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INTRODUCTION

L-ACOUSTICS SOUNDVISION is a proprietary 3D software program dedicated to the modeling of
the entire L-ACOUSTICS product line - including V-DOSC, dV-DOSC, KUDO, ARCS, XT and MTD
enclosures. Designed with a convenient, intuitive graphical user interface, SOUNDVISION allows for
the calculation of sound pressure level (SPL) and coverage mapping for complex sound system or
venue configurations.

Room geometry and loudspeaker locations are defined in 3D and simplified operating modes allow the
user to work in 2D to rapidly enter data. According to user preference, either horizontal (plan) or
vertical (cut) views can be selected to enter room coordinates or to define loudspeaker
placement/aiming. SPL plus coverage mapping are then based on direct sound calculations over the
defined audience geometry.

SOUNDVISION features a user-friendly interface with multiple toolboxes that allow for convenient
entry of room and loudspeaker data while at the same time displaying coverage or mapping results
along with 2D Cutview, Target and Source Cutview information. All toolboxes can be displayed
simultaneously, providing the user with a complete control interface that allows for rapid system
optimization.

Using sophisticated modeling algorithms, SOUNDVISION offers several levels of support. Due to its
speed and ease-of-use, “Impact” mode is well-suited to the needs of touring sound engineers and
touring sound companies. More detailed information is available in “SPL Mapping” mode, providing an
invaluable tool for the audio consultant or sound designer. For the installer, the physical properties
provided in “Mechanical Data” mode provide useful practical information for fixed installation
applications.

Impact mode coverage is based on the -6 dB directivity over a |-10 kHz operating bandwidth (at 5
degree angular resolution) and allows for immediate visualization of system coverage and SPL
distribution. Optimum SPL contours are highlighted within the displayed -6 dB coverage pattern (filled
circles corresponding to the -3 dB coverage pattern) in order to facilitate the implementation of
multiple source installations. For offstage LL/RR V-DOSC or dV-DOSC arrays (or distributed sound
reinforcement design using coaxial loudspeakers), the goal is to align the filled circles in order to have
even coverage.

Mapping mode provides a color-coded representation of the SPL distribution over the defined room
geometry and allows for visualization of the coverage of individual loudspeakers as well as the
interference between multiple loudspeakers. In mapping mode, the user can select individual 1/3
octave bandwidths, unweighted or A-weighted SPL, or any frequency range between 100 — 10k Hz.
Typically the I-10 kHz bandwidth SPL mapping is considered to provide a good representation of
system performance since this frequency bandwidth is primarily responsible for perceived system
intelligibility and clarity.

Modeling of XT, ARCS, KUDO, dV-DOSC and V-DOSC are presented in the following sections along
with an overview of the basic features and operating modes of SOUNDVISION. For further details on
XT, ARCS, KUDO, dV-DOSC or V-DOSC, please refer to their respective operating manuals. For full
details on SOUNDVISION, participation in a SOUNDVISION Training Seminar is recommended.
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MODELING XT ENCLOSURES

Figure | shows SPL mappings generated using SOUNDVISION at octave band frequencies for a single

I 12XT enclosure, demonstrating the evenness of coverage and single point source behavior that is
obtained using coaxial technology.

Figure |: SPL mappings at octave band frequencies for a single | 12XT enclosure (6 metre throw distance)

Figure 2 shows impact mode coverage and band-averaged SPL mappings for the single |[12XT
enclosure of Figure .

Impact Coverage

Unweighted SPL Map

A Weighted SPL Map

1-10 kHz SPL Map
Figure 2: Impact coverage and SPL mappings (unweighted, A-weighted, |1-10 kHz bandwidth) for a single
1 12XT enclosure (6 metre throw distance)
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Figures 3 and 4 show SPL mappings and impact coverage for a distributed system of two XT
enclosures with optimum spacing (6 meter separation for a 6 meter throw distance). Interference
effects occur at lower frequencies and will tend to be masked by room reverberation. At higher
frequencies, more tightly-spaced comb filtering effects cannot be resolved by the ear. Essentially, the
key to successful distributed system design is avoiding significant interaction throughout the critical
mid band frequency range in order to reduce audible interference effects.
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Figure 3: SPL mappings at octave band frequencies for two | |2XT enclosures with optimum 6 metre spacing
(6 metre throw distance)
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Figure 4: Impact coverage and SPL mappings (unweighted, A-weighted, |1-10 kHz bandwidth) for two | 12XT
enclosures with optimum 6 metre spacing (6 metre throw distance)
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Figures 5 and 6 show SPL mappings and impact coverage for two |12XT enclosures with non-
optimum spacing of 0.5 meters. Uneven coverage above 500 Hz demonstrates the comb filtering
interference effects that arise due to path length differences as a function of listener position. Since the
enclosures are physically too close together, these interference effects will be highly audible as a
function of listener position in the critical mid band frequency range (500 — 2 kHz).

Figure 5: SPL mappings at octave band frequencies for two |1 12XT enclosures with non-optimum 0.5 metre
spacing (6 metre throw distance)

Impact Coverage Unw&ghted SPL Mép

A Weighted SPL Map 1-10 kHz SPL Map

Figure 6: Impact coverage and SPL mappings (unweighted, A-weighted, 1-10 kHz bandwidth) for two | 12XT
enclosures with non-optimum 0.5 metre spacing (6 metre throw distance)
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MODELING ARCS

Figure 7 shows plan view SPL mappings at octave band frequencies for an array of 4 ARCS enclosures
in the vertical orientation (i.e., waveguides are horizontal). For this example, the ARCS array is
perpendicular with a 20 metre throw distance to a target plane having dimensions of 40 x 40 metres
(imagine the ARCS array flown above the target plane firing straight down). In this plan view
representation, the 40 degree coverage for the array is seen to be oriented upwards and the 20
degree coverage downwards. Horizontally, the array provides 90 degree coverage (approximately 24
metres wide as seen in the plan view projection for this example) and coverage is stable and well-
defined above 2 kHz while becoming progressively more omnidirectional at lower frequencies.

i

125 Hz 250 Hz 400 Hz

| kHz 2 kHz 4 kHz

6.3 kHz 8 kHz 10 kHz

Figure 7: Plan view SPL mappings at octave band frequencies for 4 ARCS arrayed vertically (20 metre throw
distance, enclosures are perpendicular to target plane with 40 degree coverage oriented upwards)
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Figure 8 shows impact mode coverage and band-averaged SPL mappings for the array of 4 ARCS
enclosures pictured in Figure 7. Impact coverage provides a good representation of the octave band
mappings seen in Fig. 7 for frequencies higher than 2 kHz. For this reason, impact mode is considered
to provide a good indication as to the overall coverage of the array in terms of clarity and intelligibility.

It is also interesting to compare the A-weighted, unweighted and |-10 kHz SPL mappings of Figure 8
with the individual octave band mappings of Figure 7. The |-10 kHz SPL mapping is seen to provide a
good representation of the overall coverage of the array and also corresponds well with the coverage
predicted in impact mode. The A-weighted SPL average provides a more strict representation of
system coverage since there is more emphasis on higher frequencies while the unweighted mapping is
more omnidirectional due to the inclusion of lower frequency information in the average.

Impact Coverage Unweighted SPL Map

A Weighted SPL Map 1-10 kHz SPL Map

Figure 8: Impact coverage and SPL mappings (unweighted, A-weighted, 1-10 kHz bandwidth) for 4 ARCS (20
metre throw distance, enclosures perpendicular to target plane with 40 deg coverage oriented upwards)
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ARCS SOUND DESIGN EXAMPLE

Figure 9: Theatrical Sound Design Example (proscenium-mounted LCR array with stereo infill loudspeakers,
optional distributed front fill system not shown)

Figure 10 shows impact mode and A-weighted SPL mappings for the theatrical sound design
configuration depicted in Fig. 9. For this example, the system consists of a proscenium-mounted LCR
configuration with two stereo infill ARCS enclosures flown horizontally. The FOH L and R arrays
consist of 3 ARCS flown horizontally in a mirror image configuration (40 degree coverage oriented
onstage) and a centre cluster of 4 ARCS is flown vertically (inverted orientation).

Full System Impact Coverage Full System A-Weighted SPL Map

FOH L Impact Coverage FOH L A-Weighted SPL Map
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FOH R A-Weighted SPL Map

Centre Cluster |mpact Coverage Centre Cluster L A-Weighted SPL Map
Stereo Infill L Impact Coverage Stereo Infill L A-Weighted SPL Map
Stereo Infill R Impact Coverage Stereo Infill R A-Weighted SPL Map

Figure 10: Impact coverage and A-weighted SPL mappings for the theatrical sound design example of Figure 9
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MODELING KUDO
Geometric data for modeling KUDO in SOUNDVISION is shown in Figure | 1.
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Figure | 1: KUDO Geometric Data

To illustrate the coverage of KUDO, Figure 12 shows SPL mappings at octave band frequencies for an
array of 8 KUDO enclosures (angles top-to-bottom = 10, 10, 9, 7, 6, 5, 4). For this example, the
KUDO array is perpendicular to a target plan having dimensions of 35 x 100 meters at a 20 meter
throw distance (imagine the KUDO array firing at a large wall). Coverage is stable and well-defined
above | kHz while becoming progressively more omnidirectional at lower frequencies.

