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Eos Glossary and Data Dictionary

Version 2.0

EOS GLOSSARY

Absolute Data: Absolute data is the term denoting that the keypad or encoders, rather than a preset or palette, has established a parameter value.   A palette is constructed from absolute data, which can be abstracted from library data or can be applied manually by the user; a preset can be composed of either absolute data or palette data; a cue can be composed of absolute data, palette data or preset data.

Active: A term defining a luminaire with intensity greater than zero. Also, a cue currently in use on a playback fader or submaster is considered active.
Address  (aka Dimmer):  Address is the term used to denote an output on the system (DMX, EDMX, Sacn, Artnet, etc).  
Address Check : The mode that allows the operator to sequentially step through each luminaire in the system, wherein each luminaire executes a full pan operation, full tilt operation and steps through each of its other functions.  The operator may run the luminaire again, step to the next luminaire or any luminaire in the system.  It will be possible to order the lamp check by means other than numeric selection. 
All fade: Refers to a cue that when run on a fader will fade all of the cue’s moves and additionally will fade all other intensities not owned by the associated cue to 0 [except those coming from submasters] (see crossfade). 
Assert:  Assert is a method to force the recall of tracked data when playing back a cue in sequence.  Assert can be placed on a cue list, a cue, cue part, channel or parameter.  
Auto-generated palettes: A series of palettes can be auto-generated by Eos for some of the supported parameters such as position (a palette for each square of the grid), gobos and color.  The user can adjust the auto-generated values for these palettes, to accurately produce the intended result in each fixture.  (Future development)
Back: The fader button that fades the active cue to the previous stage state.  Subsequent use of the Back button from that point goes sequentially back through the cue sheet.

Background State: The state a parameter is in, following only the contributions of faders and submasters, without the contribution of manual control.   If there is no background state from the playbacks, the background state is the luminaire’s home position.

Beam: The size, shape, and sharpness of the image of the light as projected on a surface are described as the beam (hard-edged beam, etc).
Beam Category: The beam category represents all parameters falling within the definition of “beam” (basically anything that is not intensity, focus (position) or color.  
Beam Palette:  1000 beam palettes shall be provided, numbered from .xx to xxx.xx   Beam palettes can include all beam attributes (gobos, effects, edge, etc).  A number of default beam palettes will be created based on the patterns and effects available from the fixtures in the rig, as determined by that fixture’s library. Beam palettes can store data on a per channel basis.   Custom beam palettes may be created.  Beam palette data is referenced into presets and cues.  Beam palettes may be discrete, by device type or global.
Blind Editing: The editing mode in which the actions taken are recorded to the required channels or parameters, but are not executed on stage.  It is worth noting that ANY operating mode other than Live is considered a blind view.
Block: Block is an attribute that can be applied to a selected channel, parameter, or all tracked channels in a cue.  Block prohibits any change from moving into or beyond the associated cue.  Block commands can be entered and removed easily for any or all channels/parameters in a cue.   The system also applies blocks automatically.  These are identified by a white underscore.  Auto-blocks are assigned when a move instruction is matched by the same value in a previous cue.  Rather than converting the data to a track, it is automatically blocked.   Unlike other tracking consoles, a block does not imply a move instruction.  It is an editing tool only (see Assert).
Bump: The go/bump button below each pot, which acts a bump button when the pot is a submaster.  Pressing the bump button causes the submaster to contribute its levels at the full proportion of what is recorded in the sub. The levels are brought down again when the bump button is released.  The bump up and down times determine the timing of the fade up to and back from the recorded levels.  

Captured Parameters: Manually set parameters can be placed in a captured state with the [Capture] button.  They will not respond to any playback control when in a captured state.  Captured parameters differ from parked parameters in that their current setting will be stored to record targets, appropriate to the target being stored. Captured parameters can be uncaptured, remaining at their current setting.  They can subsequently be “sneaked” to their background state.  

