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Kit Contents

The Follow-Me Systems consists of the following:

Ix Main Workstation Case
- 3x 5m Ethercon
- 2x 5m 3pin XLR
- 3x 2m 3pin XLR
- Ix Wireless Mouse
- 2x Operator Kit (in drawer)
° 1x 3D Mouse
° 1x Fader Wing
° 1x 4pin Link Cable
1 x Camera Case
- 2x 75m Camera Looms (Power/Data/SDI)
- Ix Spare 75m SDI Cable
- 2x Camera Peli Case
° 1x Follow-Me Camera Box
°  1x 35kg safety Bond
° 1Ix Marchal CV506 camera
° 1x 2.3mm lens
° 1x 2.8mm lens (fitted in camera)
° 1x 3.6mm lens
Ix Accessories Case
- 1Ix Operator Kit (Peli Case)
° 1x 3D Mouse
° 1Ix Fader Wing
° 11X 4pin Link Cable
- 1x 30m Input Loom (Power/Comms/Ethercon)
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Connecting & starting the system

Step 1: Plug the 30m input loom into the rack. this supplies the rack with power, network (if
needed) and a comms feed (if required). Power can plug into the 16a that trails out of the centre
divide of the rack. If network connection is needed, this plugs straight into the switch in the ports
labelled “STAGE DATA IN+LINK”.

Step 2: Clamp both cameras in place, ensuring they will have a clear view over the entire space
you will be tracking, these will receive power, data from the rack using the supplied 75m looms.
The cameras come fitted with a 2.8m lens as standard but the kit also contains a 2.3mm and
3.6mm if required. If a lens swap is required, simply unscrew the current lens from the front of the
camera and screw in the one required.

Step 3: Run both of the 75m camera looms from the control rack to the cameras. At the rack end;
the connections connect to the trailing leads from the centre divider. The green cables are used
for the main server and the purple cables for the backup server. On the camera end it doesn’t
matter which loom goes to which camera.

Step 4: Set up the 3D Mouse and Fader Wings as required; 2 sets are set up already in the pull
out drawer. 2 more sets can be found in the rackmount drawers and a spare system can be
found in a pelicase in the accessories flight case. Ethercon cable for the extra controllers can be
found in the top rack drawers, these can be plugged into the mouse unit and into the network
switch in ports “CON3”, “CON 4" or “CON 5”. “CON 1" and “CON 2" sockets are used for the 2
controllers in the pull out drawer.

Step 5: Start up the UPS. This is done by pressing then pressing and holding the power button on
the UPS. Once active everything in the rack will be supplied power. The monitors, switch and nose
will all boot up automatically.

Step 6: Boot up the main server. This is done by pressing the power button labelled “Power”. At
this point you will also require the wireless keyboard and mouse from the second rack drawer. For
both the keyboard and mouse, the power switches are located underneath the products. If
required spare AAA batteries can be found with the spare bnc couplers in rack drawer one.

The server will automatically log in.
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Opening Follow-Me & Starting A Show

TSL SERVER 1 - MAIN

SOFTWARE & SHOWFILES

o

DOCUMENTATION ADDITIONAL TOOLS

e ]

System password:

Follow-Me

Step 1: Double click the Follow-Me icon on the desktop.

Welcome to Follow-Me!

FOLLOW-ME

TRACKING SOLUTIONS

System Version: v0.6.643
icense state: Active - Name: Alistair

Step 2: When the welcome dialogue opens click “New Document”. This will
open a new blank Follow-Me file.

Step 3: Drag the monitor window onto the second display, that should be
showing the live camera feed (this may be upside down, we can fix that later),
this will allow you to see the main window.
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Stage and Camera Calibration

Step 4: Go to the “Calibration” tab then the “Calibration Points” sub tab.

Step 5: By default on a new show; Follow-Me adds 5 calibration points Origin, DSL, DSR, USL,
USR designed for a 10m x 10m stage area. This setup with 5 points will work for most simple
stages. Start by marking your origin point, we recommend making this downstage centre and
marking using fluro tape that can be easily spotted on the camera, this will help during camera
refinement later. Once your origin is marked also choose and mark your other 4 points, these do
not have to be the edge of your tracked area but can be placed in from the edge required to
allow for easier access and focusing.