Figure |3 shows impact mode coverage and band-averaged SPL mappings for the array of 8 KUDO
enclosures pictured in Figure 12. Impact coverage provides a good representation of the octave band
mappings seen in Fig. 12 for frequencies higher than 2 kHz. For this reason, impact mode is
considered to provide a good indication as to the overall coverage of the array in terms of clarity and
intelligibility. It is also interesting to compare the A-weighted, unweighted and 1-10 kHz SPL
mappings of Figure |3 with the individual octave band mappings of Figure 12. As for XT and ARCS
enclosure modeling, the 1-10 kHz SPL mapping is seen to provide a good representation of the overall
coverage of the array and also corresponds well with the coverage predicted in impact mode.
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Figure 12: Plan view SPL mappings at octave band frequencies for 8 KUDO (20 meter throw distance

Impact Coverage (50 deg coverage) Impact Coverage (80 deg coverage)

enclosures perpendicular to target plane)

Impact Coverage (110 deg coverage)

Unweighted SPL Map (50 deg coverage) Unweighted SPL Map (80 deg coverage)

E dE 3

A Weighted SPL Map (50 deg coverage) A Weighted SPL Map (80 deg coverage)

E SF N

1-10 kHz SPL Map (50 deg coverage) 1-10 kHz SPL Map (80 deg coverage)

A Weighted SPI: Map (I I_O deg coverage)

1-10 kHz SPL Map (110 deg coverage)

Figure 13: Impact coverage and SPL mappings (unweighted, A-weighted, 1-10 kHz bandwidth) for 8 KUDO
(20 meter throw distance, enclosures perpendicular to target plane)
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KUDO SOUNDYVISION DESIGN EXAMPLE

The following example illustrates sound design using KUDO for a typical theatrical venue. The overall
system consists of:

Centre Cluster 8 KUDO (vertical line source array, | 10 degree coverage mode)

FOH L 10 KUDO (vertical line source array, 80 degree asymmetric LEFT)
FOHR 10 KUDO (vertical line source array, 80 degree asymmetric RIGHT)
Front-fill 6 MTD108a (not shown)

Figures 14 to 17 show impact mode coverage and SPL mappings for the individual and combined
KUDO loudspeaker arrays of this sound design.
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Figure 14(b) Centre cluster SPL mapping - rear view
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Figure 15(c) FOH L SPL mapping — perspective view

SOUNDVISION MANUAL VI.0 June 2005 14



1000 10000 H b=

10

108

108

107

106

105

104

103

e

101

DATA
OF~d o~ &3
- Postion (m) |- Global Setings

e [ 184 || poce B
A!imu\ AEET !

newSourea| System Camag | Apply | Mechericel Cata | |

& ¢® P wd

Kl

# 0
x Bl I

2 Stnckar
- &
) = 2=

| _Source Setings | [S38

LMY Origsastion

71,1 Haight I~ Show Cutigw Flane an 30 scans

(]

@ Vamiesl O Horzantal

Figure 16(c) FOH R SPL mapping — perspective view
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Figure 17(a) Full system SPL mapping — perspective view
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Figure 17(b) Full system SPL mapping — lower perspective view
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MODELING dV-DOSC
Geometric data for modeling dV-DOSC in SOUNDVISION is shown in Figure 18.
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Figure 18: dV-DOSC Geometric Data

To illustrate dV-DOSC coverage, Figure 19 shows SPL mappings at octave band frequencies for an
array of 12 enclosures (angles = 5.5, 5.5, 5.5, 5.5, 4.5, 3.75, 3.75, 3, 3, 3, 3). For this example, the dV-
DOSC array is perpendicular to a 35 x 100 metre target plane at a 30 metre throw distance (imagine
the dV-DOSC array firing at a large wall). Coverage is stable and well-defined above | kHz while
becoming progressively more omnidirectional at lower frequencies. Figure 20 shows impact mode
coverage and band-averaged SPL mappings for the array of 12 dV-DOSC enclosures pictured in Fig.
19. Impact coverage provides a good representation of the octave band mappings seen in Fig. 19 for
frequencies higher than | kHz. For this reason, impact mode is considered to provide a good
indication as to the overall coverage of the array in terms of clarity and intelligibility.

It is also interesting to compare the A-weighted, unweighted and |-10 kHz SPL mappings of Figure 20
with the individual octave band mappings of Figure 19. The I-10 kHz SPL mapping is seen to provide a
good representation of the overall coverage of the array and corresponds well with the coverage
predicted in impact mode. The A-weighted SPL mapping provides a more strict representation of
system coverage since there is more emphasis on higher frequencies while the unweighted mapping is
more omnidirectional due to the inclusion of lower frequency information in the average.
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2 kHz 10 kHz

Figure 19: Plan view SPL mappings at octave band frequencies for 12 dV-DOSC
(30 metre throw distance, enclosures perpendicular to target plane)
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Figure 20: Impact coverage and SPL mappings (unweighted, A-weighted, 1-10 kHz bandwidth) for 12 dV-DOSC
(30 metre throw distance, enclosures perpendicular to target plane)



MODELING V-DOSC
Geometric data for modeling dV-DOSC in SOUNDVISION is shown in Figure 21.
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Figure 21: V-DOSC Geometric Data for SOUNDVISION

Note: V-DOSC geometric data is different in SOUNDVISION versus ARRAY 2004. In order to have
consistent coordinate references for all L-ACOUSTICS products, the convention adopted for SOUNDVISION
is that X=0 and bumper elevation coordinates are referenced to the front of the top V-DOSC and site

angles are referenced to the centre of each enclosure

To illustrate the V-DOSC coverage, Figure 22 shows SPL mappings at octave band frequencies for an
array of 12 V-DOSC enclosures (angles top-to-bottom = 4,4,4,4,4,4,4,4,4,4,3). For this example, the
V-DOSC array is perpendicular to a target plan having dimensions of 35 x 100 metres at a 30 metre
throw distance (imagine the V-DOSC array firing at a large wall). Coverage is seen to be stable and
well-defined above | kHz while becoming progressively more omnidirectional at lower frequencies.

Figure 23 shows impact mode coverage and band-averaged SPL mappings for the array of 12 V-DOSC

enclosures pictured in Fig. 22.
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Figure 22: Plan view SPL mappings at octave band frequencies for 12 V-DOSC
(30 metre throw distance, enclosures perpendicular to target plane)
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Figure 23: Impact coverage and SPL mappings (unweighted, A-weighted, |1-10 kHz bandwidth) for 12 V-DOSC
(30 metre throw distance, enclosures perpendicular to target plane)



V-DOSC SOUNDYVISION DESIGN EXAMPLES

STADIUM EXAMPLE

The following SOUNDVISION example (Amsterdam Arena, NL) shows the coverage of different
elements of a stadium system consisting of: four main arrays (15 V-DOSC + 3 dV-DOSC); four
distributed front fill arrays (3 dV-DOSC); one centre cluster (6 dV-DOSC); eight distributed balcony
fill arrays (6 dV-DOSC).

LLL LL L Cc R RR RRR DEL1 DEL2 DEL3 DEL4 DEL5 DEL6 DEL7 DEL8

15 | 15 15 | 15 60 |V-DOSC
6 6 6 6 6 6 6 6 6 6 6 6 6 78 |dv-DOSC
8 12 6 12 8 46 |SB218

Figure 24a: Stadium example - rear perspective view of full system impact coverage

Figure 24b: Stadium example - plan view of full system impact coverage
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FOH + OFFSTAGE FILL: LL, L, R, RR

FOH SYSTEM: L, R BALCONY FILL SYSTEM: 8 x 6 dV-DOSC

OFFSTAGE FILL SYSTEM: LL, RR FRONT FILL SYSTEM: 4 x 3 dV-DOSC

Figure 25: Stadium example - rear perspective view of 1-10 kHz SPL Mappings



SOUNDVISION ARENA EXAMPLE

The following SOUNDVISION example (Palais Omnisport de Paris Bercy — POPB — Paris, France)
shows the coverage of different elements of an arena system consisting of: two main arrays (15 V-
DOSC + 3 dV-DOSC); two offstage fill arrays (12 dV-DOSC); eight distributed front fill enclosures

(112XT).
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Figure 26: Arena example -rigging plot

Figure 27: Arena example - plan view of full system impact coverage



Figure 29a: Arena example - rear perspective view of full system SPL map (1-10 kHz)



Full System dV-DOSC Offstage LL/RR

FOH L/R 1 12XT Front Fill System

Figure 29b: Arena example - plan view of 1-10 kHz SPL mapping

SOUNDVISION MANUAL V1.0 June 2005 27



Proprietary 3D software dedicated to modeling L-ACOUSTICS products :

* Wavefront Sculpture Technology-based systems : ARCS, KUDO, dV-DOSC, V-DOSC
+ Coaxial enclosures : XT, MTD

Convenient, intuitive graphical user interface
* Real-Time Coverage Simulation (Impact Mode)
* Sound Pressure Level (SPL) Calculation (Mapping Mode)

IMPACT MODE MAPPING MODE

BRSSP EEEANPNBRATETAGENdaNng
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SOUNDVISION MANUAL V1.0

* Room geometry and loudspeaker locations are defined in 3D

* Simplified operating modes allow rapid data entry in 2D using
horizontal (plan) and vertical (cut) views of the room geometry

¢ SOUNDVISION assumes anechoic, freefield conditions and
simulates direct sound only

#A reasonable approximation: with WST Systems, energy can be
precisely focused on the audience and room acoustics neglected
since less room reflections/reverberation are excited
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« IMPACT MODE : for touring applications
* SPL MAPPING MODE : more detailed information for consultants, sound designers
« MECHANICAL DATA / REPORT MODE : practical information for the installation
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SOUNDVISION MANUAL V1.0

IMPACT MODE

*Based on -6 dB directivity over |-10 kHz bandwidth (at 5 deg resclution)

*Real time visualization of system coverage and SPL distribution

* Optimum SPL contours are highlighted within the displayed -6 dB coverage pattern
(filled circles correspond to the -3 dB coverage)