Channel Filter: Each playback fader may be assigned a channel filter, which allows only the channels selected at the point the channel filter is deployed to be enabled on that fader.  Channel filters are applied and removed in the fader display.  Future development.
Channel: A channel is the way Eos addresses each individual fixture (including all of its accessories/parameters) or other device.   It is a number applied as a function of the patch mechanism.  The word “channel” is used in place of “fixture”, which is awkward and difficult to say, or “device,” which is ambiguous or “receiver,” which is meaningless in this control context.  A channel can contain either a multiple parameter device, in which case only one such device can be assigned to the channel identifier, or a channel can also contain multiple single parameter devices (dimmers).  Further abstraction is not required.
Channel Selection Order: When a list of channels is selected, the order of the channels as they are selected is stored in the channel list.  Ex [chan 5 > 7 + 4] = 5,6,7,4  but [chan 4 + 7 > 5] = 4,7,6,5.

Color: A function of the luminaire specified by hue and saturation data (CMY, RGB or HS), or by filter position data.  
Color Category:  The color category represents all parameters falling within the definition of “color” (basically anything that is not intensity, focus (position) or beam.
Color Palettes: Selection of colors available to the fixtures in the rig.  A number of default color palettes will be created based on the colors available from the fixtures in the rig, as determined by that fixture’s library.   Color palettes may store discrete settings on a per channel basis.  Custom color palettes may be created.  Color palette data is referenced into presets and cues. For instance, the palette which contains the adjusted HB parameters for all fixtures which can provide the color MAUVE.   Color palettes can be numbered xxx.xx.  Color palettes can be discrete, by device type and global.  Future development.
Console (face panel, front panel, desk) A custom hardware design running the Eos software to manipulate and display the single system wide show data for a set of users.

Control Device: Any device within a system capable of providing output instructions.

Control Inputs: Devices that Receivers listen to. Receivers can listen to multiple control inputs, which could be systems, building automation controls, architectural controls or other non-ETC ACN systems.

Control Negotiations: Determination of which control source will have priority over a device. (See “Control Priority”)
[Control] Parameters: Dynamically controlled attributes of a device that can be manually adjusted and stored in show data, for example, intensity, color, focus, etc. 

Control Priority: A priority level that is transferred from Eos into ACN gateways and ACN devices indicating this systems priority as related to other systems. All ETC ACN components are required to support these priorities. Third party components may support this priority scheme as well. When two controllers attempt to configure or control a device, the controller with higher priority will succeed. (Equal priorities HTP/LTP)

Cross fade: Cues can be programmed as either crossfades or allfades.  In either instance, this refers to intensity only.  When a cue is programmed as a crossfade, any intensity values controlled by the cue are faded from their current setting (regardless of the source) to their new destination in the incoming cue.  Any channel intensities coming from cues that are not involved in the incoming cue are left at their current settings.   See allfade for a description of the impact on other channel intensities in an allfade cue.  Note that HTP/LTP and independent status of a fader impacts the net result of this instruction.  All other parameter data follows fader playback logic rules.
Cue: A cue is a collection of information about a programmed event that can be played back on any fader or loaded to a submaster.  10,000 cues can be recorded, numbered from .01 to 10,000. There are a number of other attributes associated with a cue that affect its behavior both on playback and when edited. 
Cue Attributes: Cue attributes are information programmed in association with a given cue number and may be easily changed without re-recording or updating the cue.  Cue attributes include labels and notes, links to other cues, macros, snapshots, follow or hang times and rate instructions, etc. 

Cue List Index: A display that provides a sequential listing of cues, all assigned attributes.  It also indicates what fader (if any) the cue list is currently loaded to.   

Curve: A graph of light output plotted against the value of a channel parameter. Curves can be used to compensate for non-linear response of channels (fixtures) or to override the default response behavior of them. 1000 curves can be programmed, for use with internal or external dimmers in patch. In patch, a curve represents the intensity output curve.  A curve of zero (the default) allows the luminaire to follow the curve resident in the electronic dimmer or mechanical device.  The user shall be allowed to create additional curves, which can be assigned in patch (and is deployed in any intensity fade involving that luminaire).  Curves may be established in 100 step increments.      Curves can be applied to dimmers in patch, to cues (where they impact only the intensity transitions in that cue), or to a cue part, where they impact any transitions stored in that part. (Profile on Express/ion and Obsession).

