Realtime Desktop

Brightness

Encrypt Project
Unlock Project

Time Control Editing
Language

Boot Mode
Auto play when
start windows
Detect player
status
U disk for files

Instructions
After selection, software would auto run once open the computer.

After checking, open the LED Player to automatically monitor the status of the Player.

After selection, please run the LED Player and insert the U Disk that contain a SET of RGB folder.

When the LED Player read the SET or RGB folder of the U Disk, the animation in the LED Player would
stop to play and the LED Player will copy the SET or RGB folder of the U Disk to itself. When the new
animation are copied completed, the computer would reboot, then the LED Player would run the
new animation. It is suggested to copy the original SET and RGB folder before select this option.
Normally, “Change File with U Disk” work with “Auto Play”, especially, when the host computer
doesn’t connect with a monitor. (It would be convenience to change animation or project setting.)

Normal start After select “Normal”, the

Material  Mapping

display window would not
show effect when open the
software in the next time.

Settings  Output  Debug  Extemal Control  RDM  Tool

del: SN-500 + EN-508 Chip Model: UC

Auto Play After select “Auto Play”, effects

5 LED Player 3

Material

Mapping

would be auto play when open
the software in the next time.

Frame Speed: 25.00 25 (40ms)

Settings  Output  Debug  Extemal Control  RDM  Tool

1P Address: N/A
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Boot Mode Instructions
Play Realtime After select “Real-time Play”, il S e Do) Eie o RO et
Desktop capture window will auto open
when run the software in the
next time, then the effect in
the capture window will show
in the software.

8.7. ADJUST THE SYNCHRONIZATION TIME

Adjust the synchronization time difference.
Click [setting] -[Synchronization ] to open the interface for setting. The setting is valid in real time.

BTS Time Offset Adjust

BTS Time Offs
(unit: rr

8.8. COLOR ADJUST

8.8.1. PROGRAM COLOR ADJUST
The brightness gamma of color can be list uniformly on the selected material to make the effect file more beautiful.
Turn this feature on in “Material Properties” - “Tune”. Adjust the material, the material name will be blue.
Click [settings] - [Program Color Adjust] to open it.
Program Color Adjust
O Common Adjust ® Curve Adjust

|

ced Anima

@ Common Adjust O Curve Adjust

s
2 |

Common Adjust: Adjust brightness and gamma by dragging
Curve Adjust: A total of four nodes of curve adjustment can be adjusted. Click the node in the figure and drag it for

adjustment, or click [«<-][* ] [—][ ¥ ] for fine tuning.
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8.8.2. GLOBAL COLOR ADJUST

Sets and converts the color of the animation file

Click [setting] - [Global Color Adjust] to open it.

Can adjust the brightness and GAMMA according to the actual
situation of the lighting fixtures. The on-line control system is

Global Color Adjust

Red
Green
Blue

[output] in real time and effective. And the SD card intelligent White
control system needs to synthesize SD.bin and replace the SD Al
card files. Red

Green 10
Blue
White 10

All

8.9. VIDEO CAPTURE

With Video Capture method, Animation, video or interaction in BN Output  Debug

1920x1080 high resolutions can be captured or output to the
Device, then the multi-devices can show synchronous effect or
continuous effect.

Click [Settings] - [Video capture] to open the setup window.

Hardware

Software

Controller

COM And Point Parameter Adjustment
Chip

Start Play

Synchronization

Program Color Adjust

Global Color Adjust
Video Capture

CONNECTION DIAGRAM:

Pc (Signal source;
without Video Capture card

Pc (Device 1}
with Video Capture card ~ EN-408/EN-508

[ o]le =seseoeoesess]||=o] (O |0 oo

£ 1y TREEE 77 SERRER

DVI-D cable 3m DVID cable netting twine  netting twine 100m
Only for TC540N1 of TCHD Digital Video 3m 100m

DVI Splitter EN-408/EN-508

netting twine 100m

Pc (Device 2}
with Video Capture card ~ EN-408/EN-508

DVI cable:
Please use the high quality cable. and it must within 3m.

EN-408/EN-508

Brand: Yellowknife, Samzhe. | oD [ |

Netting twine: =

Unshielded Twisted Paired, and it must within 100m. T ? ?? %%?%%%?% ?? ?%%%?%%%
It need to connect fiber receiver if the transmission

distance is over 100m. DVI-D cable netting twine  netting twine 100m netting twine 100m

3m 100m
Operation:

1. Please install “CODECS1.1.0.xxx.exe” and “DRIVER.QP0203.xxxx.exe” to the PC that have installed Video Capture card.
After install the controls, please restart the PC.

2. After restart the PC, please inspect the Video Capture Card if in a proper installation. (The below settings are
operated in WIN10-64bit.)

1) Right click “This PC” and select “Manage” to
open the “Computer Management”.

2) Check the device: QP0203 PCI will be found in the Device
Manager, and there is nothing unusual with it.

a A Computer Management
Wil (e Open File Action View Help
Pin to Quick access s rmE Hm B kEXE
) Manage

@ Mice and other pointing devices
8 Monitors

P Network adapters

i Ports (COM & LPT)

= Print queues

@ Computer Management (Local
v [f} System Tools

(® Task Scheduler

{8 Event Viewer

# Shared Folders

Pin to Start

Map network drive...

Disconnect network drive...

& Local Users and Groups = Printers
Create shortcut A3) Performance D Processors
Delete [ Sensors
R v 5 Storage 1 Software devices
== Disk Management w W Sound, video and game controllers
Properties F4 Services and Applications

i| Realtek High Definition Audio
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3. Click [Settings] - [Video capture] to open the setup window.
Video Capture Width / Height: the width / height to read the signal source.
In the initial used, the value is defaulted to be the size of LED
Player.
Suggestion: The size ratio should be in proper setting; otherwise
Height |70 the effect would be distorted.
X/ Y: the initial position in the top left corner in horizontal to read
the signal source. The default setting for the initial used is
(0,0).

Disable

4. Click [Play], then play area would show signal source effect.

PC (signal source) support the format of video, picture and animation, etc. and multi-device can receive the image from
signal source automatically and display it synchronously.

5. Please make sure the resolution of signal source (without connected the computer monitors) is the same as the

resolution of the video card.

A. Right click the desktop in B. Select [Display]. C. Select [Resolution]. (Normally, the computer will
the PC (signal source) and self-adapt its own resolution.) Click “Maintain
select [Intel® Graphics Display Scaling” (When without “Maintain Display
Settings]. Scaling”, please select other resolution that support

it.) Click [Apply] to confirm.

Miew % . ® Display
]
Refresh “ General Settings Select Display

Display L

Color Settings Digital Display VA2249 Series v
Dacte S Multiple Displays Resokution
) Intel® Graphics Settings D W Custom Resolutions @
& SVN Checkout... Vide P Refresh Rate
# TortoiseSVN > 60p Hz v
New b3 Scaling

b .| ¥ Maintain Display scaling
=1 Display settings - —
il Personalize Select Profile

Current Settings v

8.10. TIMING BRIGHTNESS TASK

Set the output brightness value of the online control item in the specified time.
Click [setting] - [Brightness] to open the setup window.