For distributed sound reinforcement design using coaxial fouds peakers or multiple WST-
based arrays - goal is to align filled circles to obtain even coverage
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MAPPING MODE

*Color-coded representation of SPL distribution over the defined room geometry

*Allows visualization of the coverage of individual loudspeakers or arrays and
interference between multiple loudspeakers

*(Can select individual 1/3 octave bandwidths, unweighted or A-weighted SPL,
or any frequency range between |00 - |0k Hz

{- 10 kHz frequency bandwidth SPL mapping is primarily responsible for perceived system
intelligibility and provides a good representation of system performance
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SOUNDVISION MANUAL V1.0
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* Main toolbar, file management options

* Setup Parameters: units, color scale, freq bandwidth, discretization
* 3D Room Data : defining room geometry (surface or profile mode)
* 3D Scene

* 2D Cutview

* Entering Loudspeakers

* Source Cutview

* SPL Target

* Report Data (installation parameters)

* Mechanical Data
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SOUNDYVISION FILE TYPES

THREE FILE TYPES .
E .svd files = 3D Room and Loudspeaker (Main Toolbar Open/Save)
ﬂ .svs files = 3D Room only (3D Room Data Toolbar Open/Save)

o
h .svc files = Loudspeaker only (Loudspeaker Data Toolbar Open/Save)

Save 3D Room Data and Loudspeaker Data separately to try different loudspeaker
configurations for the same 3D Audience

For touring: Loudspeaker Data (.svc file) corresponds to generic rigging plot — just
drop it into a given venue (.svs file) and fine tune installation parameters
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GENERAL - MAIN MENU BAR

[ Ysounpvision ) B =10 x|
Ded | B | ENELEES BN | =03- Memory load : 67% [T 1) (emm——]

[0 ¢ New Document creates an empty document

& - + Open a 3D Room and Loudspeaker Data file (.svd)

& « Save (Save as) a 3D Room and Loudspeaker Data file (.svd)

[ * Mapping/Coverage changes from Coverage Mode to Mapping Mode

E8 NOTE: In Mapping Mode, Coverage Zone highlights
the coverage or intelligibility zone for the selected source

% Mapping Options allows for adjustment of units, 3D Scene Discretization
Step and Frequency Bandwidth parameters
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GENERAL - MAIN MENU BAR

[JsounDvISION =10] x|
hed | Hs | PEREZLE=s Bl | a02- Memory load - 7% [T T ——]

TOOLBOXES can be directly accessed by selecting:

3D Room Data Toolbox B 3D Scene displayed full screen
B oudspeacer Daca Toelhox Elo;famtl Return to default screen config
£ 2D Cutview Toolbox (3D Scene + toolboxes)

e

Source Cutview T oolbox

B - Options Menu { First time user

i

SPL Target Toolbox
@ - Tutorial / On Line Help / Version #

Report Toolbox

|

Memory load : 35% [ T | mm—m ] Computer memory load indicator

Memory load : 67% (T ) [emm—"—| o

If red, close applications or add memory
- 90% (T (—
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OPTIONS : UNITS

UNITS : options 5

] Eanstants] Happingl 3D | Flesewedl

* Distance (metric or imperial)

- Distance Units
* Weight (metric or imperial) 9 g O an R0 Em RO s
) Feet O Inch
Time (ms or selected distance unit) I
SCALE FACTOR: _ Weight Unis-
* Useful for scaled architectural drawings ® Kg
Lb
* Enter architectural drawing coordinates directly i
(without converting them ) ~Delay Units
* E.g, for 1:600 scale drawing, ruler in cm set ) Tima ms)

i : Distance (ci ;
Distance Units to cm and Scale Factor to /600 O Dlutaree Idhtarcs Ve

* Enter the values read from the ruler directly (in cm)

* When finished, change back to |/| and meters Close |
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OPTIONS : CONSTANTS

CONSTANTS : E_ |
» Temperature (degrees Celsius) Unks. (Conslnts| Mepping| 30 | Reserved|
* Impact Point Radius (meters)
« SPL Max and SPL Min for the 3D Scene Temperature [20] ©
White : SPL > defined SPL Max value Impact Radus in Coverage Mode [ 1 | et
Black : SPL < defined SPL Max value
¢ Color Mode :
. ‘White color [over SPL max]: df
g:cta:(e\ilv:cztc: ol Black color [below SPL min) 48
g \ P \ 30 dB SPL per color in STEP color mode
a3 i eyl Color modes
I I !!p v . | : . :
Degraded scale: : - Step mode =
?2# 10 dBI 10 dB) 3 dB per color
white > :
Close |
(black < 92 dB) =
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OPTIONS : MAPPING

Options N ¥
SCENE DISCRETIZATION STEP (meters only) 3

Units | Constants Mapping I 30 | Reserved| Ll
* |[n SPL Mapping Mode, surfaces are discretized in

. . . . Scene Discretization Step [meters)
squares with dimension = 'Step' meters per side 1]

* Lower the value, the more detailed the mapping M 20640 Heda Frequency Bardvadin

display (but longer calculation time) O Full iraquency Bandwilh Unweighted

O Full frequency Bandwith A weighted

@ Select Bandwidth
Specify Mapping Mode Frequency Bandwidth : From [1000 | Hzto [10000 =]Hz

* Unweighted
* A-weighted

* |/3 octave centers ; 100 — |0k Hz

* Select Bandwidth (100 — [0k Hz)

_Close | [ Apply
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OPTIONS : 3D SCENE

HORIZONTAL GRID : Specify Maximum and Step
Values for the 3D Scene (meters only)

DISPLAY ADJUSTMENT : for graphics display
problems in the 3D Scene

NOTE: Optimum value for a given computer model
may not be the same as the default value
Experiment to obtain the best results

* KNOWN DISPLAY PROBLEMS :
3D Screen is black

3D Screen flickers while moving the mouse over it

Points are not displayed

SOUNDVISION MANUAL V1.0 June 2005

40

5 x|
Units Constants| Mapping 30 IFIesewedi <l

Grid masimum 100

Grid division

Change this value in the event of araphics
display problems for the 3D Scene

........................

[v Show Help popups on 3D Scene
[~ Enable Mouse wheel for 3D and Graph Zoom

Cloze Apply




3D ROOM DATA TOOLBOX

m 30 ROOM DATA

SURFACE MODE: Enter 3D point coordinatesto @& &&= -~ - &0
: To enbes 3D Room Geomety cick on either NEW SURFACE or ME'w PROFILE buttons or use the
define the audience area OPEN FILE' function

- MEW SURFACE' creates & single 30 suface by entering widih/deplhvheight [/0/2) coodnates
for each poird on the suiface

PROFILE MODE Create 2D proﬁle (audience - HEW PROFILE" creates a 2D profile [culview] that can then be exiruded in 30
Sectlon V|EW) then E){tr‘ude or FEVOIVE |n 3D - OPEN FILE' opens an exsting SOLNDVISION 3D Room Data Fie

Hew Surface | New Profile

FPH S (- | al

Open : 2 3D Room Data file (.svs)

Save . the current scene as a 3D Room Data file (.svs)
Import : a 3D audience file (text format or EASE .xar file format)
Export : a 3D audience file (test format or EASE .xar file format)
Undo: Click to Undo one operation

Redo: Click to Redo one operation

Options: Click to open the Options Menu

Help: Click to access On Line Help
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3D ROOM DATA OPTIONS

" ; 3D Room Data Toolbox Options
* Disable Automatic Apply when

working with many sources or in Mapping [V Single click to activate coordinate value
Mode (calculations can be long since they v When navigating with arrow keys in the coordinate tab, do not
are carried out after each modification e oDl Ton) o o

) v When navigating with arrow keys in the coordinate tab,

i ] automatically add a point when reaching the last coordinate
*Click APPLY in order for changes to be _ : _
- Automatically apply [pressure calculation plus 3D Scene view)

taken into account (if Automatic Apply is when any change is made

disabled
) # digits after decimal n j

# Max Undo Redo mj [~ Infinite Al

Objects Foaints Angle/Distance

¥ Profie15 [Balcony) Name__ | Depth | Height Dﬁg&ﬂf.ﬁi
Point1 3 =|

Point2 oy Front Width |

|

\ Rear Width ‘
i ——]

New Surface | New Profile | Number of points E ill
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3D ROOM DATA
SURFACE OR PROFILE?

W 3D BOOM DATA = =
SURFACE MODE F-H TS (0o-=-al
Enter XY, Z coordinates to define the Objects Points [Audience Listening Level - 0,0 m)
¢ Susfacel Mame " e
surface Pont1
Post2
Poirt3

New Profile | Number of points [E1] = 3D Positon... | Apply |

Y

m 30 ROOM DATA =[] =

PROFILE MODE FEH TS| 0 | 2B
Create a 2D cutview of the venue (based  obiects Points [~ Angle/Distance T _
: ; ; %" ProfileZ [Rev... N D Hei iseratization PH - |
on architectural section drawings) then (e e zoth 1 e | piscretization Bl
: X ; Angle to |
give the profile a 3D volume by extruding L Descibe i
or revolving it (based on plan drawing) enghh 1 o |
30 Posttion... |

New Surface | New Profile | Number of pornts [ Apply |

A

Recommendation: Use Profile Mode to design the audience geometry and Surface Mode
to create any non-standard audience geometries (polygon, any plane geometry...)
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SURFACE MODE
Defining a New Surface

* ] H W 3D BODM DATA |
Select. New Surface S-B gD |00 |2l
* _oordinates for the 3D Scene : Objects Pinks (Auuciencs Listerng Lavels 0.0.1m]
Width (X=red) < Sillie e :
Depth (Y=green) s

Height (Z=blue)
* 3 points by default

(minimum # to define a plane )
*Points, surfaces can be renamed as desired

i

3D Fosibon... |  Apply |
.