Cut:  Cues can be “cut” onstage using [Timing Disable] + [Go] or [Timing Disable] + [Back]
Delay Time: An attribute associated with a parameter transition. A delay time may be applied to the up or down intensity transition or to any other parameter transition on a channel basis.   In all instances, delay times will begin to count from the moment the associated cue or cue part is executed.  Delay may also be applied at a cue or cue part level for each parameter category. 

Delete: An action that allows record targets (cues, presets, palettes, effects, etc) to be deleted.  Range deletes are allowed.

Desk defaults: Settings that apply to a specific console (and all actions taken on that console), and do not affect other consoles (other users on other consoles in the system).
Device Configuration: A collection of the parameters required for setup of a device. (e.g. DMX base address, personality mode)
Direct Selects: Each desk’s configurable array of buttons (physical or virtual) which provide rapid selection ability from paged lists of data types such as macros, groups, palettes, presets cues, groups, and channels. Ex: A single button press in place of typing [Group 121].
Douse: To kill a lamp in an arc luminaire.  Douse is unrelated to intensity states.

Down Fade Time: A timing value associated with channel intensity settings.  The Down Fade Time affects the intensity transition in the event the transition is in a downward direction.  The Down Fade time may have an associated delay time.  The down fade time may be applied at a cue or cue part level, or may be applied at the individual channel level.

Edge: In a wash luminaire, the spot or flood range of the diffusion mechanism(s). In a spot luminaire, edge defines the hardness or softness of the beam edge.

Elapsed Loop: A playback that runs a loop cue executes the linked cue Loop number of times, after which the loop is elapsed, and the playback will not execute the linked cue when it next runs the loop cue.
Exclusive:  Submasters may be defined as exclusive.  The contributions from exclusive submasters are withheld from record actions.  
Fader: A fader can be defined as a playback, a grand master or a submaster.  Fader information shall be displayed on the facepanel.  Information about the fader shall include pending cue number, active cue number, remaining time in the cue (as calculated by the parameter event that will complete last), percentage of completion counter, a count down of an associated follow or hang time, independent control and the rate override, if any.

Filters: Filters may be placed on any of the faders during playback to enable only associated parameters on that fader; playback of other parameters is disabled.   (Future development).    Filters are also provided for cue, preset and palette and recording.    If a record target is stored with a filter in place, the filter allows associated parameter data to be recorded in the target, providing all other parameter data with null values.    Current filter settings are ignored during palette and preset replay and cue/preset update commands.  Assignment of filters to faders is a manual attribute.  Applied fader filters take effect on the next cue recall if the fader is a playback.
Fixture (luminaire):  Refers to the particular physical device that a channel refers to (Ex: ACN discovers a fixture) or to fixture types (Ex: Eos will ship with a library of fixtures).

Fixture Definition: The fixture definition is an atypical view by fixture type.  It contains the default information for the specific luminaire.  The fixture definitions are collected into the fixture library.

Fixture Library: The fixture library is an organized collection of predefined fixture and accessory descriptions.

Fixture Profile: Each luminaire in the system can be provided a fixture profile, which is a customized view of the fixture definition.  The profile is the method by which the fixture definition is accessed.

Flip: A live mode command that turns the luminaire (pan/tilt) 360 to achieve the same position.  Flip can also be applied in patch.

Focus Category: The focus category represents all parameters falling within the definition of “focus” (basically anything that is not intensity, color or beam.
Focus Palettes: A collection of position points in the space. 1000 focus palettes are available, numbered from .xx to xxx.xx.   Default focus palettes are created based on grid creation or defining focus points.  Custom palettes can be created.  Palettes are referenced data.  If their contents change, the net result of any associated cues, effects or presets are affected accordingly. 
Follow Time: A follow time is an attribute that can be applied in a cue causing the next cue to be automatically executed after the follow time has elapsed.  The follow time will begin counting down the moment the associated cue is executed.  (WAIT Time on Obsession, Express/ion).  Also see hang time.
Free Wheeling: The amount of time in milliseconds that the freewheeler runs when SMPTE data is no longer present. (See the SMPTE Gateway specification and requirements).
Gateway (also thought of as an interface, formerly a bridge or node): A device that translates between one protocol and another protocol.