Operation:
1. Click [+ Add] / [x Delete] to add or delete the current e
time list.

2.  Click the time to manually enter/click the setting.

3. Drag © to adjust the overall brightness value..
check "Enable" that is effective, the lighting fixtures
in the specified time can be corresponding to change.

5. Click [Output] in the main interface to play, you can
see the output effect of timing adjust of brightness.

Note: The setup are only valid for online control items.
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8.11. SETTING OF TIME CONTROL

Set a specific effect to be played at a specific time.
Click [Property settings] - [Program Properties] - [Time Control]E to open the setup window.

Edit Time Control List

All lists(1) Name Time control list1 State B ]

Time control list1 Program

Selected Programs Optional Programs

Time Periods

Sunday Monday Tuesday... 00:00:00 ~ 23:59:59 [}

| | Program 1

£ W Playlist 1

i’ | | Program 1
i

t | | Program 2

ated Date @ Vearly @ Monthly O Weekly

-

00:00:00 N _ PR = i - ) -
a3 Select All | Inverse Clear

Confirm

/ E Click to add a new list. / Click to delete selected list.
Click to move the list position.
ﬂ Click to copy selected list.
State Enable or disable the list.
+Add Click to add a new time information,
Date Set the time, Offers year, month, day, festival and other options
Program Select the program to be broadcast at this time, Supports select all, inverse, and clear operations.
Confirm  Click to save the setup.
Enable program timing control:

Finishing the setup, click M change to @, Time Control [E Enable

When the setting finished in PC system, click [l to become E® in order to activate time control list. Click to run the
effects in time control list only.

When the list is well set in SD card system, please just merge the SD.BIN file and copy it into SD card.

The priority: Program ranking determines the ranking of time control list, that is, it represents the actual priority of time
control. The higher the ranking, the higher the priority.

Quantitative Restrictions: For SD card timing controller, maximum number of time control list will be 100 as well, but 10

types of effects can be set in each list.

8.12. COLOR SETTING FOR THE FORTH CHANNEL

When the project lists the four-channel chip, the output effect of the fourth channel is list in the main interface
[Program Properties] - [Four Color Mode] (both offline and online are supported). You can select the four-color display

from "project properties" - "four-color display mode" to view the effect.

4-Color

¥ Program Transition Properties

Enabled

H72,255,78,0

¥ Music-Control Properties

Fill Light 02
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I.G.: Divide the screen into 3 areas. And set 3 color fixing areas, area 1 is red (255,0,0), area 2 is white (255,255,255),
area 3 is green (72,255,78). Grayscale formula: Gray=R*0.299+G*0.587+B*0.114 as shown:

OPTION
Disable

Energy Saving 01

Energy Saving 02

Fill Light 01

Fill Light 02

Basic 01

Basic 02

Basic 03

Basic 04

White Light

Animation

Lighting

Special 01

Same Gray Light

Fixed White Light

4-Color Mix

EXPLAIN

All channels are original color.

If RGB exceeds the set value,
RGB is light off and W takes the
average value. (The standard
value is 0.)

If RGB exceeds the set value,
RGB is light off and W takes the
gray value. (The standard value
is0.)

W takes the average value of
RGB.

If the light of RGB is insufficient
(grayscale value is less than
120), W shall be compensated
according to the graying
formula.

If two values in R, G and B are
not the same, W is the
minimum value in RGB.

If two values in R, G and B are
not the same, W is the
maximum value in RGB.

If two values in R, G and B are
not the same (only need two of
them to be different), W is the
average value in RGB.

Only when RGB is equal, and W
is equal to RGB too. Then RGB is
light off.

W is the gray value of RGB, and
RGB is light off.

Only W is bright, and the W
value is specified externally

When RGB is greater than the
specified value, all channels will
be bright. W is the gray
value.(Standard value is 0.)

W is equal to RGB only if RGB
values are equal.

RGB keeps the same, and W
takes a specified value.

RGB keeps the same, and W
takes the gray value.

CHANNEL 1st 2nd 3rd

Area 1:
Area 2:
Area 3:

The RGB of area 2 is equal, so it is light off.
Area 1:
Area 2:
Area 3:
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Area 1:
Area 2:
Area 3:

Area 1:
Area 2:
Area 3:

Area 1:
Area 2:
Area 3:

Area 1:
Area 2:
Area 3:

Area 1:
Area 2:
Area 3:

Area 1:
Area 2:
Area 3:

Area 1:
Area 2:
Area 3:

Area 1:
Area 2:
Area 3:

Area 1:
Area 2:
Area 3:

Area 1:
Area 2:
Area 3:

Area 1:
Area 2:
Area 3:

Area 1:
Area 2:
Area 3:

Area 1:
Area 2:
Area 3:

255,0,0
255, 255, 255
72,255,78

0,0,0
0,0,0
0,0,0

0,0,0
0,0,0
0,0,0

255,0,0
255, 255, 255
72,255,78

255,0,0
255, 255, 255
72,255,78

255,0,0
255, 255, 255
72,255,78

255,0,0
255, 255, 255
72,255,78

255,0,0
255, 255, 255
72,255,78

255,0,0
255, 255, 255
0,0,0

0,0,0
0,0,0
0,0,0

0,0,0
0,0,0
0,0,0

255,0,0
255, 255, 255
72,255,78

255,0,0
255, 255, 255
72,255,78

255,0,0
255, 255, 255
72,255,78

255,0,0
255, 255, 255
72,255,78

CHANNEL 4t (Area 1,2,3)

Areal: O
Area2: O
Area3: O
Areal: 85
Area2: 255
Area3: 135
Areal: 76
Area2: 255
Area3: 180
Areal: 85
Area 2: 255
Area3: 135

Only the area 1 is compensated as
it is insufficient.

Areal: 76
Area2: O
Area3: O
Areal: O
Area2: O
Area3: 72

As R ofthearea2 =G, so Wis 0.

Areal: 255
Area2: O
Area3: 255

As R ofthearea2 =G, so Wis 0.