Enter coordinates by left clicking in the tab

Mame Width/x | Depth/v' | Height/Z
Paint1 0,0

Paint2

Foint3

3 points define a plane and the surface orientation
One of the 3 coordinates becomes automatic

(depends on the surface orientation)
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Name Width/ | Depth/y | H [Auto)

Paint1 0,0 0.0 0.0 _
Point2 0,0 50,0 0.0 "
Point3 50,0 50,0 0.0

3D SCENE




SURFACE MODE
Adding, Deleting, Moving Points

Click: Number of points Up/ Down ... or Right Click on an existing point to add, insert or delete a point
Pm\s‘lgﬁmn offset: 1.8 m) [ Modily the Flan Hame ¥ Z [Buita) Hame b 1 Z [fwio)
Hame X . [Z0a) Port] 00 | 00 | 00 Pori] 00 | 00 | 00
N, Pairtl 0.0 0.0 00 Pori2 0o 50.0 0.0 Poirt2 0o 50.0 00
\ Poirit2 0.0 50.0 0.0 Pont3 ErLL Lint] 4 Forit3 50,0 50.0 0.0
: . Forid Insert a poink to position 3
“oint3 500 | S00 0.0 Delete 'Points' Insert 2 paint bo poskion 4
F}QM\‘ 0.0 Delete & point

Number of points [ = Apply

Pairts udience Listening Level . 0.0m] [ Modiéy the Plane
Hame Y

o 3 Z o]
Point] 0.0 00 oo
Foint? 00 &0 00

Left Click
Points (Auxience Listening Level: 0.0m) ™ Modiy the Plane

> Gato] Drag & Drop

& HName b
Pont1 0.0 0.0 00 5
o2 00 | =00 | 00 to change point
[=1From poshon 4 to 3
il """’"L..f“m" I . . TRt ", S | Or'der'
FPoinis [Audience Listening Level: 0.0m] [~ Modiy the Plane
& Hame ¥ | Z [Buto]
Pointl 0.0 0.0 0.0
Poirt2 0.0 500 o0
Poirtd 50.0 500 0o
Pointd 50.0 1] 00
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SURFACE MODE

Left-clicl on ‘Points’

Audience Listening Level = ear height relative
to floor level (or balcony / tribune level)

Suggested values :
Seated audience -> |.2 metres
Standing audience -> |.8 metres

Add an Audience Listening Level

Points [ offset: 1,8 m) ™ Modify the Plan
B MName P Y Z [Auta)
"= Point3 50,0 00 0.0
[ = PN | Enn [=p ] nn
|[Enter Audience Listening Level
E [E3]

SOUNDVISION MANUAL V1.0 June 2005
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SURFACE MODE
Translate / Rotate the Surface

S
M (I [(0-- A0
Objects Poinls [Audience Listening Level- 0.0m] [ Modily the Flane
d Hame x i 2 [Auta)
SELECT 3D POSITION Pt Do 1 oo B
Foinil2 0o 50.0 00
Point3 50.0 50,0 0.0
ROTATE —
» Select 2 points to define a revolution oot New Pl | Nt ot ] 2> 0. | o |
1 i 1 w30 ROOM DATA I =g
axis or sglect a side (or two points) o N A
directly in the 3D Scene Obiscts : Mmm
* Enter the rotation angle in the toolbox . et VRS e R
¢+ Click 'Rotate’ o ER

Tianslate |  Hotate |

i Ciose |
New Surtace | New Profle | Nw;ﬂpn'ﬂt B

/ 4
TRANSLATE

* Enter XY values
* Click 'Translate’
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SURFACE MODE
Modifying the Plane

B 2D ROOM DATA ==

SH 2 (ool

Dbjects Paints [Audience Listening Level : 0,0m) [ Modify the Plane

il Gurface Wame Pl ] 2t
Paint] L~ 0.0 R0.0 00
Fuint2 _~| E00 00 ]
Point3 .~ 50,0 R0.0 il

=
*Select ‘Modify the Plane’ vV Modify the Plane

* The automatic coordinate opens for editing (previous values are erased)
* Modify X, Y, Z coordinates as desired
* Once the 3 coordinates are defined, the plane is modified

S0 ROOM DATA ==
FH (S [2-o- |83
Ohjects Paintz (Audience Listening Level : 0.0 m] [ Modify the Plane
&3 Surfacel Mame # e Z [dwuta)
Paint1 0.0 50,0 100
Paint2 50.0 0.0 0.0
Paint3 50,0 50,0 0.0
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SURFACE MODE
Reversing the Surface or Profile

*Enter Surface Coordinates counter-clockwise
(or from lower-to-higher height values in Profile Mode)

*Surfaces or profiles can be reversed using the additional functions menu
or right click on the Surface in the 3D Scene

REVERSED SURFACE CORRECT SURFACE ORIENTATION

If no Impact Points are displayed in the 3D Scene try reversing the Surface or Profile
Use a test loudspeaker to check surfaces before building the venue (using symmetry operations etc)
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Right Click on a Surface to access Obiects

SURFACE MODE
Other Functions: Copy/Paste, Delete, Symmetry

Points [Audience Listening Level: 00m) | Modify the Plan
] ] Wi

the additional functions menu Y5 New Surface Ctri+N f‘fﬂ 00 = [GA'E;‘“]
Mew Profile Ctrl+P z < =
L I 0.0 50,0 0,0
SHORTCUTS e, 50.0 0,0 0.0
DELETE to delete the selected surface Symmetry of ‘Surface1’ Mirror to XZ (red/blue) Plane
s CRTL4+KEY : Mirror ko ¥Z (green/blue) Plane

N = New Surface
P = New Profile
C = Copy
V = Paste

New £

Audience Listening Level (0,0 m)

Mirror to %Y (red/green) Plane
C Chrl+C
opy r- Y Mirror to Origin ]
et oo

+'New Surface' creates a New Surface

+'New Profile' creates a New Profile

*'Reverse' changes the orientation of the selected surface
+'Symmetry' creates a new surface which is a symmetric version of the selected one
*'Audience Offset' adds an Audience Listening Level to the selected surface

*'Copy' the Selected Surface
*'Paste’ the Selected Surface
+'Delete' the Selected Surface

SOUNDVISION MANUAL V1.0 June 2005
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PROFILE MODE
Revolution or Balcony?

Select 'New Profile' and the profile type
(Revolution or Balcony)

Enter point coordinates or use the 2D
CUTVIEW toolbox to define the profile

] . ] Gl & [o-=- 1 ab A
Only 2 coordinates required (depth/height) L E:?de R
After defining the 2D cutview, the profile is = m;
extruded or rotated to create the 3D surface mrmt
Hew Stlace | Hew Prokie | Humber of port+ [E] =1 L
| Eovi S SOeD S Patameters - )
| Move [ O [t .o

Powi2 30 | oo |fmdelo

. Point3 50,0 10,0 MR
: » :-::::l;'l.-ll.-.:-.'.n_q- ’
i ' Revolution
— ! ithon.. |

ity Dl

| Numbes of ports [0 = Apphy |
s fot

2D CUTVIEW DEFINE REVOLUTION PARAMET ERS 3D SCENE
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Defining Room Geomet
2D CU'FVIEW L

HE:S

Use the 2D CUTVIEW Toolbox to quickly create S 20 CL T =
2D profiles (instead of entering coordinate values)

Left Click on the chart areato add a
point at the mouse location _ /
Design a profile rapidly then modify it in detail by { e —

editing the coordinate values , | S S | B

MOVE POINTS ADD POINTS DELETE POINTS MOVE SEGMENT LISTENING LEVEL

Use ‘Zoom Qutfin’ plus Right Click [ Drag & Drop to resize and pan the displayed 2D CUTVIEW
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PROFILE MODE
Revolution —> Elliptical

De-Select 'Revolution’ to change a circular revolution to elliptical
Specify the profile width at 90 deg (perpendicular length)

T . =TTES [=mAOOMDATA EE |
=8 = W= - MR E R FH IS 9-=- |l
Objects Pots [ Angle/Distance Objects Fonls [ Angle/Distance
- - 30 Paamelers ——— - 30 Pajamatas ——
T ProfilsZ [Revol.tion| Home: 1] Height [0 s & Profile2 [Revolution) M Depth | Height | =
o T | Dicotznion ]+
Foint3 50.0

Mew Surface | Mew Profis | Humber of poires [E] =

For this example, perpendicular length = 100 meters
Initial profife depth was 50 meters —> ellibse has a major axis = 2 x minor axis
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PROFILE MODE
Balcony

BALCONY MODE:

Enter point coordinates or use the 2D CUTVIEW toclbox to define the profile
Extrude the profile by entering front and rear widths

W30 RODMOATA = =liE|

wHl g2 | oo | al)

Objects Poinis [ Angle/Distance 50 Pirsmat

S Profie3 [Bakcony) Hame Deph | e | oo [
Point1 ] 00 -+
Port2 30 | 00 | FontWidh
Fort3 500 | 100

Rear Widh

New Surtace | New Profis | Number of ports ]

— Parameters
Discretization n:f

Front Width
/ Rear Width

3D Positior.. |

SOUNDVISION MANUAL V1.0

Front Width = O corresponds to a Revolution
Front Width = Rear Width creates a flat gradient
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PROFILE MODE
Moving 3D Extruded Profiles