Gateway Configuration: Establishing configuration for virtual representation of DMX devices within the gateway.

Go: A feature that activates the cue in the associated fader’s pending file.

Groups: A group is an ordered collection of channels.  1000 groups can be stored.

Hang Time: An attribute associated with a cue. Hang time is exactly like follow, but it calculates the follow on from the completion of the associated cue, rather than its initiation.  Hang times can be positive or negative.  A negative hang time allows the subsequent cue to automatically execute (for example) 2 seconds before the current cue completes.
Import (Merge): A method of loading a show file that preserves elements of the current show, which will not be replaced by the elements being loaded. Import is different from “Open.”  When a new show file is opened, all other data is removed. 

In Sequence: A cue is run in sequence if it was loaded on a playback fader automatically as a result of running the previous cue on that fader (see out of sequence).
Independent: A state a fader can be placed in which prohibits its contents from responding to other fader instructions (but allowing manual control override).  Releasing the fader from its independent state, makes the associated channels/parameters available to other control.  Those parameters will respond to the next available instruction for which they have recorded data.  The intensity levels for channels on independent faders are affected by the setting of the grand master or condition of the blackout button. If there is more than one playback or submaster in independent mode, they have equal priority.

Incomplete: A cue or fade is incomplete if it has not reached 100% of its movement for all of its parameters.

Inhibitive submaster: inhibitive submasters do not contribute levels themselves, they serve only as a proportional master for settings provided by other playbacks.  They do not provide stage output, they only allow stage output.  Inhibitive submasters ignore the proportional intensities that may be included with the record target loaded to the submaster (See also additive).  Inhibitive submasters differ from grand masters only in that the impact they have on intensity will impact record targets; grand masters are calculated downstream of the record command, but before output. 
Link: A cue attribute that alters the next sequential cue in the cue sheet. The automatic activation of the linked cue is dependent on the presence of a follow or hang time. 

Live: The state of the current channel data that is being sent to the rig.  The live view represents the current channel data that is "on stage" (the live output of the system) at the current time.

Load: The Fader button that takes the selected cue and loads it to the associated fader’s pending file. The load button, combined with Go, can advance the pending file of the associated fader.  The load button, combined with Stop/Back, can decrement the pending file of the associated fader.  Load is also used with the fader control keys to place various states on the fader (filters, timing disable, etc).  
Log Files:  A list of events with timestamps that have occurred in some part of the system. Log files may contain events from a single device, multiple devices, or even the entire system. Events may indicate an error has occurred, system startup, system shutdown, non-standard operation, or any other significant occurrence.

Loop: An attribute that can be added to a cue, indicating the number of times a linked sequence of cues is to execute.
Loop Counter: A loop cue running on a playback, executes it's link a certain number of times, the loop counter is the number of remaining loops the playback will perform.

Macros: A collection of context sensitive commands (button presses or display selections) that can be recorded for sequential automated playback, either through manual selection of the associated macro number, or from automated activation through the cue sheet. 1000 macros are available.

Magic sheet: The magic sheet is a graphical or numeric representation of the plot, either for the entire show, or for specific acts/scenes, based on the preference of the designer.  Magic sheets are customized for the preferences of the design team.

Magic Sheet Editor:  The tool kit provided to allow creation of customized magic sheets.

Manual Control: Manual control refers to setting parameter data manually, rather than with playback data.  Manual control includes parameter setting with the encoders, palettes, presets or via the spreadsheet, 2D or 3D interfaces.  Manually controlled data is represented in red.
Manual Parameter: A parameter which received its level from manual control rather than a playback or submaster.

Mark: A method to preset channel/parameter information (other than intensity) for a given cue.   Marks can happen in one of two ways.  The facepanel default can be set to auto-mark.  This means that the cue immediately preceding a live move will actually transition the parameters stored in the live move cue.  This can be defeated on a per cue basis.  Alternatively, referenced mark flags can be set. 