Step ©: Oce all your points are marked they can all be measured, all points are measured from the
origin point with that being 0,0,0. Follow-Me works in 3D space so will want coordinates for all of
the points, to assist with this there is a lominated calibration quide that should point out the right
direction for measuring them. All measurements want to be completed and entered in Metres.

Step 7: Once you have the desired

s -ust s , measurements for all your points they
can be entered into Follow-Me. Select
the desired calibration point from the list
and you can edit its X, Y and Z

4|~ Delete CalPoint & Connected Triangles | v Display

measurements as required. Again, we

Calibration point _sttings

X: -5.00 ) 008
¥Y: 0.00 % 010

recommend leaving the origin at 0,0,0. A

Z: 000 Bring CalPoint back in view

reel completely flat stage should have a Z of

Set intensity for selected calPoints

O as there are no height changes.
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Step 8: Once all the calibration points are entered click on the button that says “3D window” at
the top of the screen, this will show you the 3D mesh that has been created with the points. If the
mesh doesn’t look correct then one or more of your points is probably wrong. This is a good way
of checking for errors before getting too far.

For the this next step be aware that it’s possible to fully unscrew the lens.

Step 9: Focus the camera, looking at the live view on the video window make sure all the points
are visible and in focus. The camera can be focused by twisting the front lens. Again this may be
upside down, we can fix that next.

o0
¢ lo0 - 127001 < 00 ArtNet 00 sACN @ Controller

%:0.00 y:0.00 2:0.00

Step 10: Go to the “Cameras” tab then click “Start Wizard”. This will open a dialogue that will
quide you through camera setup.
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ard

Start > Lining up the model > Attach Points > Refinement

Using this wizard, you are able to calibrate the camera to the performance area, so
that the calibration markers are placed to the correct positions on your camera image.
By doing so, the height of the performer (z-offset) is also visualized at all times.
Before starting this wizard, you should check a few things which are noted below.

Step 11: First there are 3 checkboxes,
these boxes do nothing but are more
checks for you to make sure it is
physically set up correctly before

Your camera and lens are in good quality ¥
The camera already has a good overview of the stage area ¥

The lens is properly focussed and secured tightly with a screw ¥ COHT INU Iﬂq

~

Select your Lens: | CV502 to CV506 -... &

Camera is flipped ¥

Cancel Wizard Start Wizard

d

Start > Lining up the model > Attach Points > Refinement

Using this wizard, you are able to calibrate the camera to the performance area, so
that the calibration markers are placed to the correct positions on your camera image.
By doing so, the height of the performer (z-offset) is also visualized at all times.
Before starting this wizard, you should check a few things which are noted below.

Step 12: Next select the lens you have
installed in the camera, unless you have
swapped it the option you will want to
choose will be “CV502 to CV506 -
2.8mm”.

Your camera and lens are in good quality &
The camera already has a good overview of the stage area ¥

The lens is properly focussed and secured tightly with a screw ¥

Select your Lens: | CV502 to CV506 -... ¢

Camera is flipped ¥

Cancel Wizard Start Wizard

Start > Lining up the model > Aftach Points > Refinement

Using this wizard, you are able to calibrate the camera to the performance area, so
that the calibration markers are placed to the correct positions on your camera image.
By doing so, the height of the performer (z-offset) is also visualized at all times.
Before starting this wizard, you should check a few things which are noted below.

Step 13: If the camera is hung or

Your camera and lens are in good quality ¥

The camera already has a good overview of the stage area ¥

The lens is properly focussed and secured tightly with a screw ¥

~

Select your Lens: | CV502to CV506 -... &

Camera is flipped ¥

Cancel Wizard Start Wizard

inverted then tick the option that says
“Camerais flipped”. This will invert the
image so it appears the right way up.
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Step 14: Click “Start Wizard”. This will bring up the 3D window and display the mesh created
earlier over the live video feed. The idea is to line up the created mesh with the real world points
as closely as possible. Use the keyboard arrow keys to move the mesh around, hold Alt and use
arrow keys to change the mesh height and hold Windows and use arrows to rotate the mesh.

oce
& (160127001

If the camera feed is still upside down click on the main Follow-Me window and click the button
labelled “vertical image flip” on the camera control menu.

t

Start > Lining up the model > Attach Points > Refinement

Now, you should fine up the 3D model with your camera view. Take your virtual points,
and place them roughly where they are in the real world. it does not have to be
perfect, but you should at least align the model so you approximately know the

positions of the outer calibration points of your performance area.