Areal: 85
Area2: O
Area3: 135
Areal: O
Area2: 255
Area3: O
Areal: 76
Area2: 255
Area3: 180
Areal: 100
Area2: 100
Area3: 100
Areal: 76
Area2: 255
Area3: 180
Areal: O
Area2: 255
Area3: O
Areal: 100
Area2: 100
Area3: 100
Areal: 76
Area2: 255
Area3: 180




OPTION EXPLAIN CHANNEL 1st 2nd 3rd CHANNEL 4th (Area 1,2,3)
4-Color Semi Mix IfR* G *B >0, W takes the gray Areal: 255,0,0 - Areal: 0

value. Area 2: 255, 255, 255 Area2: 255
Area 3: 72,255,78 Area3: 180
High Light W takes the maximum value in Areal: 255,0,0 Areal: 255
RGB. Area 2: 255,255, 255 Area2: 255
Area 3: 72,255,78 Area3: 255
Low Light W takes the minimum value in Areal: 255,0,0 Areal: O
RGB Area 2: 255,255, 255 Area2: 255
Area3: 72,255,78 Area3: 72
Designated W is specified to be equal to Areal: 255,0,0 Specify as R
Channel one of the RGB. Area 2: 255, 255, 255 Areal: 255
Area 3: 72,255,78 Area 2: 255
Area3: 72
All Color Needed Work only if RGB values are Areal: 0,0,0 Areal: O
bigger. Area 2: 255, 255, 255 Area 2: 255
Area 3: 72,255,78 Area3: 180
All Color Custom RGBW are designated external. Be 100. Be 100.
Areal: 100, 100, 100 Areal: 100
Area2: 100, 100, 100 Area2: 100
Area 3: 100, 100, 100 Area3: 100
All Color Disabled ' RGBW set 0. RGB Both are 0 Areal: O
Areal: 0,0,0 Area2: O
Area2: 0,0,0 Area3: O

Area3: 0,0,0

8.13. LANGUAGE

Language

Traditional Chinese(Z%E2rsr
English

8.14. PROJECT ENCRYPTION

Encrypt the project to protect the project. This option is an advance application. If need more requirement, please
contact our technical. In this option, the encrypted projects and the unencrypted projects cannot be used universally. If
need us to program effects, please send the SET folder to us for arrangement.
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9. OUTPUT

Project Material Mapping Settings Output Debug

SD
MP

. . Video File
B A-Play 117.08s(Including transiti

B g =L @ Program 1
if] Map

LED Map

Copy To Card

Animation 1

Cloud Config

=

9.1. OUTPUT SD FILE

Generates SD.bin/N5.bin format effect file that the intelligent control controller can read. This file is encrypted which
cannot open and modify directly.
Click [Output] - [SD File] to open the interface.

Options instructions

Select Please ¥ the required effect under status of playing effect Output SD Files By Program

and then convert into recording effect. The quantity of
= oAl

merged files must be less than 96 pieces.

¥ Program 2<Playlist 1>

Add Tests When the SD file is output, the selected effect is also
output (default in front of all program list).
Refer to "Testing Effects".

Addressing / It is applicable to the controller that supports one-key code
Chip Settings writing. When the controller list by the project supports
corresponding functions with the chip, it can be checked
and output to the SD card. The controller using this SD card
can address the lamp or write parameters by entering the

write code interface.

This function is an advanced application and will not be
described in detail here.

9.2. OUTPUT MP FILE

Read the effect and cut it into multiple effects of the same or different size to save in the specified folder.
Click [Output] - [MP File] to open the window.

New Open the video file which is needed to transfer.
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Output Click and jump in the Output MP file window refer to “OUTPUT MP FILE”.
File Name Show the video file routes which is reading.
File Info. Video size  Show the size of playing video.
Frame Count Length of video.
Record Settings = Set the starting / ending point of effect which needs to be converted; or move i:] to set the point.
Information Display the width, height, position name and coordinates of the recording edit
Area Settings box, and support stretching in the preview box by hand with the mouse.
Add / Delete Add or delete recording areas.
Width/height Set the size of recording area.
Record Range X/Y Set the location of recording area.

Path Generate effect file in RGB specified location.

9.3. VIDEO FILE

Select the animation file of the software, and output the video converted into AVI format.
Click [Output] - [Video File] to output.

Qutput Media

Program 1<Playlist 1=

% Program 2<Playlist 1>

Output Path  |C:\l
UHD 2500000 bps

YUV420P

9.4. COPY THE SD FILE

Copy the SD.bin /N5.bin file into SD Card. Click [Output] - [SD] and copy the file into SD card according to hints.

Output Debug External Control  RDM  Tool Help @ Click “SD” of “Output” in LED Player.
50 (1) () select the program need to output.
Qutput SD Files By Program @ Click ”Output”_
Al

Program 1

Program 2 @

Program 3
Program 4

Program 5

Add Test Animation

@ Output

9.5. OUTPUT THE MAP

Output engineering installation and pixel map.
Click [Output] - [Map] or [LED Map], and the diagrams are save in the project folder.
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9.6. CLOUD CONFIGURATION

The cloud control configuration file is generated and uploaded to the cloud platform for download and update.
Click [Output] - [Cloud Config] to open the window and Select the required configuration information.

B COM And Point Farameter Adjustment

LK

|:> RGE

SET

| ﬂ cloud config.zip I

L
= CustomColors.xml

Output
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10. DEBUG

Material Mapping Settings Output Debug External Control RDM

Online Debug
)+
117.08s(Including transition 115.56s)

WP Program 1 M 20485 ~

10.1. ONLINE DEBUGGING

In the on-line control project, debug the lighting fixtures on site and judge the connection and transmission status of

the lamps and signals.
Click [Debug] - [Online Debug] to open the interface.

Online Debug

Color Test

B All Controller -~ Common Test

Whole Color Test v

100
100
100

100

B fold H Expand

10.2. ADDRESSING

10.2.1. ADDRESS OPERATION
Access the controller correctly and open LED Player. Click [Debug] - [Address] to open the interface.
After setting the chip address drove by the controller, click "Address All Controllers" to save address data into

controllers.

Chip Gty

e

Controller1[Offlin Chip1 [Address:0]

Chip Type
Controller2[Offlin Chip2 [Address:

= A Channel Oty
Controller3[Offlin Chip3 [Adc ;

Controller4[Offlinel... Address Mode | Common Address

ControllerS[Offline
Advanced Address

ontroller6[Offlin
Address Mode | Postpone A

Segment 1

Controll

Controller9[Offline]... Quick Addi

ontroller10[Offlin... Chip10 [Addr.

Mode | Postpone Address

ntroller11[Offlin... Chip11 [Addr

Controller12[Offlin... p12 [Addr
Segment

Controller13[0fflin... p13 [Addr,

ntroller14[0flin... Chip14 [Addr Address All Controllers

Controller15[Offlin... Chip15 [Addr
Controller16[Offlin... Chip16 [Addr:
Controller17[Offlin... Chip17 [Addr:
ntroller18[Offlin... Chip18 [Addr
ntroller19[Oflin... p19 [Addr.
Controller20[Offin... C 0 [Addres
M Light

& Inverse (g Inverse
Address All Controllers
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aJempleH

S3uIN3S ssaJppy diyd

uoliedl|ddy ssaippy

dn-1y3n

Controller

Chip

Online Debug
Chip Oty.

Chip Type
Channel Qty.
Address Mode
Address Mode

Address

Segment

Address All
Controllers
Advanced
Address

Check it and click
can be seen in the

Shows the number of controllers in the project.

[Online] Indicates that the controller is connected properly.

[Offline] Indicates that the controller will not be able to address the lighting fixtures.
[Forbidden] Indicates that the driven chip is not DMX. It can be set at “Hardware” of
“Settings”.

Shows the number of chips and address information. Maximum 960 chips per port.