Mark Instruction: A mark in record or edit adds this to a parameter which instructs the move to take place in an earlier cue.  The earlier cue would then contain the marked move, while the later cue (the one being recorded or edited) contains the mark instruction.
Marked Move:  A mark in record or edit adds this to a previous cue which references the mark instructions level, allowing the move to take place in the cue with the marked move. The cue being recorded or edited contains the mark instruction.
Mastered Playback: A playback is mastered if any of its movement is controlled by the potentiometer rather than the playback automatically fading the parameter. A playback or parameter becomes mastered if the parameter has a manual time, or if the fade is paused by the user.  

Most Recent Cue: The most recent cue refers to the highest numbered earlier cue than the cue being compared.  Usually this is in the context of the “most recent cue” that also meets some other set of conditions.

Move Instruction: A cue’s parameter that has a level which is not tracked from another cue, a move level can also be a block.

Multiple User Channel ownership rules: The rules governing multiple users in the same context who attempt to select or edit the same parameter of the same channel.

Multipart cues: Multipart cues provide a structure in which parameters can be easily divided into subsets for display, attribute assignment, editing and playback.    Defaults can be established, in which parts are automatically created at cue record, or the parts can be established while or after the cue is recorded.  A parameter can only be provided an instruction once in a multipart cue (it isn’t possible to adjust color for channel 1 in part 1 and then provide a different instruction in part 8).    Eos supports 20 parts for each cue.

Null States: A null state is provided for a parameter when that data is either filtered or otherwise withheld from a record command.    The “Make Null” key can also be used for this purpose. 
Out: An operation that sets the values for the selected channels (parameters) to a zero state.  Unless otherwise defined, Out refers to intensity. 
Out of Sequence: A cue is run out of sequence if it was loaded on a playback fader by the user, rather than automatically as a result of running the previous cue on that fader (see in sequence).  Linked cues and Go to Cue instructions are also out of sequence cues.  When a cue is executed out of sequence, all data in that cue is recalled.
Palettes: Elemental building blocks used to create presets, cues and effects. Palettes contain target settings for color, graphics (gobo selection), intensity and focus.  

Parameter: A concept used to describe the controllable function of channels (e.g., intensity, color, beam, edge and so forth).  Some parameters always work in groups.  For example, pan and tilt, XYZ, CMY, RGB. 

Parameter Category:  A grouping of common parameter types (ex: color, beam)  

Park: An attribute that can be applied to a channel or a parameter that locks it into its current or defined setting.  When parked, it cannot be altered by any manual control or playback activity.  It is also held out of all record actions.  Grand master control and the blackout button do not affect parked channel intensity settings.  It is also possible to provide a scaled intensity value in park. 

Partitioned Channels/Parameters: Partitioned control allows discrete and/or shared manual control and programming of all channels/parameters across multiple programmers, up to a maximum of 12. It is possible to partition control on a non-contiguous channel basis.   

Patch: A mechanism by which the programmer assigns an identifying number to devices in his system.  Those devices use the output assignments (DMX, RDM, ACN) provided to them in the configuration editor.

Path: Paths are similar to curves, but they can only affect a parameter when it is moving between 2 predictable points (such as a fade from the parameters current level to the level stored in a cue).  It has no effect on a parameter that is at a static level. They only affect a parameter while the parameter is moving toward the end point of the path.  Paths are applied to channel in a cue, and only affect how the channel makes the move in that particular cue.   (Future)
Pending file: A sequential list of cues associated with a fader.

Persistent Storage: When power to the console is cycled, faders and manual control surfaces will resume their previous state; all show data that was recorded will be maintained, regardless of whether or not it was archived to hard drive or external media

Personalities: A references to the fixture library that includes with additional parameters creates a unique “personality”. These “personalities” in the show library can be viewed from the Plan View. The “personalities” are data associated with a particular show. The personalities within show library can be created manually through user interaction, paperwork import, and ACN/RDM fixture discovery. Personalities may be customized as defined by the original element within the fixture library.  Also called Profiles.
Playback: The process of playing the cues at designated time in the script as defined by the show data.

Playback event: A playback event includes execution of cues, effects, macros or snapshots, either manually or via triggers such as time code or external control.

Preferences: Preferences refers to the individual requirements for specific users based on selections in their user profile.  Preferences can include display preferences or front panel defaults, as appropriate. 