3D View - 30 Mouse Control (USB)

Res d
Moves and rotates the camera st Camerk Posivon

Once the mesh is as close as you can
0 View - Kyboard Conteul get it click “Next”.

Move camera around
Change camera height

Rotate camera
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%o Edit Action View Window Help

Assign selected target >

Start > Lining up the model > Attach Polints > Refinement

%

591 30 Window Camers from Caiculated Camers Postion

USB Network AE Offset
AE Offast O

Serial Port | Usbaera-FTSTONST § Close
Shutter Speed

Baud Rate (9600 <
Stop Bits » 1 2 Gain

Pacity » Nono

Step 15: On the video window you can now click and drag the points on the mesh to line them up
with the real world points you marked and measured from earlier. The more visible you make the
markers earlier the easier they will be to spot now. \When a point is clicked on it will zoom in
slightly to help lining up.

o Edit Action View Window Help

PSN Tracker overview

Assign selected target >

< St > Lining up the model > Attach Points > Refinement

1.55179

ot weu 11 aver Qe feprojection error

©p007 = Origin

X-axis offset

v
v Y-axis offset

541 30 Window Camers from Calculated Camers Position

USB Network AE Offset
AE Offant 0

Serial Port | Usbaerab-FTSIONST S Close
Shutter Speed

Baud Rate (9600 <
Stop Bits 1 2 Gain

Pacity » Nono

Step 16: Once all points have been completed click “Calculate” then click “Next”. This will show
you the average projection error in pixels, this should ideally be as low as possible. A green
number is perfect, a yellow one is ok and red is could be better.

Step 17: Once complete press “Done”. That is stage and camera calibration complete.
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Fixture Setup

2 Stop DMX Start PSN

Target overview
Targets Position
Target 01 x-5.08 y:2.67 2:0.00

¥ Use Out: Parc 50% Tilt :50% Pan: 000000 Tilt: 000000

Step 18: Go to the “Connectivity” tab and then the “DMX Network” sub tab.

DMX Network = PSN

DMX Universe input  Input  Output  Status Description

Universe A =3 1 Operational In: == Out: ArtNet 00 (00:0:0)

Display selected universe values on video window

Step 19: Click the “+” icon to add a new universe.

Description

I =~ Out: ArtNet 00 (00:0:0)

Step 20: Select the added universe so that you can adjust its settings, tick the box labelled
output and select whether you want to use ArtNet or SACN depending on your node setup. If
using the inbuilt rack node this is setup to run ArtNet.

Step 21: Enter what universe you wish to output on. If running ArtNet please note that Follow-Me
counts from 1 not O. So output on ArtNet 4 enter 5 and so on.
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S (ISiopOME Start PN

Step 22: Go to the “Fixtures” tab.

Step 23: Click the “+” icon to add as many heads as Follow-Me needs to control.

¥ Spot001

Parameters 1Clodd DA

Shared

Anna's M.

Step 24: Once all the heads have been added select one, then click “Choose Fixture Type” and
select one from the dialogue that opens. Repeat for all heads. Using shift multiple heads can be
selected and changed in one go.

Step 24: Once all fixture types have been assigned select the first fixture in the list and go on to
the “Addressing” tab.
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Universe A ©  Control Universe: | N Vilie

DMX Address: 1 Neramities Control Address: 1

Step 26: Firstly select the universe the head is running on from the list of universes you just
added. Then set the units DMX address, repeat for all heads added.

Po

%1% 0,00 Y000 2:000 sfet: 0.00 yRot: 000 #fot: 0w
Fixturw refinement wizard

xPos 0.00 xRot 000 J xDev 0.00 xRotDev 0.00
yPos 0.00 yRot 0.00 - yDev 0.00 yRotDev 0.00
zPos 0.00 zRot 0.00 = zDev 0.00 zRotDev 0.00

ok Cottont Motwrs Pramee Ass srraat i Smaiatan

Step 27: Next you need to tell the system the location of every head in 3D space, select the first
head in the list and go to the “Positions” tab.