SELECT 3D POSITION to access the 3D positioning function

| . S ROGM D & : —[i]%
G20 | %
. ~ Fine Parameters ——
Objects Paoints | Angle/Diskance O :
- H aramelers hr’gh
T Prafiles [Balzany) MHame I}B.pth Height Diseretization [EH] = It -
Faint1 0.0 il _ =1 It SWidth
Fointz 300 T 00 | FrontWidth | 5 U u
+ rt | |:-|:| | o
Faint3 500 [ SO0 [t -
2 Init Height | 0.0
%D Positior.. | Link to...| Ok |
Mew Surface | New Profile | Number of points E ill  Apply |

Specify : Width (X), Depth (Y) and Height (Z) coordinates to translate
andfor initial angle to rotate the 3D Extruded Profile

3D Position
Init &ngle
 Init 0.0
Ik 20
Init £ 0.0
Link ta... Cloze
Apply
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BALCONY PROFILE

REVOLUTION PROFILE
Created using right click +
'paste points from profile 5'

e
Init X 00
Tral ' 00
Init Z 0.0

Lirtk o .. Close

30 POSITION

SOUNDVISION MANUAL V1.0

- 30 Position——————
O

PROFILE MODE
Linking 3D Extruded Profiles

— 3D Position

72| FrofileS (B alcory)

TR Goel

“ L R Cloe

LINK

June 2005

PROFILE T LINK
(L orR)

WD ROOMDATA EE]
Fl | J8 | v-o- | RmE
Objecis Ports [ Angls/Dislance = e
W PyokileS [Bakcony] Hame Depth | Height il
Pai] 00 oo | B
Pomi2 00 | 0o | FrootWidh  [Tag ]
Pori) 500 | 100
RearWidh [ |
DPosion”]
Mew Suface | Mew Proile | Number of poinis [El] = Aophy
(WD RODMDATA ] =X
== = = R R, ]
Objects Poils I Anpe/Distance oP. -
W Profie5 {Bakory] Hame Deghh | Height |poe o llj
€7 Profiet (Fevolbon) Pointl 0.0 7] 2
Poriz B0 | oo |oedelo
Foirt3 S0 | 100 | ant =]
k g |r = B
O P e
30 Posion...|
Hiew Siutacs | New Profte | Nusiber of pois [ = _tob_|
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=
PROFILE MODE
Other Functions: Copy/Paste, Delete, Symmetry

nght Click on a Profile to access additional functions

Symmetry, translation/rotation and profile linking
allow the room geometry to be rapidly defined

BALCONY f EXTRLIDE TRANSLATE REVOLUTION f COPYPOGINTS  SYMMETRY (REC/BLUE]

SYMMETRY (GREEN/BLUE)  SYMMETRY (RED/BLUE] SYMMETRY (GREEN/BLLUE) BALCONY/ CDYPDINTS

ROTATE TSLATE SYMMETRY(GEN,"BLUE) ADD SURFACE
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SOUNDVISION MANUAL V1.0

PROFILE MODE
Depth/Height or Distance/Angle

Depth/Height = default mode for defining point
coordinates

Angle/Distance mode : for on-site room
measurements using a laser rangefinder and
inclinometer

* Switch to Angle/Distance by selecting the checkbox

* Define laser rangefinder height above floor level
(select Position)

* Enter Angle/Distance data to define the room
geometry

* Return to Depth/Height mode to modify points if
necessary (move points by mouse, add an Audience
Offset etc)

June 2005 58

Points | Angle/Distance

Name Depth | Height

Paint1 0.0 0.0

Paint2 30,0 0.0

Foint3 50,0 100
Points ¥ Depth/Height Position |

Name Angle | Distance

Paint1 0.0 0.0

Paint2 -3.4 301

Point3 93 RO.7

Observer Position

Observer

Depth . [0 |

Observer

Height

DK




PROFILE MODE
Distance/Angle (on site measurements)

distanceb

observer 4 {)_ﬁ'
height ¥ 1 _

Laser Level Rangefinder Binoculars

{Bushnell) Leica Disto Classic Digital Inclinometer
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3D SCENE

COORDINATE CONVENTION :
Red = X

Green =Y
Blue = Z (elevation)

Bold = positive values

MODIFYING THE POINT OF VIEW :

+ | eft scroll bar = zoom / unzoom

* Down scroll bar = rotate (left / right)

* Right scroll bar = rotate (up / down)

* Right Click / drag & drop to translate or
pan the scene

*PLAN
*REAR VIEW
*51DE VIEW

Rl =

* CONICAL /ISOMETRIC

I

INFO ON POINTS, SEGMENTS
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SOUNDVISION MANUAL V1.0

3D SCENE

Working With Points in the 3D Scene

SELECT A POINT SELECT A SIDE

X 3 L ¥
I Hame B 2 Pade) ] Hame S 2 Pate)
| Pewil 1] [ oo % Poari] ] (] 10
él Powtz [iT] 200 [T Fa Portz 00 200 1
Powrts 280 [ [} Fall Powri 200 [ 1

INSERT A POINT
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MOVE/DELETE A POINT



3D SCENE
Drag and Drop Points from the 3D Scene

Hame bl ; Z [Auto] Hame f i Z [Awko)
M Pant1 [Side D&D] 34 42 L Pomnt2 [Side DAD] 5.8 66 0.7
s Poni2 [Side DED) 58 B8 07 Pent] (Side DED) 34 4.2 07
Pant3 Pomt] [Side D&D) 34 42 0.7
Pomt2 [Side DED) 0.0 33 0.7

* Move mouse over a Profile segment
» | eft Click / Hold, Drag & Drop into the
Surface coordinate tab

Same operation with another segment

Hame % T | Zidutel
Poird2 [Side DED} 58 -6.6 0.7
Point1 [Side DED] 34 42 07
Poini2 (Side DEDJ 00 33 07
Point1 (Side DED] 34 42 0.7
- Poirt D80! 58 5

1] 07
Same operation with a single point
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3D SCENE
View Cluster

Visualize coverage from the Right Click on the source in the 3D
source’s point of view Scene and select View Cluster

View Cluster shows coverage as if you

were located inside the loudspeaker

g

Right click on the 3D Scene to 'Exit View Cluster' mode
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=
3D SCENE
Obtaining Information

IMPACT MODE MAPPING MODE
Left Click on an Impact Point to cbtain : Left Click on the audience area to obtain :
- Name of the source that creates the impact - Full frequency bandwidth SPL
- SPL (unweighted and A-weighted) (unweighted and A-weighted)
- Distance from the source
- B
2= -
=]
=a
=
- = :
gF‘It. : SE.‘fIEl CBSA _— dy, == |Full frequency bandwidth :
Islance nom >ouIce | 8 ~ 2 SPL: 103-?5 dB
o ' OSSN | sPLii028dBA
|
Bis
-

[=ll4]
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3D SCENE
Moving Sources

MOVING SOURCES

* Move the mouse over the source until the
XY axis indicators are displayed

* Left Click, Drag and Drop to move the
source

SOUNDVISION MANUAL V1.0 June 2005

AZIMUTH ADJUSTMENT

* Left Click on the source to switch from XY
Displacement to Azimuth Adjustment mode.

* Left Click, Drag and Drop to rotate the source
and change its azimuth value
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DEFINING VENUES
Plan View

REAR
wWIDTH

S

L1 LONGITUDINAL

J CUTVIEW

=

SOUNDVISION MANUAL V1.0

e —— 111

Palais Crm

Dg Paris Bercy
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DEFINING VENUES
Longitudinal Cut View

Al M
11 § 2L & ds aNdL/- o
HLLH | SR r;/ _,J"JJJJﬂmmm
- i \HTWTW i |
u ’ -y :m s ] -‘{:t-- =] Lﬂ am - anm ™ -.-—rqq: 2 a™ ;mﬂ
o Ft [C 8 “u&u ': &Hi'“ .8 W L]
Fal
D

F PARIE BER(J

[OUPE LOWRITUDNALE

Wy.sa0 -

G _:JFz:

SOUNDVISION MANUAL V1.0
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DEFINING VENUES
Transverse Cut View

Al Ll

=
DE FPARIS BERQY

TRPE TRAMEWERSALE .:EE-F EE
Wvais - E_F-)
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DEFINING VENUES
Example : Bercy

\\'ﬂ '1‘:!!}'; :

sat¥insaag,,, n

ALL= L ERRR Le s

;";nn'. e

i1 _\'-
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DEALING WITH CORNERS
Find the point of rotation

(830 RODMDATA
Fd(I2 | 0-=- 8l

DObjects Ponts [~ Angle/Distance
- Hame | Degth | Height |«
Fini] 00 00
€ Arena Comer Fonid 85 0.0
57 Arena Comner Symme. . M 235 66
W frena Side Symmetry Pose® 1 24w [ di
" Side Difstage Comer Pontf | 225 | 91
Sicla O sbans Crengr oo Paintd A5 128 | x
N Sinfocn | b Pofin | Huembes of s -

Include flat floor
section for the end

==
29 || mui
nn Heght

]

Depth fmh

Hannover Arena
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DEALING WITH CORNERS
Three point corner technique

Useful technique when side and end profiles do not align exactly using 4 point surfaces

New Sura.ce - select side

Adda secn 3 Pint Surface

Add a test loudspeaker — reverse
surfaces if necessary

Complet the corner
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DEALING WITH CORNERS

Define floor first
Adjust front/rear widths of
balcony profiles to align

o =1y
cu - | 9y (3)
g Ubgects Points [ Angle/Dittance _ —_—
% Puofiel (Revohdion) = Name Daphs | Feight [0 omets
& Pioia2 [Balcory) Foril 00 fo | Deeieization Jig =
W Cogy of Profile? (Bal . Point2 0.0 27 | Frentwidh
. S Copy of Copy of Proi, Port3 48 45 |
Arene de Nimes 4 STAGE " 7 0
F 3T Sy of Profle2 (B 7
jwaﬂ.«rm.d[pﬁ - Porib 303 22,7 | 30 Postion...|
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SOUNDVISION MANUAL V1.0

LOUDSPEAKER DATA TOOLBOX

B LOUDSPEAKER DATA

ﬁv g K] » Cd w % @

To create a 3D Loudspeaker Configuration click on the 'NEW SOLURCE' button or select "OPEN
FILE'

- 'NEW SOURCE' adds a new loudspeaker in the defined 3D room geometry
[all L-ACOUSTICS products available]

- '0PEMN FILE' opens an esisting SOUNDWVISION 3D Loudspeaker Data file.