If the chip address is beyond the actual wiring of project, the selected chip will not "light

up".
Click and jump into the One Debug interface.
The number of single drive points set by Hardware Settings.
The chip set by Hardware Settings.
The channel set by Hardware Settings.
“Common Address” and “Auto-Increment”
“Unselect”, “Postpone Address”, “Use Same Address”.
Unselect: When saving the current chip address parameter, the address of

others will not change accordingly.
Postpone Address: When saving the current chip address parameter, the subsequent
will automatically change according to the original channel value.
Use Same Address: When saving the current chip address parameter, all chips are set
the same address.
Set the selected chip address. The chip list will be updated automatically after it is fill in
the address.
Note, Please do not fill in the value exceeding total chips to avoid abnormal output.
Sets the number of pixels driven by the selected chip. The chip list is automatically
updated after it be selected the number of segments.
Send the address parameters to all controllers.

Apply Checked Controller: Click to save the address parameter of the checked
controllers.
Address Current Port: Click to address the lighting fixture of current port.
Address Current Controller: Click to address the lighting fixture of current controllers.
Address Checked Controller: Click to address the lighting fixture of the checked
controllers.
Address All Controllers: Click to address the lighting fixture of all controllers. It
would be addressed correctly if the controller is offline.
the chip under a port. The chip will light up RGB (of RGBW). And the location of this chip

LED Player preview area.

Please ensure that the data of LED Player is consistent with the address of the actual lighting fixture.

(It is recommende

d that the luminaire be addressed once before lighting up.)

10.2.2. UCCESSFULLY ADDRESSED AND SET PARAMETERS

Byte + No signal + No Self-Channel

L Addressed . Current parameter .
Chi Lighting color signal Setting
P after power on  First Other First Other First Other First Other

chip chip chip chip chip chip chip chip

UCS512A White Blue Blue - - - - - -

UCS512A1 White Blue Blue - - - - - -

UCS512A2 White Blue Blue - - - - - -

UCS512B3 White Blue Blue - - - - - -
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Chip

UCS512C

UCS512C0
UCS512C3
UCS512C4
UCS512CN
UCS512D

UCS512E0
UCS512EH

UCS512G4

UCS512G6

DMX512AP
SM16512
SM16511
SM16520
SM16500
SM17500
SM17512
SM17522
SM18522P
SM18522PH
SW-D
Hi512A4
Hi512A6
Hi512A0
Hi512D
Hi512E
TM512AB3
TM512AL1
TM512AC0
TM512AC2
TM512AC3
TM512AC4
TM512AD
GS8512
GS8513
GS8515

Lighting color
after power on

Custom
Custom
Custom
Custom
Custom
Custom

Custom

Custom

Custom

Custom
Custom

Custom

Custom

Custom

White
White
Custom
Blue
Blue
Blue
Custom
Red+Cyan
Red+Cyan

Addressed

First

chip
White
White
White
White
Yellow
Yellow
Yellow

Yellow

Yellow

Yellow
(Or custom)

White
Green
Green
Green
Red
Red
Red
Red
Red
Red
Yellow
Red
Red
White
Red
Red
Blue
Blue
White
White
White
White
Yellow
Red
Red
Red

Other

chip
White
White
White
White
White
White
White
White

White

White
(Or custom)

White
Green
Green
Green
Green
Green
Green
Green
Green
Green
Green
Green
Green
White
Green
Green
Blue
Blue
White
White
White
White
White
Cyan
Cyan
Cyan

Byte + No signal + No

signal
First
chip

Red
Red
Yellow
Yellow
Yellow

Yellow

White
(Or custom)
White
(Or custom)

Red
Red
Blue
Red
Red
Red

Red_
Red
White
Green

Green

Yellow
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Other
chip

Red
Red
Power on
Power on
Power on

Power on

White
(Or custom)
White
(Or custom)

Power on
Power on
Blue
Blue
Blue
Blue
Green
Green
White
Green

Green

Power on

Current parameter

First Other
chip chip
Yellow Red
Yellow Red
White White
White White
Red Yellow
Red Yellow
Red Yellow
Red Yellow
Green Green
Green Green
Yellow Red

Self-Channel

Setting
First Other
chip chip
Yellow Green
Yellow Green
Red Purple



10.3. CHECK ON-LINE STATUS OF CONTROLLERS

Check the connection status of the EN controller. Hardware Check
Click [Debug] - [Check Status] to open the setup window.
Click "Check" to automatically detect the state of controllers. Detection mode: © ARP
The hardware that is properly connected is displayed in green. At the
same time, the network segment of the computer network card is
detected. If an invalid network segment is detected, the system
prompts you to set a network adapter.

Note: Please confirm whether the IP of the computer has been set to
the static IP address "2.0.0.98". Ciztiellsgeg 20 e

Controller 6 {2.0.0.106)

10.4. NETWORK DIAGNOSIS

Check the network status between computer and EN controller. Network diagnosis
Click [Debug] - [Network Diagnosis] to check. D TC"EB':Scket
The lower the packet loss rate, the higher the communication quality. 10000
Note: Please confirm whether the IP of the computer has been set to 10000
the static IP address "2.0.0.98". ' 10000

10000

10000

10000

10000
10000

10000
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@ Online search

Lost Packet
Qty
10000

10000
10000
10000
10000
10000
10000
10000

10000

Lost Packet
Rate
100.00%

100.00%

100.00%
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100.00%




11. EXTERNAL CONTROL

Settings Output Debug External Control RDM Tool

DMX
UDP
Cloud

11.1. CONTROL DMX512 CONSOLE

(With our customized hardware) When enabled, LED Player External control
output animation and speed can be controlled through DMX512 Cloud Contre! up? Conrel

Disable ort v

console.
Click [External Control] - [DMX] to open the interface and set the

channel corresponding function of DMX console. A

Brightness | N/A

11.2. UDP CONTROL

Through UDP protocol, can realize any device control LED Player output animation and speed.
Click [External Control] - [UDP] to open the interface and set.

Requirements:

1. All equipment should be in the same LAN.

2. Only one host can be configured on a LAN.

3. One device can only enable two LED players at the same time.

4. The number of frames and files of the effect need to be consistent.

xternal control xternal control

Cloud Control Cloud Control DM Control

Disable Disable

@ UDP Access Device © UDP Control Device

O UDP Access Device @ UDP Control Device

N/A
6454

ot

11.3. CLOUD CONTROL

After the software is bound to the cloud platform, the LED DM Cartrol UG Cantrol
Player software can be remotely controlled through the e T O

cloud platform. Disable ¥ | Network Status: Cloud Not Connected
Network Line 2

Click [External Control] - [Cloud] to open the interface and
set.

Apply Binding

Only when enabled can the software be controlled by the
cloud platform.

The server shall be selected according to the information
provided by our company.

Enter the verification code provided by the cloud platform e ||
DeicoName [ ]

in the verification code. Click "Apply binding" to link.
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12. TOOLS

Material Mapping Settings Qutput Debug External Control RDM Tool Help
Size Converter
cted: Flaylist 1 Format Converter
Color Converter

117.08s(Including transition 115.56s)
Video Conversion

= n Program 1 [ 20.48s ~

: Program Conversion
B m Window 1 -

EI Advanced Animation 1 Calculator

Notes
Painting

=¥ > | Program 2 96.60s
g m Window 1
2 58 Group 1 Firmware Update

® Advanced Animation 1 MADRIX

12.1. CONVERTING THE SIZE OF ANIMATION

Convert effects of different sizes to each other.