Fixtures

Unwverse Wurthdd endAdd  Peniny Tline 14D, il Cuun
Universe A - Out: ArtNe... 1

Choose Fixture Type. Pasametors

Currant Fixture Pasition (&1 X: 000 V. 000 Z: 000 xAst: 0,00 yRot: 000 #Aot: 0,00

tin & Orierstion
mp Dwviation

xPos 0.00 xRot 000 2 xDev 0.00 xRotDev 0.00
Lasar massure indegration

yPos 0.00 yRot 0.00 - yDev 0.00 yRotDev 000  J
zPos 0.00 ot 000 3 Dev 0.00 Impert positions frem CSV
Totn Cuttmmt Fiaters Pram Export positions to CSV

Step 28: Measure and enter the position of the head in the exact same way as you did with the
calibration markers earlier; again these are all measured from the origin point selected earlier. The
Z position of each head is the height from the origin point to the heads pivot point. If required,

also set the rotation data for each head.
Step 29: Once all positions

for heads are done select
all the heads in the list and
turn on “Highlight™. This will
turn on all heads. With all
heads still selected also
select target 1 and click
“Assign Selected Fixtures”.
This will cause all of the
Follow-Me heads to point
towards the target that
unless moved will be DSC,

RotDev 000 5
VRotDev 000 3

i : » they will not be exact yet
but should all be facing
towards the right direction.
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Fixtures Targets Calibration Mapping Controllers Cameras

Assignments Presets Connectivity
Use Name « Fixture type

« Spot001 none

Setup
Universe startAdd endAdd Pan-inv Tilt-inv  fD. Ctrl CtrUni

CtrAdd = CtrEnd
Universe A - Out: ArtNe... 1

1

eh ‘ — Choose Fixture Type... Parameters... Ignore All Control Channels for all fixtures

If heads are not pointing in the correct place please recheck all positions and rotations are correct

or whether a Pan/Tilt invert is required. An invert can be applied by selecting the relevant tick box
per fixture in the “Fixtures” tab.

Target Setup

Targets Calibration
Target PSNowt PSNZYSwap PSNID  zHeght minXpes maxXpos misYpos  maxvpos Target Orientation Offset for Prasets
Target 01 0 0000 -26000 26000 -25000 26,000

Target Oriestation Offset  Angle

Assign Selocted Fixtures to Target  Set Selected Targuts 10 Origin Point St Selectad Targets to Selected Cal Point

Limits
Target peaoning femits

Beam Samater sottings Target defmut xHéeight
Min X position: -25 WMin Beam Diamater: 0.0 zHeight: 0
Max X Position: 26 Max Beam Diameter: 0.0 Ty ———
Min Y Position: <26 Mapping Step Size: 0.0 Negative 2Offset: 0
Max Y Positior: 26

Cur. Beam Diameter: Positive 20ffset: 0

Step 30: Go to the “Targets” tab and then click the “+”

+” icon to add as many targets as required, one
is added by default.

argets

Controllers found on network Predefined controllers

Current 10 Patchad to: Channels Datault Mapping
192.168.5465 1 Controller 01 & 1921685465  Controller 01 ¢
192.168.66.120 2

Controller mapping
State  Patched Name

C Rofrosh List Dy licate selected Display Console Tester < Unpatch

Controfier Sattings Min/Mex samitivity vaties

Sensitivity: ? minSens

Deadzone: ? maxSens:

Boost stepSize:

Step 31: Go to the “Controllers” tab and then click the “+” icon in “Predefined Controllers” to add as
many controllers as required.
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Step 32: On the 3D Mouse Units use the encoder labelled “ID” to set an individual number or letter
to each controller, this allows you to easily identify each controller in Follow-Me.

Controllers found on network redefined controliers Controlier mapping
Crannels Detault Mapping

Step 33: Next select a controller from “Controllers Found on Network” and then select a controller
from “Predefined Controllers” and press patch to bind them together.

Controllers found on network Predefined controllers Controller mapping
Controller Current 10 Patched to State  Patched Name

° Controlier 01 =
Target 01

& Refresh List Patch » ¥ Duplicate ole Tester ¢ Unpatch

y: Smys minSens: 1
Deadzone: 10 ? maxSens: 15

Boost stepSize: 0.5

Step 34: For each “Predefined controller” use the “Connected Target” dropdown to select a Target.

