Introduction

Definitions

Spectrum:

A collection of 1024 values in the range of 0 up to 511.9. In the case of audio data, each value will correspond with specific frequencies.

Value:

The average of all values in a spectrum, which could range from 0 up to 511.9.

Status:

A status can be either true or false. If the value of a spectrum is greater than 0, the status is true, if it’s equal to 0, it’s false.

Pulse:

A pulse occurs when a status is true after it was false. Components that accept pulses will respond once at every time when a pulse occurs. Please realize that pulses often can be so fast that they could not be noticed on the visual signal indicators, even though they do occur anyway.
Modules:
Input:

Audio:

Description:

The Audio module will record audio from the sound card which has been configured as the primary audio source in Windows. It will record from the input(s) which have been selected in its mixer. It is only possible to have a single Audio module running at a time.
Outputs:
The Audio module offers one output with the spectrum data of the audio.
Practical use:

AVSBeat:

Description:

The AVSBeat module can receive beat events from Winamp’s Advanced Visualisation Studio (AVS). It is only possible to have a single AVSBeat module running at a time.
In order to actually receive the beat events, the file “lightning.ape” must be added into the directory of AVS (into the directory where “fyrewurx.ape” already resides). Then using the “+”-button in the AVS editor, the APE plugin must actually be loaded. Using the “Settings”->”Beat Detection” menu item in the AVS editor, AVS’s beat detection can be customized.

Outputs:

On each beat event that the module receives from AVS, a pulse is sent on the Beat Pulse output of the AVSBeat module.

Button:

Description:

The Button module contains a graphical button element which can either be pressed or unpressed by the user.
Outputs:

There’s one status output on the Button module, which will be enabled while the button is being pressed or disabled while the button is unpressed.

Switch:

Description:

The Switch input module works similarly to the Button module, but contains a memory. It has 2 states, enabled and disabled. Each time the switch is pressed there is an alternation between the states.
Outputs:

There’s one status output on the Switch module which reflects the state of the switch.

MultiButton:

Description:

The MultiButton module can act either as a collection of 8 button modules or 8 switch modules, depending on the settings.
Outputs:

There are eight outputs on the MultiButton module, each output corresponding with one of the buttons. An output will be enabled while a button is down or disabled while a button is up.

Settings:
Act as a switch –

while enabled, each button on each click will alternate between true and false states;

while disabled, each button will be in true state while being pressed and in false state while being unpressed.

Mutually exclusive –


only selectable if the “Act as a switch” option is enabled;

if enabled, the switches will act in such way, that the previously enabled switch will be disabled when another switch is enabled, so that only one switch could be enabled at the same time;

if the switch is clicked that was already enabled, it will be disabled so that no switches will be enabled at all.

Level:

Description:

The Level module contains a graphical slider element using which values in the range from 0 up to 511.9 can be selected.
Outputs:

There’s one value output on the Level module, which will be equivalent to the value selected using the slider element.

Pulse:

Description:

The Pulse module will emit a pulse every time the delay which has been configured has elapsed.
Outputs:

There’s one pulse output on the Pulse module, which will be pulsed every time that the delay which has been configured has elapsed.

Settings:
Pulse delay (ms):


The delay in milliseconds after which a pulse will be emitted.

Joystick:

Description:

The Joystick module allows you to obtain all possible values from a joystick through a game port.
Outputs:

There are outputs for 32 buttons, which are statuses and there are value outputs for X, Y, Z, U, V, ruddler and Point Of View (POV) axes. The value outputs will range from 0 for the minimum axis value up to 511.9 for the maximum axis value.
Settings:

Joystick ID:

Allows you to select the joystick identifier as known in Windows. This is useful if multiple joysticks are present.
Processing:
AND:
Description:

The AND module is an implementation of a logical AND port.

Inputs:

The AND module contains 8 status inputs which could either be enabled or disabled. Inputs that are not connected will be considered enabled.
Outputs:

The AND module contains a single status output, which will only be enabled if all of the inputs are enabled, otherwise the output will be disabled. As unconnected inputs are considered always enabled, unconnected inputs will be ignored.
OR:

Description:

The OR module is an implementation of a logical OR port.

Inputs:

The OR module contains 8 status inputs which could either be enabled or disabled. Inputs that are not connected will be considered disabled.
Outputs:

The OR module contains a single status output, which will be enabled if one or more of the inputs is enabled, if none of the inputs is enabled the output will be disabled.

Gate:

Description:

The Gate module allows a spectrum value to be let through, or surpressed to a zero value, depending on the gate’s status.