Click "Tools" - "Size Conversion" to open the convert window.

Note: Apply to *.cel/.yel/.mel file only, *.bin/.yin/.min will become messy code after transformation.
If the effect in *.bin/.yin/.min format requires to convert the size, please convert the effect file from
* bin/.yin/.min to *.cel/.yel/.mel by the player, then convert the size of effect.

Initial Width It shows the effects’ width on initial player. FilS SE=iCanwersion [ < |
Initial Height It shows the effects’ height on initial player. Tnitial ¥idth meeta it G

Final Width It shows the effects’ width on the modified player. ol M el Heiee

Final Height It shows the effects’ height on the modified player. g;; giei::m 82:::10."

Location The effects moved location after transfer. i ey A £ s (s Aty P B e

If the video file size is from small to big, Hlloese emoert s frmet ciffets G ol Bel famad St

no matter what location chose, fon
the effects will be the same.

Open Click it, select the effects need to transfer. Open confirm. the effects automatically save to current
RGB folder and rename it to “CTC**.cel”.

If need to transfer in large quantity, please multi-choose to transfer in the open dialogue.

Original width / Height ~ The width / height of the original effect

Convert

file. Originel width [192 Original Height
Changed width / Height  The width / height of the changed effect Changed Width Changed Height
file.
Position The effects moved location after transfer. O @ ® Top Leit ® Top Right
If the video file size is from small to big, O Nore ® Bottom Left ® Botiom Right

no matter what location chose,

the effects will be the same.
Open Click it and select the file to convert.

Convert Click it, the effects automatically save to

current RGB folder and rename it to
“CTC**.cel”.
Tips: When doing this transfer in the 64W*64H player, please change the Final Width and Final Height to 32. Then copy
the effects named first letter CTC***.cel in the RGB folder of the 64W*64H player into RGB folder of the
32W*32H player.
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12.2. CONVERTING THE FORMAT OF ANIMATION

Effect files that convert to different formats. Be used in the different files format transfer.
Click "Tools" - "Format Conversion" to open the convert window.

¥¢ Which application is suitable? Fommat Converter
No relations with connection and PCB, the. cel file can be used good in the
same size player. The PCB and Size of New Player is the same as the Old
Player except the wire distribution. We can change the effects of the old

player to. cel format. Generally, it is. cel, but .bin is special format.

12.3. CONVERTING THE COLOR OF ANIMATION

Removes and converts a color of the animation file.

Click “Tools” - “Color Conversion” to open the convert window.
Converted mode: The five conversion processing methods are shown in p———
the table below.

Different conversion methods, color processing results

are not consistent.

Color: Select a color in INICHTNENN B o clickO
(drag)ilf T o select a color.

Open: Click “Open” to select the effect file that you want to
change the color of (multiple options are supported).

Convert: Click and the new effect will be automatically renamed
. RGB

and stored in in the project folder.
List of conversion modes:
Conversion Modes Instructions
Gray Scale The effect color after transformation will become corresponding single color grayscale
according to ratio of original effect colors.
Solid Color Except pure black, the color selected would be changed to 100% other color.
Color Rate  Except pure black, the color selected would be changed to other color in proportion.
Color Remove Remove specific color in one animation.

Channel Color Remove Remove red or green or blue at random.

12.4. CONVERTING THE VEDIO

Read and record the converted imported video.
Click “Tools” - “Video Conversion” to open the convert window.

Note:

Converted effect files support
RGB 3 channels only, the 4th
channel is not supported.

Only support the video formats in
MJPEG, MPEG4, XVID and H264.
Please try to use lossless video
for reading and converting.
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Function Instruction

New Open the video file which is needed to transfer.
Save Click it and save automatically the video file into RGB folder.
Output Click and jump in the Output MP file window refer to “OUTPUT MP FILE”".

File Name Show the video file routes which is reading.
Video size Show the size of playing video.
Original Speed Read the speed of video automatically.
Frame Count Length of video.

File Info.

Video Scale Scale the video in proportion.

Duration Set the starting / ending point of effect which needs to be converted; or move l'] to set the point.

Convert (FPS) Change the value to make the converted effect faster or slower.
Generate Video Noise Filter out the redundant video noise, and the default noise is 10.
Quickly generate The generated effect file is specified at RGB.
Width/height Set the size of recording area.

Record Range X/Y Set the location of recording area.
Reset Click it and the record area will be restored to the initial setting.
Capture You can stretch the screenshot window at will. Press the Ctrl key and stretch the screenshot
window window at the same time to achieve the same proportion of stretching

12.5. CONVERTING THE PROGRAM

Output the program in the project to the LED Player format and store it in |k ulak
the specified RGB folder. L

M Program 1<Playlist 1=

Click "Tools" - "Program Conversion" to open the convert window. B brogram 2<Plagist 1
1. Check the program you want to convert.
2. Select the format want to convert.

3. Click “Convert” and start to save the new file in the RGB folder.

Format After

12.6. THE CALCULATOR, NOTES AND PAINTING

Call open the computer's calculator, notepad, drawing tools, convenient for users to use.
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13. HELP

Material Mapping Settings Cutput Debug External Control RDM Tool Help
About LED Player
Software Licensing
Update
Document

g |

B m Window 1

Reset Default

13.1. ABOUT LED PLAYER

Display the LED Player version, and the copyright of software.

X

_/

.: LED Player 3

Version: LED Player 3.2.5.1
All Rights Reserved: Jiangmen Seekway Technology Limited

http://led.seekway.cn

13.2. SOFTWARE LICENSING

Advanced software application permissions.

13.3. UPDATE

Detect software version and support online update.

13.4. HELP DOCUMENTS

Jump to our official website, and download the LED Player manual.
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14. MAP TOOL

Apply to irregular arrangement projects such as colorful character, cable-stayed bridge, 3D sphere and etc.

hl Port No.

Cabling

Start Mo.

Template - Delegate Dots

10 15 20 25
M :
1 1
1 1
1 1
1 1
1 1
1

54
case 1: N style Case 2: Pattern style Case 3: Text style
2 Auto Save Interval(Minute}| 1 - Nl e 4 4 Grid Size |20 - ] an we. Show Port Wiring Setting [ color Setting )
j 7/ H P j\ §\ Zoom to matching screen Main No. Start From One |:| Loca Setting D Model Setting -
N Ot =S Zolgm ZSET Grid |:| Solid Circle |:| Unlinked Dots Setting D Help RECH
File Edit Scale View Windows Check
File New, Open, Save.
Edit Undo and Redo.
Scale Zoom in or out the map. User can input value in the Grid Size to adjust the mapping size.
Click “Zoom to matching screen”, a complete mapping would display in the screen.
View Display of grid in editing area, display of all number and main number of lighting fixture.
Windows Software view setting.

mapping settin

8

Loca setting

Unlinked Dots
setting

Color setting

Model setting

Help

Select to display information bar, pop up information bar of mapping setting.
Select it, controller No, port No, dot gty. Other options can be list “mapping
setting” could be also open by double clicking the dot in the mapping.