Step 35: Now repeat the last 2 steps for all controllers.
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Fixture Refinement

Fixtures

Universe SrtAdd endAdd.  Pun-inv

Universe A - Out: ArtNe... 1

Choose Fixture Type Parameters. gnore All Control Channels -

[

Current Fixture Po: & X:000 Y:0.00 Z:000 xRot: 0.00 yRot: 0.00 zRot: Q.ww
Fixture refinement wizard
Fixture Position & Orlentation Toe B shit

xPos 0.00 xRot 000 *Dev 0.00 xRotDev 000 2 -
Laser messure integration

yPos 0.00 yRot 0.00 yDev 0.00 yRotDev 0.00
Import positions from CSV

2Pos 0.00 zRot 0.00 zDev 0.00 RotDev 000 T
Export positions to CSV

Pt Gttt Fiotars Pmm: et ttaat o Dawits

Step 36: Go to the “Fixtures” tab and then the “Positions” sub tab.

Step 37: Click on the “Fixture Refinement Wizard” to open the window.

Start > Refine fitures > Result

Using the fixture refinement wizard, you are able to refine the positions of your fixtures, making the beams
much more accurate on your target. Please indicate which fixture locations you want to refine, and which
calibration points you want to use for this. Select at least 4 calibration points, ideally at the edges of your
performance area. Turn down the intensity of your fixtures you wish to refine before starting the wizard

B Use Fixture { Fixture Calpoints

¥ Spot001 cp002 - DSR
cp003 - DSL
cp004 - USR
cp006 - USL

Focus target: | Target 01

zOf{ et for Focus target: 0

Start wizard

Step 38; The window will show 2 lists, one being the heads added into Follow-Me, the other being
the calibration points that can be used. For initial setup select “Use All” for both lists. If a certain
fixture or calibration point needs further refinement then individual points or fixtures selected.



Start > Refine fixtures > Result

Using the fixture refinement wizard, you are able to refine the positions of your fixtures, making the beams

much more accurate on your target. Please indicate which fixture locations you want to refine, and which
calibration points you want to use for this. Select at least 4 calibration points, ideally at the edges of your
performance area. Turn down the intensity of your fixtures you wish to refine before starting the wizard.

Use  Fixture Calpoints
cp002 - DSR
cp003 - DSL
cp004 - USR
cp006 - USL

Use Fixture

¥ Spot001

Focus target: | Target 01

zOffset for Focus target: 0

Start wizard

& FollowMel Fle Edit Action Vi

Step 40: Fixture will
then move to shine
at first point (DSR),
use 3D mouse

¢ |en0<200412 MK Start PSN

PSN ide

00 Arthet @0 sACN O Controller
00 sy ©osc

assigned to the
target selected in
the previous step to .
line up the fixture 7 |
more accurately
with the calibration
point marked
originally, once done
press enter and
repeat for all
fixtures.

Focus mode
Trackpad ¥ Activate Focus

@
v

Intensity  Iris

v

Focus

Activate HighLite

M
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Step 39: Select the target you wish to use for
refinement, this allows you to use on of the
3D mouse units to line up fixtures. Once
selected set “zOffset” to O and press “Start”.

Record panfit + Next ()
Previous Skip

ode

Focus mode options may assist in
the refinement procedure by

allowing you to change zoom,

@
v

Zoom

focus, iris and intensity. To activate
focus mode select the tick box
under the function.

Continue
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Step 41: Once one position has been completed for all selected fixtures it will automatically move to
the next position and start again until all points and fixtures have been calibrated across all

positions.

¢ Start > Refine fodures > Result

¢ Start > Refine fixtures > Result
You are done with the fixture refinement. In the table below, you can find the result of the procedure for
each fixture. Ideally, the resulting projection error is as low as possible. If the error for a specific fixture is

You should now shine each fixture exactly on each specified calibration point. Either use the trackpad
below or the mouse console connected to your specified focus target to adjust the pan / tilt of your fixture.

Do this for all chosen fixtures and calibration points. somewhat high, you could add more fixture calPoints to the calibration o re-do the calibration for that

fixture. A high error means that Follow-Me's calculation for fixture position is not in fine with the fixture
position in reality.

Fixturs Result
DSR

DSL Spot 001 1290186...
USR
UsL

Record panftilt + Next (€)
Previous Skip

Continue Back to Selection to add more points Done

Step 42: After all are completed, press continue. This then shows the results for each fixture, if
there is a higher level of error this means there is probably a measurement, position or rotation
wrong in the software, go through and double check all fixtures. Once complete press done.