New Source |

SHE|[o-c a0

Open : Open a 3D Loudspeaker Data file (.svc)

Save: Save current data (or ‘Save As' from the menu bar) as
a 3D Loudspeaker file (.svc)

Undo: Click to Undo the last operation

Redo: Click to Redo the last operation

Options: Click to open the Options Menu for this toolbox

Help: Click to access Online Help for this toclbox
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LOUDSPEAKER DATA
New Source

B OLUDSPEAKER DATA

' =l
DEdE| 2-o-| &3
SEIECt INEW Sourcel in the Tocreate a 30 Loudspeaker Configuration click on the 'WEW SOURCE' button or select OPEN
FILE'
Loudspeaker Data Toolbox

- 'MEW SOURCE' adds a new loudzpeaker in the defined 3D room geometmy
[all L-ACOUSTICS products available)

- '0PEMN FILE' opens an exizting L-4COUSTICS SOUNDWISIOM 30 Loudspeaker Data file.

Select the type of source to add
(WST or COAXIAL) and the

Mew Source
loudspeaker model

Select Source Type

1 B*ivﬂ

‘ . COAX V-DOSC dv-DOSC ARCS

i x
¢ B B = o
12T MTD115b MTD112b MTD108a 1154T_HiQ

SOUNDVISION MANUAL V1.0
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LOUDSPEAKER DATA
Coaxial Sources

POSITION PARAMETERS 8 LOUDSPEAKER DATA _
D@d |-~ |40 _
X, Y, Z define the source coordinates  ¢,,.. o o) | Ehl"d%":“ﬁ
(expressed in defined Distance Unit) @il B 00 HEE
1.0
Site and Azimuth angles (in degrees) < [80
define the source orientation Site
Azimut | 00 |
* Site = vertical angle | isoHca s
» Azimuth = horizontal angle New Souce| System Conlig| _Apply || Mechencal Deta) |
7 Azimut
Pre e s le (>0
Site angle (<0) i
Y X
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Coaxial Sources

SOURCE POSITIONING OPTIONS

D)

2)

3)

4)

3)

Manually enter X Y, Z coordinates
and Site, Azimuth angles in the
Loudspeaker Data Position Window

Move the source in the 2D Cutview
(left click on source or site angle —
then drag&drop)

Right-click on room data point to
open the Site Angle Tool

Move the source in the 3D Scene
(left click on source, drag&drop)

Open 3D Scene Positioning Tools. ..

SOUNDVISION MANUAL V1.0 June 2005

LOUDSPEAKER DATA

Pacifion [m,")

= no
i oo

Z 5.0
e
b

RN
& 9% Diwd
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LOUDSPEAKER DATA
Coaxial Sources

——
3D SCENE POSITIONING TOOLS S 00
Click on X, Y, Z or Site, Azimuth labels in .

e e edtobatels .

? 9 9 1 reel | :

E . E
G 5 G

4] 1

Sefected source is displayed as a red circle
Move or rotate the source using Left Click { Drag and Drop
Value displayed in the Top Right corner of the toolbox
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LOUDSPEAKER DATA
Coaxial Sources

E 4 ]
POSITIONING TOOLBAR : @ E} z" -
Site
'"Zoom Out' : R
o Gain | @ r
‘Zoom In' L
‘Auto Update'
o When enabled, 3D Loudspeaker Data n - _“_||l
calculated and 3D scene refreshed while Switch between XY. Z. Site. Azimuth. Gain
making changes to sources (Right Click on Positioning Tool title bar)

o When disabled, update performed when
positioning operation is complete

'S' = SOLO mode

'G' = Mechanical Data

Change the selected source

(Right Click on Positioning Tool background)
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LOUDSPEAKER DATA
Coaxial Sources

) . ¥ — Global Settings—— = Indridual boxes parameters in Cluster T154T_1'——
GLOBAL SETTINGS : gain (in dB) for the - Em o =
selected source or array

SOURCE SETTINGS : accesses additional
settings (relative gain for individual arrayed
loudspeakers, polarity, amp gain) Sier Sl

mo[o] O[]

------------- Reinitialize Settings | Close |
Mechanical Data| -
Vertical or Horizontal Pull Down Menu
orientation can be selected compare different coaxial models
—COAX COAX
Select Source Select Source
[115xT =l [118<T -]
i~ Drentation
+ Horizontal
" Vertical
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LOUDSPEAKER DATA
Coaxial Sources

Sources 5000 x. | S II' T
MECHANICAL DATA f_ﬁ_s 3
Displays physical information for - z G gl
Siw Vel
the selected source ot [ 00
_Sourcs Selings
* Maximum Dimensions ISGREGER] S eom Covky | PR ISR
. 8 LOUDSPEAKER DATA =
* Weight D@ ©-o- &0
Sous o 'wa&w, T '
* Rigging Load Distribution X o [T ) e
: —— Z [80] Dpertafon
* Site Angle Limits = ol
* Warning Indications o e
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Select 'New Source', V-DOSC

from the top, etc

* 2D Cutview Site Angles referenced to the center

of the enclosure

* Elevations and reference origin at the front of the

|2 V-DOSC (flown), 0.75 deg angles by default
* B-#I| = bumper to top V-DOSC (relative angle)
* #|-2 = angle between Ist and 2nd V-DOSC

enclosure (not like ARRAY 2004)

Dad|o-o-| %0

— Pozition [m,*]—
Sources SOLOD
{ivoosc 2 #% [ oo
; 1]
il 15
Sils
Azimut
Mew Source| | System Config| | Apply |

- [alabal Settings W-DOSC
Gan [ 0 |48 |#Boss[[E] - [ Stacked
i i =
# UpFill g =

Source Settings |

SOUNDVISION MANUAL V1.0

June 2005

LOUDSPEAKER DATA
WST Sources : V-DOSC

UPSTAGE
MOTOR
i
- 1.05 pq
ARRAY
HEIGHT
L)
ARRAY DEPTH
FLOOR LEVEL
REFIRENCE QRGN

DOWMNSTAGE
HMOTOR

TaAxiS
[HEIGHT}

BUMPF i

SITE AMGLE #1

i

AMGLE | TO HEXT

SITE AMGLE #3

AMGLE 1 TO MEXT

L)
SITE ANGLE #3
d

ANGLE 1 TO NEXT

SATE ANGLE 4
]
BOTTOM

ELEMENT
ELEVATION

L] Ll

BUMPER
ELEVATION

-



3 TECHNIQUES TO SELECT ANGLES:
* Manually enter angles in the value cell

(can enter any value since V-DOSC features a

variable rigging system)

* Use the pull down menu of standard angles

(left click in the column next to the angle value

to be modified to open the menu)

* Left click, drag & drop enclosure site angle
references in the Source Cutview window

SOUNDVISION MANUAL V1.0

June 2005

LOUDSPEAKER DATA
V-DOSC : Selecting Angles

W-DOSC-
ﬂBmmilJ [~ Stacked

# upFa [ <

W-DOSC-
# Bmmj I~ Stacked

#UpFa ] =

NOOSC T
NDDSC

V-oosc
NDOSC

SYOOSC
#Bmﬁ [~ Stacked
# UpFil ﬂﬁ

V-DOSC
VODSC  #1-2

VOOSE [HEF Jors
VOOSC | #3-4 )
WDOSE 4=

VOOEC

NATSE
WDOAC

L_LIHHI]

¥ Shows Cutview

= I

Plane on 30 scene |
© Vertical O Herizontal

82



LOUDSPEAKER DATA
V-DOSC : Site Angle Adjustment

TECHNIQUES TO ADJUST SITE ANGLE:

B | OUDSPEAKER DATH
= [ = iy 2
|) Manually enter the value :J = . Tl R kg i
: . z i iT\Eusc_z % [0 8en (2] ”"“‘E% L e
2) Right click on a room data point in the i || UpFd [ =1
. Z 150 e funighe she 1Y
Cutview, select SITE == voOSCREN 0
Sile 52 |] DOSE 8 075]
: : mat [ 08 BosE s FEA
3) Left click, drag&drop the blue site angle | ouscasage | ([UEHEGHPPRE G 72
L — ——

reference line in the 2D Gutview Mew Sousce| System Coniig| _Apply |

4) Use 3IY Scene positioning togls

¥ Show Culview Plar on 20 toeme -1
) Vertical O Horizontal

_—‘_—_;ﬁ—

|

\
)
\
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LOUDSPEAKER DATA
V-DOSC : dV-DOSC Downfill

To add dV-DOSC downfill : VD0sC-

nsmmil-i [~ Stacked

wuees 2]

Tvee || Angle | |
WAOOSCl He-7
VOOSC [ H7-8
WOosC e -9
YDOSC #a-10
WOOST 0=11
Voosc i -1z I8

MDOSC—————————
ﬂBmﬁ [ Stacked
* Increase the # Boxes appropriately

¢ | eft click over 'TYPE' for the bottom
enclosures

* Change from V-DOSC to dV-DOSC

* Select dV-DOSC angles (3.75 deg for
first dV-DOSC = tightly wrapped)