Preheat: A preheat instruction can be provided to the intensity attribute of any fixture in patch.  When the preheat function is assigned to a cue, and channels fading from zero to an active level in that cue will preheat in the cue immediately preceding that cue.
Presets: A collection of channels and their levels that define a specific look. 1000 presets shall be provided. Presets can contain all of the same data a cue can contain, except timing data.  They are stored exactly the way cues are (following the same rules for Record All, Record Only and filter settings).  A preset may be labeled.  Presets may contain absolute data or palette data. They are referenced and may not be nested.

Proportional Patch:  Proportional patch is an intensity offset that can be added to the profile for intensity, either controlled by an external dimmer or internal mechanical dimmer.  If the patch limit is set at 90% (for example), the actual output will always be 10% lower than the specified intensity parameter, as impacted by the various output masters.    Values can be set from 01 to 200%.
Proportional recall: That act of recalling intensity data at a proportion of the levels stored in the intensity palette.  [Recall From] [Intensity Palette] [1] [at] [5] [Enter] recalls all channels stored in Intensity Palette 1 at 50% of their stored values.  Note that this action also makes the resultant intensity values manual data – breaking the link to the palette.
Range Editing: The editing mode provided for modifying parameter data and timing information.   This allows information to be modified across a number of cues, by specifying the commands to be taken and the range of cues these should be applied to.  Cue attributes may also be modified in this manner.

Rate: Rate allows the recorded time attributes for luminaires to be proportionally manually adjusted.  Rate adjustments may be provided to a cue or effect.   Rate is set from 0 (stop) to 2000% (full speed).  The default rate is 100%, or real time.
Rate Override:  The rate wheel is, by default, mapped to the master fader.  Rate override may be assigned to other faders by using the [Rate] & [Load] buttons.
Recall From (n): [Recall From] allows the specified parameter information for selected channels to be recalled live or in preview from recorded cue data, as modified by the function filters.   Recall is essentially a “copy from” instruction.  Recall can also be used as a verb – as in “to recall a preset” or “recall a cue.”  

Receiver:  A device controlled by a system, with or without a gateway.  Receivers are dimmers, moving lights and other such devices.

Record: A button on the control keypad that is used to initiate record actions for all programmable record targets.  Cue, palette and preset record routes through the function filters, but otherwise records all parameter data, unless specifically held out of the record action by use of the [ - ] key (or perhaps some additional exclusion method).

Record Only: A feature used to initiate record actions for cues, palettes and presets.  Record Only stores all manual parameter data, except as modified by the function filters, and using all of the other rules for selective storing.  

Record Target: Refers to any show data that can be stored by the user, including cues, palettes, presets, groups, snapshots, macros, etc.  
Release:  See Sneak.
Rem Dim:  Rem dim sets all non-selected channels (except those values coming from submasters) to the rem dim level established in setup (if those channels are currently at a higher level than the rem dim level.  Rem Dim can also be appended to a selective store on a cue or submaster to force any other intensity values out. 
Remote File Server:  An offsite location to store and access show files.

Selected Channels: A channel or group of channels that respond to manual control are considered selected.  Channels are selected from the keypad, via the channel soft select, from group selection, or from 2D or 3D displays.  Channel selection is interactive.   When channels are selected, their parameters can be modified by a variety of means.  Selected channels are clearly indicated.

Selected Cue: The last cue used, modified or stored in live.  The selected cue has an impact in several areas.  First, it determines what cue is recorded if no cue number is specified. Additionally, when cue blind mode is entered from live, the recorded contents of the selected cue are displayed.  (Unless this behavior is changed in setup via “Preserve Blind Cue.”  The selected cue determines what will happen on a [Record] [Next] operation.
Show Configuration:
 The set of Eos show parameters that define default values and required parameters for the entire show. Show configuration may also include access and modification permissions.

Show Control: The system will interface to MIDI, SMPTE and other external triggers.  Additional information is available from John Huntington’s book.

Show Data: Show data includes elements specific to the show itself, including cues, palettes, presets, macros, effects, snapshots, etc.  

Show File:  The Eos system is able to both store and retrieve all applicable show data to this single transportable file.