Untitled (Demo Show copy)

cees
¢ enD-19216810124 Stop DMX 00 ArtNet @0 sACN © Controlier g of — \
DMX Started 1 4 f \
Fixture overview Target overview PSN Tracker overview
Use Fixtures f. Iris J "t . Targets Position Enable Local Trackers
Spot 01 1 Target 01 %:0.00 y:0.00 2:1.30
Spot 02
Spot 03

Spot 04 Target 01

¥ Use Out: Pan: 19% Tilt :33% Pan: 012328 Tit: 021451 Assign selected fixtures ) elected target >

Step 43: When assigning fixtures to targets, select the fixtures you want to add either in the fixture
overview window or the fixtures tab, then select the target in the target overview and click “assign

Selected Fixtures”.

Setting Up Controllers

Step 44: Go to the “Controllers” tab.

Step 45: Select the predefined controller you want to edit from the list.



Predefined controllers
State  Patched

Sensitivity: 5m/s
Deadzone: 10

Boost:

Step 46: Under “Controller Mapping” you can edit and assign functions to all of the buttons,

Name

Controlier 01

Mapping

Network

Connected Target

Target 01

< Unpatch

Min/Max sensitivity values
minSens: 1
maxSens: 15

stepSize: 05

Follow-Me Quick Start Guide

Controller mapping

Channels Default Mapping User Mapping

Mouse - E1 Controller Sensitivity
Mouse - E2
Mouse - S1 era Night/Day - Switch &
Mouse - S2

Wing - E1

Wing - E2

Wing - €3

Wing - E4

Wing - F1 Target Intensity -
Wing - F2

Wing - F3

Wing - F4

Wing - 51

Wing - S2

Wing - S3

Wing - S4

encoders and faders on both the mouse and fader wing.

Predefined controllers

State

Patched

Duplicate selected

Auto sele
Controller S
Sensitivity:
Deadzone:

Boost:

Step 47: Within the “Channels” column anything labelled as “E” is
labelled as “F” is referencing a fader and anything labelled as “S” is referencing a Button.

Predefined controllers

State  Patched

Controller S
Sensitivity:
Deadzone:

Boost:

Controlier 01

Controll

Mapping

Name Connected Target

Target 01

< Unpatch

Min/Max sensitivity values
minSens: 1
maxSens: 15

stepSize: 05

Controllers  Ca

Network

Name Connected Target

Controller 01 Target 01

< Unpatch

Min/Max sensitivity values
minSens: 1

maxSens: 15

stepSize: 05

Contrallar manoing

Channels Default Mapping User Mapping
Controller Sensitivity

Mouse - S1 era Night/Day - Switch

Mouse - S2

Wing - E1

Wing - E2

Wing - €3

Wing -

Wing Target Intensity

Wing -

Wing - F3

Wing -

W

Wing -

Wing - S3

Wing - S4

Controller mapping

Channels Default Mapping User Mapping

Mouse Controller Sensitivity - Les
Mouse -
Mouse - Camera Night/Day - Switch <
Mouse - S

Wing - E1

Target Intensity - Level

Wing - S
Wing - S3

Wing - S4

referencing an encoder, anything



Calibration Mapping Controllers  Cameras
Network
Predefined controllers
State  Patched Name
L Controlier 01 Target 01

Connected Target

Duplicate selected Display Console Tester < Unpatch
Auto select Target from Controller ID

Controller Settings Min/Max sensitivity values

Sensitivity: Sm/s ? minSens: 1

Deadzone: 10 ? maxSens: 15

Boost: stepSize: 05

Z OffSet

Targat PSNowt PINZYSwa PSNID  iMeght mpss madipos | misYpos .
Target 01 ) 0000 -26000 25000 25000 26000

4 SetSolected Targets to Origin Point

Follow-Me Quick Start Guide

Controller mapping

Channels Default Mapping User Mapping
Mouse - E1 Controller Sensitivity - Level & ---
Mouse - E2 e S -
Mouse - S1 Camera Night/Day - Switch & ---
Mouse - S2

Wing - E1

Wing - E

Wing - £

Wing -

Wing Target Intensity - Level

Wing -

Wing -

Wing -

Wing

t | Sat Selected Targets to Selected Cal Point

PSNOM PSNZYSwa PSNID Heght m
o 0000 26000 25000 -25000 26000

et aetat niwgnt
zHeight: 0

Negative Offset: 0

Positive zOffset: 0

Step 51: Set the “Target zOffset from mapping - negative zOffset” to -1.3.