Eg: 12 V-DOSC + 3 dV-DOSC downfill
¢ Set # Boxes = |5

* 'TYPE' for last 3 loudspeakers
changed from V-DOSC to dV-DOSC

o
o A
2 -~
- o /
@ —
“:I-.—_,:.—a—g— o=

:Icr_.!h [n
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LOUDSPEAKER DATA
V-DOSC : dV-DOSC Upfill

-V-DO5C

To add dV-DOSC upfill : voost :
HBmEﬁ [ Stacked Itﬂmeeeil-' [T Stacked
* Increase # Upfill appropriately HupFa [+ el © =
(# Boxes updates automatically)
* Select dV-DOSC upfill angles

Note: 0 deg for bottom dV-DQOSC
upfill = parallel to top V-DOSC
(3.75 deg hole during installation)

Eg: 12 V-DOSC + 3 dV-DOSC
downlfill + 3 dV-DOSC upfill

iy

June 2005 85
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LOUDSPEAKER DATA
V-DOSC : Stacked System

Select Stacked ~\-DOSC

HBnmsH ={[v Stacked
* Enter bumper elevation and site angle '

* Add | deg extra per angle strap value

V-DOSC UG-
* Example shown : ;

V-DOSC U5 -
Angle straps = 2, 0.75, 1.3, 3, 2 from bottom to top

SC U3-
V-DOSC U2 -

V-DOSCLEERE

Depth [m
28 rE Tk i e 203 272 < ¥ L ST 4.2 47,1 532 S
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LOUDSPEAKER DATA
V-DOSC : Mechanical Data

I | mame

&

—
REAR
LOAD
{rotating legs)

June 2005 87
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[ |
LOUDSPEAKER DATA
V-DOSC : Mechanical Data

SYSTEM POINTING DOWN
IMPOSSIBLE warning if FRONT MOTOR load < O

!J'JJllnu
L] o 5 oo

SYSTEM POINTING UP
OSSIBLE warning if REAR MOTOR |oad < O

IMP n :
1z, ?/

+Chepth [

oo

i

88
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LOUDSPEAKER DATA
V-DOSC : Mechanical Data

SYSTEM POINTING UP

* Avoid Front Stress Warning at all costs
(refers to BUMP angle straps)

* Additional torque due to rear ratchet
strap is not accounted for
(if approaching Front Stress Warning do
not over-tighten ratchet straps)

LT

o
to6000 @

=
Ll

Diepdh |

SOUNDVISION MANUAL V1.0 June 2005
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ey
LOUDSPEAKER DATA
WST Sources : dV-DOSC

Select 'New Source', dV-DOSC

* |2 dV-DOSC (flown), 0 deg angles by default
* B-#| = bumper to top d¥-DOSC

| = i 0 Haole numbers
NOTE : O deg corresponds to relative angle N
Use 3.75 deg during installation to set Banper: ;
top dV-DOSC site angle parallel to dV-BUMP Sn ughe |
i
ER DATA 1% (Zdim) Site angle 2
L - * EJ
i Position [m."]— Global Settings — dV-DIDSC-
Sowices [SO0LO : J, | —t
T avoosc. % [go| Gen [0 Je8 |#BowsfE)-2f T Stecked A
i 0.0
% 100 = _l-rheangled
ste |00 MDOSE | #1-2 - Battom w O
L= . F 7 ax Reference
pamt] 0.0 —— g.gggg “2:3 ::rt:ﬂ {he:;htj f.f'l‘-\flz'n
dv:D0SC #4 - Floor level 1 : e
’ .D0S R Array depth 41 X axis
Mew Source __S_ystemton.f_ig_i Apply || 1} SIGUAR T (Kdim) (range)

Sefecting angles, site angle adjustment, stacked system (same as for V-DOSC)
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LOUDSPEAKER DATA
dV-DOSC : Mechanical Data

2 Motor Hang : Pick Points O and |6 by default
d¥-Bump+EXT -

Hmotors 27 +]

Rest o[}

ndations)
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LOUDSPEAKER DATA
dV-DOSC : Mechanical Data Limits/Warnings

SYSTEM POINTING DOWN
IMPOSSIBLE warning if FRONT MOTOR load < O

+ + + + t ' + + + —[lepth [m |§ ITES
430 830 M3 183 30850548 385 M3 4836 E 883 643 693 745

SYSTEM POINTING UP

IMPOSSIBLE warning if REAR MOTOR load < 0

o
= g
o

7, :’/

SOUNDVISION MANUAL V1.0 June 2005
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LOUDSPEAKER DATA
dV-DOSC : Single Point Hang

i -I t - ol
e e y ; =0
1 e I 2 . G
Cor |« [un]| s (T ]e [tsem B et Start with 2 Point Hang : r_'__,..
s
z [=3] uﬂ'.-',% (#Mctc:-rs—Z) L _ﬁ.—"”f
Sie Paat mor == L. e
e [ Optimize angles, coverage etc
Snecn Sefngy
MowiStasca| Syitenionig| ool || Mechwica Dala|
D& . (uw 7 o - Lal
i St o082 Change to Single Point Hang _ 4
WOOSL2 ® Gan [0 ] |#BemfE-H I Sacked # = | 2
| (#Moators=1) : i i8]
B i e e
1| o e Hole #16 pEm g S T e S|
[ PeASEn. |
| Sedame Selftingt |
MewSouace| SpemCortg | Aoply || MecharcelDatn '
l
N T Change Rear Motor Position . : g
Lomacen Z e - . = o 2 RS
woocz | s [0]e BT %9 (gingle point hang pick point) ==
z e s to obtain coverage as close ! s
Fiea mohy = . . G . =
o 5] as possible to 2 Point Hang e
Sosce nemng | |
Mow Soiata| Sysem Config | Aasle || Mechancal Daty Ho'l'e #9 e
S & 3 | ; . . i :‘ -_,.._'..
e Finetune : trim height and ; =7
[ory wmlods el Seas : = .
angles (if necessary) to ; =
af emp e EXT =
optimize coverage } — el
System ¢rim increased

Newt Gouce | Syitem Condy
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LOUDSPEAKER DATA
WST Sources : ARCS

Select 'New Source' , ARCS

* | Row x4 ARCS (horizontal) by default
* Orientation : Horizontal/Vertical

* HF Up/Down (horizontal)

* HF Left/Right (vertical)

* Single or two point hangs

Horizontal
W | OUDSPEAKER [ Bl
N | w-o-| &3
— Pozition [m,*]— Global Settings ARCS

Sources S0L0 Ca III B -
W &RCS_2 S oo ; #Rows I

0.0 4 [

Bump3——
Z 5.0 Orientation

# motors |2 vl
Site Hearmntorm

Azimut Ll

+ Harizontal
£ Wertical

i~ HF Up
% HF Down

New Source|  System Config| Apple | Mechanical Data |

Vertical
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LOUDSPEAKER DATA
ARCS : Horizontal Line Source Array

HORIZONTAL ROW : HF DOWN (+20 /-40 deg)
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LOUDSPEAKER DATA
ARCS : Vertical Line Source Array

VERTICAL LINE ARRAY : HF LEFT

ARCS —
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LOUDSPEAKER DATA
ARCS : Single Point Hang

HOLE NUMBERING CONVENTION
BUMP3 Serial 0"y

R R ] ] e ] q q NN
\ %, W b \

— Pasition {r.")— Global Settings —— E=
% [o0]| Bam [0 ] B = ,/
B . i

'i_g
:
\

z a5 Bump3 ; ;
: # motors |-| vl : —
Site Fiear matar m 3 e
Fie ozition

PICK POINT #5 : Site Angle = -0.8 deg

— Pozitian [m,*]— Global Settings ——
Gain III dB g 7 _,-“’
# 0.0 . =
b 1,2 | b

& a5 Bump3 . ==
# matars |1 vI i S Sy =
Site Hee_n_motollE j = 3
e ozition

Verify actual, obtained Site Angle during installation with a digital inclinometer
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LOUDSPEAKER DATA

WST Sources :

KUDO

Select 'New Source', KUDO
* 6 KUDO (vertical) by default

Vertical Line Source
0-10° (at | ° resolution)
Horizontal directivity :
Select 'Show H angles’ to
set horizontal directivity

Horizontal Line Source

| 0° coverage per enclosure
Vertical directivity :

50° {(symmetric)

| 10° (symmetric)

25° x 55° (asymmetric - down)
55° x 25° (asymmetric - up)

W L OUDSPEAKER DATA == =l B LOUDSPEAKER DATA a S
D@ | «-o - | %3 DEM |-~ &0

-~ Position [m.") — Global Settings ——~ KUDD - iientation - Posiion [m,"] — Global Setiings KUDO - Driertation
Sowces ___J50(D| Gon [ 0 J& (PP | C Hoiconi Souces 500 o [T |*E | ok
By RUDO_] ® [00 5 B & vetica EgrUDO_1 o o Hj ~ Varical

0.0 [ Stacked — Show H andes| oo
2 [s0 || KBump B z [0 K-Lift- o
{Amoters 2 =] | [KODOJERET fmotoes [2 = 55
Siker 0.0 || |Rear motor i KUDOD (B2 0 Site Reat motor RUDT 55
i o0 || [pestion 13 =1 0 3 postion I __-” [REIR ] 55 | | 55
HAEERY o | EUDD NS
_Source Settings | |REE M-S 0 | Source Settings | |5 55

Mew Souce| Syctem Config| Apply || Mechanical Data] | . New Souce| System Corfig| 4p0ly || Mecharical Data KGO 5%

Sefecting angles, site angle adjustment stacked system (same as for V-DOSC)
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LOUDSPEAKER DATA
WST Sources : KUDO

Select 'New Source', KUDO
* 6 KUDO (vertical) by default

Vertical Line Source
0-10° (at 1° resolution)
Horizontal directivity :
Select '‘Show H angles’ to
set horizontal directivity