It can check and alter the Controller (C) x, Port (P) y, Dot (D) z. And the
information shows #x-y in the mapping area.

Select it, LED gty in each line segment can be revised. “Loca setting” could be
also open by double clicking the line that does not snap to the grid.

Select it, the dots that haven’t be connected can be shown or hided.
“Unlinked Dots” window could be also open by double clicking the dots in the
mapping haven’t been connected.

Select “select”, dots that haven’t be connected can be shown.

Select “skip”, dots that haven’t be connected would be hidden.

Select it, the “Color setting” window will pop up. Color of dot and connection
line can be list. After double click the color setting window, color disk will pop
up. User can select the color for the corresponding pot.

Select it, the “Model setting” window will pop up.

Please refer to provided videos for operation or refer to the Model Chapter.

Select it, the “Help” window will pop up. It is still under development.

Check After the mapping is completed, click “Check” and to verify if the information from the prompt is

correct.

Unlinked dots0
1 Linked Dots12000
Ports165
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14.2. TOOLS

Control No. |1

PortNo. |1
Cabling  ReCabling
‘ Template - Template - | StartNo. |1

Cabling

Insertdots | Dot Color + || width 0
snap to gria Height 0
‘ Reduction “

= ||| M copy | copyasmoder
||| & cut | combineinto biock

“jvm Combine into loca
J

Explode black of loca 1 Start Dot [1
> | Enapot)1

Manual
. Change by input

Clipboard

+ | [ change tocation

Change line direction

|
J

14.2.1. SELECT

r

Rotate

Select, Select All and Deselect All. Select the dot matrix needs to be modified and get ready for further operations like

copy, cut, paste, delete, etc.

14.2.2. CABLING

Set the position of LED and its layout. The initial position of the dot is the cable-in position of the lighting.

Mode Figure

1. Select Single Line in
Cabling Template.

. Single Line
1 | 5 Vertical

= | 5 Horizontal

aur 9|duls

M Vertical

z

X | N Horizontal

1. Select S Vertical in
Cabling Template.

. | Single Line
1[5 Vertical

= | 5 Horizontal

[BI1LIBA S

M | N Vertical

X | N Horizontal

1. Select S Horizontal in
Cabling Template.

. | single Line
1l | 5 Vertical

= 5 Horizontal

Z

M Vertical

|eIUOZIIOH S

X | NHorizontal

1. Select N Vertical in
Cabling Template.

. | single Line
1l | 5 Vertical

= | 5 Horizontal

|edlldaA N

Z

M Vertical

X | NHorizontal

1. Select N Horizontal in
Cabling Template.

. | single Line
1l | 5 Vertical

= | 5 Horizontal

Z

M Vertical

|eluozIIoH N

X N Horizontal

2. Move the cursors to any one bank

grid, left click the mouse and drag
it to required dot matrix.

2. Move the cursors to any one bank

grid, left click the mouse and drag
it to bottom right.

REDCHEIN,
ROSSONOI
T
‘bk‘
e
R KT T
CICICIC

<

2. Move the cursors to any one bank

grid, left click the mouse and drag
it to bottom right.

e-‘-‘-‘
RS
S
e
Lo

2. Move the cursors to any one bank

grid, left click the mouse and drag
it to bottom right.

CONNONNG
ERERTERE
TR
[P
NI AT

2. Move the cursors to any one bank

grid, left click the mouse and drag
it to bottom right.

O Vi
——

SR
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3. Drag to (W8, H5) and release the
mouse, the wiring layout will be
width is 8, height is 5.

3. Drag to (W8, H5) and release the
mouse, the wiring layout will be
width is 8, height is 5.

ZEsstee
CEESaaEy

e
N N, N N N N ¢

3. Drag to (W8, H5) and release the
mouse, the wiring layout will be
width is 8, height is 5.

[

NONONHON,
SRR
bbb

(]

4} 4’ 4} 4} 4} 4} 4}
0.40.4.40.9.9.90.49
YOUUUUUY
3. Drag to (W8, H5) and release the

mouse, the wiring layout will be
width is 8, height is 5.

[oooccec)
B
R

S e
N N N N N N 1



Port No.

Start No.
Delegate Dots

Port
Insert Dots

Cabling

Snap to grid

Dot Color

Set the number of the port. If the dot capacity has reach maximum when under mapping, the
dot capacity would be updated automatically.

After mapping, user can set the serial number and select “Port”. Left click the blank to confirm
the initial position of dot, loose the mouse to reset a new port.

First number of lamp in cabling. It can input manual.

It is used for the dot without in the grid. The line will be made the number of dot that are
Delegate Dots.
Enter the required number in Port No. and select it, then click dot that needs to be modified.

Insert dots Regard as insert dot.

J‘| [ | PortNo 1 = |7 I Insert dots I J_I = | Port Ho. B < |7 T
. I Start No. 29 ,I Cabling || Start Mo, 24 B Cabling
Cabling s = Po = Cabling B
Template - | Delegate Dots |20 - Snap to arid ||l ke v|| Delegate Dots|20 : Snap to grid
Cabling

Cabling

[ Insert dots |f the number of additional dots is the same as existed dot, it cannot be inserted.
It is selected as default option, draw the dots with lines. When unselect it, draw the dots
without lines. (Do the mapping for the dots that haven’t been connected.)

MU [prettett A ""“ﬂ ! [Select S Horizontal Cabling to draw 8*5 dots.
|| start No. 1 B
b 2 | P @ smaptogna (@ Drag the cursors to select the dot.
3\ | single Line £t (2) Drag the cursors to (W4, H3), release the mouse to
-5 vertica 10 2 | 14 | 16 o ]
| 2 s Horizontal ~ finish cabling.
N N vertical

< | N Horizontal

When unselect it, the dot may not be in the grid. When enter a number in Delegate Dots with
single line cabling, all the lines will be made with the number of dots set in delegate dots.

Select Single Line in Cabling Template.

@ Enter a number in Delegate Dots.
@ Drag the cursors to one position, then release the

mouse and finish cabling.

\ Port No. 1 - |7¢ V] Insert dots Dot Color ~

|| start No. 1 = V] Cabling ‘

CaanQ - -
Hemplate - IDeIegate Dots|20 = ] Snap to gnnl

Cabling |

Select one part of dots, click dot color to change the color for dots.

14.2.3. REGULAR CABLING AND SELECT
Input number to list the dot gty in width and length.

Click Select / Cabling Template, enter the numbers in width and height, click the corresponding position to list the dot

number.

The size of the mapping can be used in conjunction with [Cabling Template].

Note: It must be valid when the data of Width/Height is greater than one.