By default “E1
(mouse encoder 1)
on the mouse
console controls the
sensitivity of the 3D
mouse, this allows
each of your
operators to select
their own sensitivity.
This control can be
replaced or moved
in this window.
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Controllers found on ne o Controller mapping

Patched 1o stat t Channels Datautt Mapping

Controlier 01

Step 52: Go to the “Controllers” tab.

Step 53: Select the predefined controller you want to edit from the list.

Setup

Predefined controllers Controller mapping
State  Patched Name Connected Target

° Controlier 01 Target 01

Step 54: Double click under “Default
mapping” and select “Target zOffset -
level” from the list of dropdown options,
This fader now controls the zOffset level

<Unpatch

of that target.

©0 Artet B0 sACN © Contr

Step 55: Go to the “Mapping”
tab.

X0.00Y:0.00 0,00

Step 56: Use the “+” icon to
add new mapping, you can
double click on the mapping
to rename it as required.

Step 57: Select the mapping
you just added.




User mapping Type
Mapping 01

Target & Fixture Control

No Control

Add Selected Targets | — Add Selected Fixtures |—

Follow-Me Quick Start Guide

GSINGEE Presets & Assignment
Camera Control

No Control

Parameters

Step 58: Use the “+” icon in the bottom right labelled “Parameters” to tell Follow-Me what to control

with this mapping,

Fixtures Parameters

Spot 001 Pan
Pan, fine
Tiit
Tilt, fine
Cyan
Cyan, fine
Magenta
Magenta, fine
Yellow
Yellow, fine
cTo
CTO, fine
Colour
Colour, fine
Gobo 1
Gobo 1 <>
Gobo 1 <>, fine
Gobo 2
Gobo 2, fine
Prism

Controllers found on network

Current 10 Patched 1o:

€ Refresh List

e Step 59: A dialogue will appear showing you a
list of fixtures added earlier, select a fixture
from the list then select the parameters you
wish to map and click “Add>>". Repeat for all

fixtures and parameters that need to be in this
mapping.

For example, adding the CTO channel of heads
1 and 2 to a mapping will allow the operator to
control this function for those heads through
their controller.

Predefined controliers Controller mapping
Channals Detautt Mapping

Unpaich

Step 60: Then go to the “Controllers” tab.

Step 61: Select the predefined controller from the list that you want to add the mapping to.



Follow-Me Quick Start Guide

.
¢ [en0-10216810124 &

@ Use Out: Pan: 50% Tilt :50% Pan: 032512 Tilt: 032612

Mapping 01

Step 61 (cont.): Select the control (example Wing E2) you wish to use, double click under user
mapping on the relevant row and select your mapping form the list.

Lamp On/Off Fixtures

¥ Spot001 Elation - Artiste Picasso... -~

Choose Fixture Type. Parameters.

Fixture Test
Black Time
Fade-out time: 050 Lamp On
Fade Time mp
Fade-in time: 200 Lamp Off

Cone extension length:  2.00 Resat Fixture

an/Tit Rangs & Offvet

Step 62: Go to the “Fixtures” tab and the “advanced”.

Step 63: Select the relevant fixtures from the list you would like to control.

Positi Addressing  Fixture Settings ntrol Chat Advanced

Masking Fxture settings

Fixture Test

Lamp On
Lamp Off

Resat Fixtur

PanTilt Rangs & Offset

p Fs:1 asking Test
Black Time

Lamp On

Fade Time
Lamp Off

Resat Fixture

PanTilt fanga & Offsst

Step 65: If required a full fixture reset can also be done from here.
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Follow-Me Fixture Positions

Head no:

Head Type:

Pos X (m):

Pos Y (m):

Pos Z (m):

Rot X (°):

RotY (°):

Rot Z (°):




Follow-Me Axis Cheat Sheet
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Up Stage (+Y)
Stage Right (-X)

Stage Left (+X)

/

Down Stage (-Y)

+RotX