Inputs:

The Gate module contains 2 inputs:

1. A Gate Status input which decides whether the gate is open or closed. If the input status is enabled, the gate is open, if it’s disabled, the gate is closed.

2. A Spectrum input which receives a spectrum, which will be let through if the gate is open or be surpressed to a zero value if the gate is closed.

Outputs:

The Gate module contains 1 spectrum output. If the gate is open, the output’s spectrum will be equal to the Spectrum input’s spectrum, if the gate is closed, the output’s spectrum will consist only of zero values.
LargeGate:

Description:

The LargeGate module works similarly to the Gate module, but depending on the gate’s status, three spectrum’s could be surpressed or let through at the same time.

Inputs:

The Gate module contains 4 inputs:

· A Gate Status input which decides whether the gate is open or closed. If the input status is enabled, the gate is open, if it’s disabled, the gate is closed.

· Three spectrum inputs which receive spectrums, which will be let through if the gate is open or be surpressed to a zero value if the gate is closed.

Outputs:

The Gate module contains 3 spectrum outputs. If the gate is open, the output spectrums will be equal to the respective input spectrums, if the gate is closed, the output spectrums will consist only of zero values.

Event:

Description:

The Event module works in a special way and crucially affects the way the program works. It is therefore only for advanced users.

The Event module acts as a simple bridge for the spectrum data. However it will check whether the input spectrum has changed from the input spectrum in the previous execution cycle. If it has changed, the spectrum will be passed to the output. If not, the execution chain is broken, preventing all modules that are next in the chain from using any CPU time.

This module should not be placed in front of modules that use timeouts or otherwisely need continuous input, as that could cause such modules to malfunction.

Inputs:

The Event module has a single spectrum input.

Outputs:

The Event module has a single spectrum output. Only if the input spectrum has changed since the last cycle, this output will receive the spectrum, otherwise the spectrum is not sent to the output and the execution chain is broken.

Fade:

Description:

The Fade module can smoothly fade a value in or out, based on pulses.

Inputs:

The Fade module has 4 pulse inputs. All of these inputs will default to “not pulsing” if unconnected:

1. Fade In Pulse input: if pulsed, fading in will start from the modules current output value up to 511.9.

2. Fade Out Pulse input: if pulsed, fading out will start from the modules current output value up down to 0.

3. Full On Pulse input: if pulsed, the modules output value will be set to 511.9 instantly.

4. Full Off Pulse input: if pulsed, the modules output value will be set to 0 instantly.

Outputs:

The Fade module has a single Faded Value output which reflects the module’s current level.

Settings:

Fade time (ms):

Allows the time in milliseconds to be set that it will take for a full fade from 0 up to 511.9.

Connection:

Description:

The Connection module is a simple bridge which forwards any spectrum data that is passed to its input on to its output.

Inputs:

The Connection module has a single spectrum input.

Outputs:

The Connection module has a single spectrum output, to which the data on the module’s input will be copied.

Practical use:

This could sometimes be useful to bend the virtual wiring to keep things tidy.

Panel:

Description:

The Panel module is a combination of eight Connection modules. It contains eight independent bridges which forward any spectrum data that is passed to them from the input to the respective output.

Inputs:

The Panel module has eight spectrum inputs.

Outputs:

The Panel module has eight spectrum outputs, to which the data from the respective inputs will be copied.

Practical use:

This could sometimes be useful to bend the virtual wiring to keep things tidy. Also it could be useful if connections tend to change often, so that only connections inbetween Panel modules would have to be changed and there would be no need to mess with connections to the actual in- and output modules.

Split:

Description:

The Split module reproduces the spectrum data on its input to its eight outputs.

Inputs:

The Split module has a single spectrum input.

Outputs:

The Split module has eight spectrum outputs, to which the data on the module’s input will be copied.

Practical use:

This could be useful to connect a single output to up to eight different inputs, while normally only a single virtual wire per in- or output is allowed.
MiniSplit:

Description:

The MiniSplit module is identical to a Split module, but only contains three outputs rather than eight and takes up less space. See the Split module for details.

Double:

Description:

The Double module is kind of like a Split module, but in fact contains eight individual Split modules which each have two outputs.

Inputs:

The Double module has eight spectrum inputs.

Outputs:

The Split module has sixteen spectrum outputs. The spectrum data of input 1 will be copied to output 1 and 9, the spectrum data of input 2 will be copied to output 2 and 10, the spectrum data of input 3 will be copied to output 3 and 11 and so on.

Practical use:

This could be useful to connect eight spectrums to sixteen inputs. This for example allows to output the same signals to hardware lights and softlights, so that an on-screen preview becomes available.
Network