For cabling. For select.
R A [t Bt RN vt I8 S o fovenll ot
Tf,:;"'a:f. Delegate Dots|20 =l " | B snap to gria ‘ Reduction S verse Tf;s.“azf. Delegate Dots|20 | P | @ snanto gra ‘ Reduction
Step-1 Cabling J|Requiar cabling and select| St ;!ﬂm | Cabling || Regular Cabling and select|
[} 8 10 12 14 15 18 20 22 24 E 2 4 6 8 10 12 14 18 18 20 22 24
i
A | [/ Step 3 ok 1 1
De] DD | sicps
OG0 : 0|
Q0 X
OO ) 6 ol el

[¥5,H5]
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14.2.4. DISTANCE
According to the actual distance between two lightings, input the distance value to make an actual layout, so as the

animation in a proper scale. Select “Cabling Template” and input value to make a distance between each dot.

Note: the size of the width and length has included the dot distance.

Port No,

T
l-l " || start No.

Cabling ||

Template ~|| Delegate Dots|20

Port No. 1

1)

Start No, 1
Cabling _—
Template -|| Delegate Dots|20

1 B Insert dots

1 — Cabling
Port
Snap to grid |

Dot Color ~ || width|0 Distance X|2 Width 16 Distance X 2

B I—/ Insert dots | Dot Color ~
Cabling
ot Snap to grid | |
Cabling |

Height|0 Distance ¥|3
Reduction i

Cabling J|Regular Cabling and smm]\

Distance ¥|3 Height|13

Reduction I
Regular Cabling and Select||

Distance Distance

10

15 20 25 30 35 40 10 15 20 25 30 35 40

o
AL N

!Distance Xis 2. \

Distance X is 2.
w1 6,H13]

16,H1

The size of wiring = dot size + dot distance * (dot size - 1).
E.g. set the dot width is 10, height is 1 and distance X is 1, the wiring width is 19.

etdots | Dot Color - || width|10 = -rb Distance X1 = 1|| ™ copy | copyas model Explode block or locs || 3 Delete Dots Start Dot|0 2|01 change tocation || >
oling Height |1 — Distance ¥ 1 & cut Combine into block. "X Delete Wiring ¥ | EndDot|0 - -
| Input | Manual Rotate
3p to grid || Reduction T “ Reduction |‘ [ Paste | Combine into loca ‘ Order Change 25, Change by input | =
|| Regular Cabling and Select | Distance J Clipboard J Delete J Change line direction J|.overturn
24 26 28 30 32 34 36 32 40

14.2.5.CLIPBOARD
Copy, Cut, Paste, Copy as Model.

Must select the dot matrix first, then continue the functions of copy, cut, paste and build model.

Combine into block
Combine into Loca

Explode block or Loca

Cut Select LED dot matrix and click Cut in TOOLS / press <Ctrl> + <X> buttons, then paste in other
positions. It can use with Insert Dots.
Copy Select LED dot matrix and click Copy in TOOLS / press <Ctrl> + <C> buttons, then paste in other
positions. It can use with Insert Dots.
Paste Select LED dot matrix and click Paste in TOOLS. Operation is the same with cut LED dot.

Copy as Model Select the dot and follow the prompt to operate. Please refer to Model chapter or videos for
reference.

Click and create the selected dots into block (triangle is in the dot). And it is convenient for
subsequent altering the dots.

Click and create the selected dots into Loca (square is in the dot). And it is convenient for
subsequent altering the dots. It would be Loca if the dot is mapping without snap to grid.

Break the block and Loca down. And it is convenient for altering the single dot.

14.2.6. DELETE
Delete Dots and Delete Wrings. Order Change is default selection. In general, Order Change is not selected for special

lamps with virtual data.

¥ ct | op |5 eete wiring o | o

| Copy Delete [ | Copy Delete [N
Dats ‘ Dots ”

Clipboard | Delete Clipboard | Delete -
35 40 4 3b 40 db

Delete Lines

Number will change automatically. Original
number is 17, then becomes 9.
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Number will not change automatically. In this case,
dot number remains unchanged.



& Cut évi "X Delete Wiring 4 Cut gvi "X Delete Wiring
[ Paste Order Change . [if&, Paste [ order Change
Copy Delete ] Copy Delete ]
Dots Dots
Clipboard Delete Clipboard Delete

3p 40 45 35 40 45

Delete Points

Number will change automatically. Original Number will not change automatically. In this case,
number is 17, then becomes 9. dot number remains unchanged.

14.2.7. CHANGE LINE DIRECTION
Use this option to revise the layout when the mapping reverses the direction.

4 Start Dot |1 = r Start Dot|1 H 'd
a

M‘ -/'I End Dot |1 SR R“t | % EndDot)1 H
anua - 0 Manual
23. Change by input - ‘ 23 Change by input

£a.Suanue line diection Qe changenearedion | 0w [Steps of changing direction of cabling
50 B5 | 5 50 55

E‘.; manually.

{ N (% [ @ Select Manual.

T+ (2 Click Start dot and drag it to the End dot;
&;_O 1% or do it inversely.

i Start Dot |15 = r i Start Dot 15 : 'd
¥ | End Dot|1 @ | S H

Rot

) |

‘ I‘la;qual > Rot Manual End Det]t = Rot
Loc “hange by inpu -1 ‘ 23 Change by input -
o e BB0AE 0 itestinn %2 over || changemeaicain |l [Steps of changing direction of cabling
5 50 {5153 E | [ .
—a) (—a P 5 % lautomatically.
@ Enter the value of Start dot and End dot.
O D D D i 32 Change by input
@ Click & Qe ByINEUL to change the
£ &—D W direction of cabling automatically.
14.2.8. OVERTURN
Rotate specific dos in different ways. Please select the dot matrix before rotation. £ Rolate 50 degrees dockuise
Custom angle
Drop-down list includes 6 options. The results of the 6 different screenshots are | aueeso segees countercoomise
different ' Rotate 180 degrees clockwise
: (1| Flip horizontal
Note: Custom angle (shortcut key Ctrl+Shift+6). D | Fiip vertical

14.2.9. MODEL
For special connection of lightings. the following example operations.

02m ~—tm*03m ~—Tm> 1m .07m  Theredarrow refers to the direction.

03m |03m |03m TU-T m l Im ]0-3 M For the pixel composing of PCB is 6px/tube, if the lighting is shorter
Im [07m [03my 1m "97Zm [07m . .
1e > 07 m |05 g5, than 1m, we should set a virtual dot to be still 6px.

03m

A. We could make models of 2px/0.3m, 3px/0.5m, 4px/0.7m, 6px/1m according to the actual size.

1. After draw 6px, then click Copy as 2. Save the model in the Input. If the model is 2px/0.3m, we should set the
model virtual back dot to be 4, and then the pixel gty is still 6px. (If we use the 2px
oo N is in the back side, then the value 4 is input to the virtual front dots.)