Show Library: As instances of fixtures and accessories from the fixture library are created and added to the show, references to the elements (within the fixture library) are created and put into the show library. These references are included with other parameters to create unique “personalities”.  “Update Library” functions in patch allow the show file library to be updated to the most recent version, if necessary.
Show Playback: Execution of recorded show data, either manually or through automated triggers.  

Sneak: The feature that allows manual control values to be staged and then recalled in a specified time or default manual timing.  Sneak is also used to restore manual values to their background state.   (aka, timed release). 
Source Target: The record target that contributed the level that a parameter had prior to the channel being manually set to a different level.
Speed: Timing transition information can be absolute (move from A to B in 5 seconds) or relative, indicating rate of change.  Rate of change is analogous to miles per hour (speed), but may not be communicated in this fashion.  

Stop/Back: The button immediately stops all playback of a cue when pressed.  Pressing the button again will backup to the previous stage state.   Pressing [Go] resumes the cue activity.
Submaster: Setting a fader to act as a submaster allows a predetermined set of channels to have their intensities controlled by a pot.  The submaster’s level contribution is the pots proportion from 0 to 100% multiplied by the channels’ intensity levels recorded in each submaster.  Additive subs contribute those levels to the output, whereas inhibitive subs prohibit the channels from outputting any level higher than that determined by the sub.
System: The term used for all control devices, bridges and receivers connected together on a physical network.
System Defaults: These are defaults of the current system; settings that apply to all users and all consoles in the system.   (This as opposed to “desk” defaults, which impact the specific user only.)
System  Configuration: The set of configuration parameters for all network devices within the system. (e.g. PCs, embedded devices, routers, switches) Parameters are more than just IP addresses.

Time Codes: MIDI, SMPTE, CD, Real Time, Astro Time.

Timing: Time controls the duration of change of the variable parameters of luminaires.  In general, timing information is provided to a cue or cue part, although it is possible to provide discrete timing on a parameter basis if required.  The “cue time” shall be calculated as the combination of longest delay and longest transition.

Timing Disable: This feature, when used with a fader Load button, inhibits timing values on the associated fader, allowing playback at full speed.  This is an alternate action command.  Timing Disable can also be used with Go or Back to cut the pending or previous cue on stage.
Trace:  To force a new parameter setting back to either the source of the original move or to a user defined location.
Track: To force a new parameter setting through the cue sheet until a channel block command is encountered or the luminaire parameters affected are set to a different value.  A different value may come from absolute values that are different, a palette value that is different, a preset value that is different or the same value provided by a different preset.   Blocked channels will also stop tracking instructions. Track may be used in conjunction with Record, Record Only and Update. 
Tracking level: A cue’s parameter that has a level, which is tracked in from level a previous cue (the track’s source).

Tracking source: The earlier cue, which contains the move that provides the level for a tracked parameter.
Undo: A function that is used to reverse manual control, record and delete actions.  Range undo commands are supported.
Update: A function that allows manually modified parameters to be re-recorded to record targets.  In the event multiple cues are in use and a global update is initiated, modified parameters will be updated into the cue from which those parameters were initially receiving their instruction.   It is possible to update only specific cues, leaving unaffected captured parameters in their current captured state.  New parameter data can be added to record targets.  It is possible to track and/or trace an update command, or provide a range to update.  Update is not routed through filter selections.  It is possible to update a non active cue (this is essentially a “copy to” function).  Unless otherwise specified, referenced data is ALWAYS updated.  (Make Absolute and Break Nested can be appended to the update instruction.
Upfade Time: A timing value associated with channel intensity settings.  The up fade time affects the intensity transition in the event the transition is in an upward direction.  The upfade time may have an associated delay time, to postpone the up fade action.   The upfade time is used for all other parameter transitions, unless those parameters have been given a discrete timing value.

Users (designers, programmers): An individual user logged onto one or more face panels to access the show data through a single context.
User Preferences: Information about a given user that includes the default snapshot, last used context and command stack.

User profile (preferences, defaults):  Settings that affect only a specific user, independent of which console that user is using.
Zero: A channel with a level of zero is not considered active.  It will fade out in the associated cue in the down fade time. Channels may be placed in a zero state during live recording, update operations, or preview operations.  Note there is a difference between a zero instruction and a null value.
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