SOUNDVISION MANUAL V1.0 June 2005

UPSTAGE
NCTOR DOWNSTAGE
A MOTOR
i
! \ ZAXIS
- 0.9 M | (HEIGHT)
' o T
'_ .":':_'_’ % i
- | | '
I—f 1 ‘!ITEANGLE#I
3 1‘ Y ANGLE BOX#1 TO #2
ARRAY 3 SITE ANGLE#
HEIGHT -
i ANGLE BOX#2 TO #3
= = SITE ANGLE#3
i e ot O T BUMPER
= d ANGLE BOX#3 TO #4 ELEVATION
Y = SITE ANGLE#4
W 4
ARRAY DEPTH BOTTOM
ELEMENT
ELEVATION
FLOOR LEVEL
il Li - i
REFERENCE ORIGIN
99



LOUDSPEAKER DATA
KUDO : Vertical Line Source Array

0-10° (at | ° resolution)
Define angles:

* Manually in the value table

* Use the pull down menu of standard angles

* Left click, drag & drop site angle references

NOTE : B - #1 = K-BUMP - Top KUDO relative angle
Use 5 deg during installation to set top KUDO site angle parallel to K-BUMP, ie., O deg relative angle

B T R e -
=5 ---II---&

- A e R T L B B B T -
X F TR R

L L L T L T 1 =t

80 deg asymmetric left

80 deg asymmetric right
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1 10 deg symmetric
(55 up x 55 down)

50 deg symmetric
(25 up x 25 down)

80 deg asymmaetric
(25 up x 55 down)

80 deg asymmetric
(55 up x 25 down)

SOUNDVISION MANUAL V1.0

June 2005

LOUDSPEAKER DATA
KUDO : Horizontal Line Source Array

101




=
LOUDSPEAKER DATA
KUDO : Installation Parameters

msoURCECUTVIEW -
dleell?wd
18 Haight I” Show Cutvigw Flana on 30 scene:

Ll @ Verscal O Horizontal

4 KUDO
= Angles: O, 4, |0 deg
5 Single point hang (hole#7)
= = -13.6 site angle

SOUNDVISION MANUAL V1.0
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REPORT DATA
KUDO : Installation Parameters

LA T f 7T

duthor Date 28/0172005
File name rigging pararmters.svd' File Version 1.2.0
Cornrnents
) J D@~ D@~H o= &3
Distance unit m oE Globai Setings - KIIDN —— Crisntaton i g PO (] - Globel Selngs kUG — - Oneneskon
Scale factor I i i .4l Horizostal M 2 | Horzontsl
Waight unit A el Bl ¢ e [FeFuDo Sl 10 [l (o] B - u::;
Delay unit = K-Bump : \-n}u.a T R
| # oo m
|Rear 1=
# Sourees: | Arima [ 00 | [/meter
KUDO |
[(X:Y:Z) =(0.00;000;3,00)5rte: -13,6 () Azirnt: 0,0(%)
Gain (dB): 0 Delay: 0 # Boxes: 4
FLOWN array
# Type Gain(dB] Amp{dB) INV Box to Box es (7 Sita(®) Bot. Z TopZ (Both Front)
| KLUDO 0 32 Faux B -#| 0 -13.6 8,65 2,00
2 KUDO 0 32 Faw # -2 0 -13,é 821 865
3 KUDO 0 32 Faux #21.3 4 |78 7,95 829
4 KUDO 0 32 Faux #3-4 10 -27.6 7,60 792
Mechanical Pararneters

Nb meotors : | / Burnper : K-Bump f Rear moteor position: 7
Max sizeof cluster (XY, Zy=(1.7; 1,1;09)

SOUNDVISION MANUAL V1.0 June 2005
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Auther
Fila name rigging paramters.sed'
Cornrnents
Distance unit m
Scale factor I
Wva ght unit kg
Delay unit ms
# Dources: |
KUDO |
(X;Y:Z) =(0,00;000;9,00)Ste: 136 ()]
Gain (dﬂ] 0 Deay: 0
FLOWN array
# Type
| KLUDO 0
2 KUDO 0
3 KUDO 0
1 KUDO 0
Mechanical Pararmneters ;

SOUNDVISION MANUAL V1.0

REPORT DATA

KUDO:

Gain (dB) Amp (dB)

Installation Parameters

A P R T

Date

: m:es

32
32
32
32

28/0172005

FileVarsion 1.2.0

Azirnut: 0,0(%)
INW BoxtoBox  Anges (™) Site(®)
Fax  B-#1 [0 ]
Faw # -2 0 -13,é
Faux #1-3 4 17,8
Faux #3-4 10 -27 .6

Nb meotors : | / Burnper : K-Bump f Rear moteor position: 7

Max sizeof cluster (XY, Zy=(1.7; 1,1;09)

June 2005

A5

b \ SITE ANGLE =

-13.6 deg

TRIMHEIGHT
ABRCWE FLOOR LEVEL
=¥6&m

—

Angeslet AngesRigt BotZ  TopZ (BothFront)

55 ]
55 a5
55 55
35 55

8,65 9,00
8,31 8,65
7,95 8,29

7.92

Note U deg corresponds to relative ange betwesn top
KUDO and K-BUMP
{use & degfor the actual installation)
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=
LOUDSPEAKER DATA
Source Cutview

Left Click on Impact Points to display : Ay/’oo____
* SPL (UnWElghtEd a’nd A_WEIghtEd) _El glmpact on KUDO FOH B cutview
i| o| Tk-10kHz bandwidth urweighted: 103,98 dB SPL
* Throw distance from source b - R
B }-—-—'oo -1.__;' — :
20 t -- -- T t t -- Drepth [m
EA -0 44 a4 144 13 244 794 T34

¥ Show Cutview Plane on 30 scene - 1% Show Culview Plane on 30 i'

Hide/display the Cutview Plane by checkfunchecking ‘Show Cutview Plane on 3D Scene’
Toggle Cutview Plane : Vertical / Horizontal
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LOUDSPEAKER DATA
Source Menu Additional Functions

®m LOUDSPEAKER DATA =X

D& - o - | &2

8 =00 |r Position [m,”)— Global Settings — V-DOSC

ources -

v v 1| Gan| 0 |dB #Bnmmj [~ Stacked
New Source Ctri+N # UpFill [ =4
Symmetry of '¥-DOSC_1' Mirror to XZ (red/blue) Plane

Mirror ko YZ (greenjblue) Plane

Sony e Mirror ko XY (red/areen) Plane

Paste CErly

Delete 'v-DOSC_1' Del Mirror to Origin

[ L L e T R |

Source Settings | | [RZaEE R B

|| Mechanical Data[ jV-DUSC. #5-6 5.5

New Source| System Config| _Apply

Right Click on a source to access additional functions : SHORTCUTS
e 'New Source' DELETE the selected source
* 'Symmetry' create a mirror image of the source - CRTLJ“KEY_:
* 'Copy' the selected source 2_ '(\:Iew Solee
= O
* 'Paste' the selected source oo
V = Paste

SOUNDVISION MANUAL V1.0

'Delete' the selected source
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LOUDSPEAKER DATA
Source Menu Additional Functions

FOH R (8 KUDO: 25 deg onstage x 55 deg oﬁstage = reverse asymmetric)

(W OUDSPEAKERDATA =i
Nl a-0-| &

;- Postion
Souces S0LD | L

KUDDFOHR = 7B

:

z 72 W

!

M Sousen | System Corfig | bl ||

Pﬁmh‘l—-ﬁbﬂﬁm—-mu—- Orenkation———
L

New Souce | Systes Conlig | Apelt | Mechanical Daka|
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DEFINE :

* Gain

* Amplifier Gain
* Polarity

for the selected source or individual
enclosures within an array

(KUDO, ARCS, dV-DOSC, V-DOSC)

Click Reinitialize Settings

LOUDSPEAKER DATA
Source Settings

SELECT SOURCE SETTI NGS

=

g uD0 FOsiL
A MTDI0EN FFR
o MTON0R FF2
0 M D02 FF4
A M TV FFY

to recover start values

GREEN indicates Source Settings

W TOI0Es FFA
o WTO0R PR

have been modified

SOUNDVISION MANUAL V1.0 June 2005
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LOUDSPEAKER DATA
System Config

Adjust individual source (or array): gt (SO0 = Gen (0] el Solion
; By KUDDFOHL 03 [MiDt0Ea =]
*(Gain & T0108a FF3 2 73 e N S
8 MTD108a FF2 | = Hodizordal
- &= MTD108a FF4 LA I =
*Delay (Mapping Mode only) S IOTEET [ oo e
: | Souee Setings |
*SOLO (S) and MUTE (M) functions e = [T
L{sef_ul fgr optimizing coverage and SPL A : il
distribution once all sources have been [l o Esinsin
placed in the 3D Audience (0D R [l
FUDO FOH L
MTD108a FF3 g ma
| MTD108a FF2 Mmm 0
S (SOLO) ’f M (MUTE) m| MTD108a FF uwgm 10
=] MTD108aFF1 | Mapping mede A0 -
&

* Add/Remove Sources by clicking on the £ _
corresponding square
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LOUDSPEAKER DATA
Console

B LOUDSPEAKER DATA EE
: . Dl | v~
Console Output Gain = Master gain for all sources sy o

Deday [ms] G [dB] Contole |
i . : : g Eg| KUDOFOHR | Mappng mode 0 S
Note: Relative gain or attenuation for individual sources SETIOTE B
is defined in the Source Settings window ] MIDI0EaFF3 . 10
-l MTD106a FFZ | Mappeg mode A0
| ] y -I MTD105a FF4 | Mappeng mode A0
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