Star
Cabling |
Template - | D¢

A AN NN

1

(

( | Input n

( Name ‘ M ‘

( ~ Virtual front dots l:l virtual back dots l:l | SUCCESS{U”)‘
™ Copy | [Copy as model Cancel -
¥ cut ( 1 T T T T
(&, Paste O

of
Of"\/’"\/"‘\f"\/“\/‘\@
N AN AN AT
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3. We could find the model in the 4. Use the same methods to save the 2px/0.3m, 3px/0.5m, 4px/0.7m model.

model setting.
Model Setting o x
Delete

MName Virtual Start Virtual End View

11M |0 0 %

B. Apply the Template.
1. Double click to copy the model in the Model Setting, then apply the model to make the connection in the mapping
according to the actual requirement.

2 | 4‘ ‘ 4 g2 1 12 ! Model Setting R %
Delete

2 @ Click Name Virtual Start Virtual End View

4 () click
|

‘ 103M 0 4 hm

6 . @ Click @ Double click the 0.3M model.
8 [:

j 2 05M 0 3 @
10

12 &© Click 307 M 0 2 %

14

4 1M 0 0 %ﬁ

@ Double click the 1M model.
1

16

2. Double click to copy the model in the Model Setting. User can use the rotate function to make the model in a correct
direction. (Each time to copy the model, rotate function should be selected once more.)

R e YD R
Select - Cabv\mg Reagnﬂasv!‘e:l\lv Di +v | »l d r\|v¢ Ct:\‘f:j;\r\‘rie ‘Ra&alt‘
| —] [ £ Rotate 90 degrees clockwise
3 2 > 3 | T |14 ! Madell Ny Rotate 50 degrees counter-ciockwise ax
H € | Rotate 180 degrees clockwise
LR @/®/©® s
Select Flip Vertical. |5 s et l}
* ] |riezamo 4 % n
6 @ Double click the 0.3M model.
@0 Click
d L 205M 0 3 B
@ click
§ HEE
12

||

o | .
() click (8 Double click the 1M model.
S = !

Eﬂ ; ﬁ% @ click @ Double click the 0.7M model.
14 %%
w

C. Follow the step 2 to complete the mapping.

4 8 1 12

~
|

iR
i

SO
e
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D. If need to update the information in the model setting, user can double click the blank in the name/ virtual start/

virtual End, and input the value.

20 22 24 2€ 28 30 32 34 36| Model Setting X
Delete
| L 1 | 1 | 1
Input n Name Virtual Start Virtual End View
Nam ‘GJM |
Virtual Tront go % " | Virtual back dots D 103M 4 n
| e
@ Input the Virtual Front Dots is 4 and the @ Double Click Name / virtual Start
Virtual Back Dots is 0. Click ok. / Virtual End of the model.

Name Virtual Start Virtual End View

@ The Virtual has been save.
[}

103M

14.3. IMAGE

Import other photos in different shape and do the mapping according to the photos layout.

iji g :gE: ﬁ g Width(ge) 110 = Show image
o Height®&) | 110 > |:| Lock image and grid
Import Delete Move Zoom Zoom

In out | [C] Image can move out

Image Adjust View

Image Click Import then get the background image.
Click Delete then delete the imported image.

Adjust  Arrange the image to make each dot locates in one grid. In this case the mapping will be more
accurate and easier.

Move Click to move the image. In general, “Image can move out” is not selected. If the white spaces are
large when the image locates in the center of grid, then use this function to move the image out of
the grid in order to decrease white spaces.

Zoom In / Out Width and height of grids get 10 pixels bigger / smaller. Or enter the proportional value of width and
height manually.
@ Zoom in or Zoom out the background image if it is too big or too small.
@ If the background image is appropriate, adjust the grid to operate.
75\7 Suggestion: Zoom in or out in scale to avoid any distortion.

View Image will show in the mapping with Show image, |mage will be hiden with [—] Show image,

Lock Image and Grid  After the background dot matrix and grids are well adjusted, please lock the image and grid in order
to make the image zoom in or zoom out together with grid, which is convenient to draw single line

cabling. For further adjust, please unlock it first then repeat previous step.

When lock image and grid, Zoom keys are disabled. When unlock image and grid, Zoom keys are available.
gE : S Width (6] | 100 = Show image gE g § Width{3&)| 100 — Show image
K K Height(3z]) | 100 - Lock image and grid Height(3:) | 100 — |:| Lock image and grid
Move Zoom Zoom Move Zoom Zoom
In out | [C] Image can move out In out | [C] Image can move out
Adjust View Adjust View

14.4. IMPORT

Import and convert the DXF file to the dots that RGBPlayer can read.

. |:| Separate line between two dots |:| Adaptive Project Width Line through the center dot | I %3% Import Guide
|:| Only import dots Project Width 400 = |:| Allow the line segment to deviate from the centerSz
Dot ; " Impaort
Representation ~ (1-100) -
DXF Parameter DXF Guide

[Project Width] The total dots width of the dxf. file imported. If the dot size of DXF file is relative big or small, it is better
to input the value to make a manual adjust.
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DXF

Specification

Line between two dots is
independent line or a polyline
and it goes through the circle
center.

Line between two dots is
independent line segment,
but it doesn’t go through the
circle center.

Check the Option

Separate line between two dots
[ only impaort dots
|:| Snap to grid

Line through the center dot

Separate line between two dots
|:| Only import dots
[ snap to grid

Allow the line segment to deviate from the center3

(1-100) 1

Remarks

Please list the data to allow the line to
deviate from the dot center. The data

keeps no more than 50%.

Separate line between two dots
[ only impaort dots

|:| Snap to grid

Line through the center dot

If select Separate line between 2 dots,
after import the DXF to map, the Circle
2 and 3 would not have a connection
line. Circle one and circle four would
become a signal input port.

If checked, the imported points will
align with the grid and the original
position structure may be changed.

Only one line go through the
starting point and end point.
The center of the circles are

on the line.

The imported points will align
\ the grid.
N

Notes on the .dxf file.
Py, x-y, CxPy represent the
port and they must be DText
its terminal and the line’s
terminal are totally overlap.
It would be x-y in MAP tools.
Note: there is controller
mode in MAP.

|:| Snap to grid

The virtual dot is
represented by “ M (Single
line text)” . The M must be
gone through two lines like
picture.

In order to avoid to delete
any unnecessary layer, the
map only show the layer
with circles and lines.

The map should be placed in
the left upper right of the
coordinate.

Please clean up all unnecessary images after drawing and avoid errors in importing. Enter PU into the command bar in

CAD to clean-up.

14.5. TEXT

Design and import the text rapidly. (No connection lines between the text.) User can use the Tool to do the connection.

l&

Import

‘Word-spacing 0 Font Verdana = ||| Text Input |abc

Text Width 50 = || FontAlignment -
Text Height 50 + || Distance 0 -

Font J

Import J

14.6. EXPORT

Export the project mapping in .png and .dxf format for convenient installation.

Folder Dot Size{pixel, When entering 0, the tube scheme diagram is exported) 25

Ak

Browse Folder Distance(pixel) 25

Export
Only export DXF

File Name

Program Plans |

14.7. CONTROLLER SELECTION

Select the master control and view the controller information.

—/ Common File Tools Image Import Text Export Controller selection

Controller selection

Controller Type
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