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— Compare
v2.5.0 Release for UE5.1 ()
&) getnamo released this 11 days ago . 1 commit to master since this release G v25.0 -0 992cd74
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o Compile fixes for UES.1, ref on changes: 992cd74 . Addresses #340
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® Fixed multiple rapidjson build collision #347, tharks to @slyring for fix suggestion,
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o Verification naming legic fix#239, thanks to @polidenis for pull.

* Fixed enum <-= byte corversion bug 4c97fes

Contributors

slyring and polidenis
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DMX 5 5ikIXMT Ak #33k, DL TOBAERHEA, i 1-132 fror.

r

45

L



Unreal Engine SEEFFA : YIEXRM/EIAN/EIE/ £ S R7N/E30EH Lk

u BE DM Outp

Add Faders

1-132  H DMX #=iil BEAM_2 {104 J& ¥ Dimmer. Zoom. Pan. Tilt

4. 3F DMX #it Sequence 3l

W SR AEAE UES B — B g R R IAT R A& 4), v LLE o Add Level Sequence
Sk & 57 Sequencer I ] 4h 5 H, 7E Sequencer H. # i5 Track % 4 % 2| H /7 & 5L 1
NewDMXLibrary, & Edsinigtk, ik 1-133 fx.

& Add Leve| Sequence

[l AddMaster Sequence

K] 1-133 6% Level Sequence #3Ji DMX Library Track
IXFELE Sequencer THIAR 22 M 3k AT LB 213X > DMX Library UL & BT K 54T B
FIREAN KT B & 25 Pl P o 93 8 J 1 VS IR 97 F B i gl v AR 3t — B AT Y6 75 3,
Wik 1-134 Fios.
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5. i %1% DMX i

4n SR AEGE I W Ok A0k DMX HidiE, 2 T LLSEEL . 8 5GBS Nt 1-135
PRI, RORAE 155 S0 1 S EIERIEHT 5, 17 7 S5 ERIEHT 60,
] 11 55 18 K14 100.

_f Send DMXTo Output Port

Add pin &)

1-135  FHEEIEAIL DMX #idl, 45 AN R 58 A0 AN A Bl

WA LA TE, A 1-136 Fros RISt 2 B% 46 E 0T RIS DMX HidiE, )
BEAM_2 X K] Tilt ThREF A N 45 18 KX EfE 200.

F sendONX

€ Event BeginPlay

Out Fixture Patch

Add pin (®

K 1-136  F# K k% DMX Bl i 59— 5 ik
FIR T X EFORMAT S5, 45 S HI T WebSocket i FEFE IR A, kAT DL I £E
K%k DMX Fifs ks BT 2 T .
1.3.3 {ERANMPRIGFKRIEDMXEUES

72 B (Digital Multiplex, DMX) 2 2 H 46047 6. HR. e, 3
) 6 2% 5 P 2 ) B0 B 15 bR, UES #1745 71 2 DMX i fE e, P il ad i B 4 b 1) 42 i)
B B A 1 % SRR ) D378 B 5 PR AR, JF HLT DA UES I AT 6 75 5 S i AT
FR A IRBE R . ] 1-137 Fros 2 PRz DMX AT B 6 1 & .

47
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%5 DMX il G ELE

2 1) & i AF 15 £ nT DA TR A 4 i) B S
B dT v & A UES BB LA AT w4 o
HSE K 1-138 HERIFET

K 1-137

| & B
& AT LA A I ) UE R $LAT H A0 A6
FHYT R, thmr DULE [R] — A JR 35000 A A L
filtth AL I R 2 ) B ik DMX Hdl ok
S B Oy 5 2R ) DMX B4 it 45 i, AT
13RI AT 675 . IXHF 1) DMX
Tl G WA IRZ, WA K grandMA.

& 1-138 DMX F=ik

Resolume Arena f1 WYSIWYG %5, ix B %
F HE 4% 18 F| MA Lighting 2 ) H & 9 dot2
oNPC XK 1] B 5 27 B 4% 11 3R AF

1. 226 E dot2 onPC ¥k

B4t N malighting.com & ™, @i
42 dot2 onPC AT AR EIAH M1 T #iHbhik,
I 1-139 Fios .

Version 1.9.0.1

) dot2 Release Notes, Version 1.9 English
) dot2 Software ZIP-package Version 1.9.0.1 English

dot2 Consale Software Version 1.9.0.1 for MA

b stickmaker English

L, dot2 Console Software Version 1.9.0.1 Update English

English

| 4 dot2 3D Version 1.9.0.1 English

K 1-139 A malighting.com B F T %% 4 2% ) dot2
onPC #1F

ZAEUT dot2 onPC )5, FTHFARIT,
TE S R 5 #idy Setup #%8H v PAAK IR B
Network Interface (4542 11) . Sessions (&
1) 1 Network Protocols (W) , M
TR IZ AN B Re 5 1T EAL E R UES 1815,
W 1-140 B

Pd

E

Fixfure Schedule



F1E MIEMEHIUESRE
NN —
ol

S Hi B 1-140 R A5 B U7 ZEHERR o (1) Network Interface J&, 432K ] e £ — AN %
ERCAY, IEEREE O ENLS AT N ZGE R (RFRM) BIRT. Bk, dot2 onPC 2>
HFE

S8 HLili Sessions AT B, A FBIAIE 1-141 Fros i 5 .

Network Setup

four station is runr
new s 3N q session, connect with other

Connected Devices

K] 1-141  H.47 Sessions J& & 2 A
B A5 A1) Start new or join an existing session (JF4&Fr £ il BN C A 4k ) #4448,
SRE T Add F2ER I — AN OO % % (B2 SRt S0 BPnr, @il 1-142 Fos.
Network Setup

is a part of a nelwork 11,
on Js to your network session by

Connected Devices

K 1-142  H Add IELAIN COE R R B %

PR B 2 b A 0 Esc BARIR 2 HT S HE, 48 5 SR Network Protocols i A & 1-143
FT 7 B ST

Network Protocols Configuration

K] 1-143  #.5 Network Protocols J5 & 21 (1) it ifi

49



Unreal Engine 5BzhFF A& : BRI/ EIUAN/BEIR/£ 2 R/E8UE 6Lk

# 1& 1-143 Fros B = AN G 08 4T -
Ja, ot nl BLik K M) UES & 15 DMX 44
7.

2. 1t UES rhlid &4y HEZBRAMER DMX
B

% il UES fig 4 3 dot2 onPC & >k 1)
DMX {5 &, i& # % {£ UE5 [ “Project
Settings” (IiHWE) HEERILF DMX,
N 1-144 Pros T E, oI

0 N R B0 A 44 8 SACN T, R B 1)
W& Hhk 2k 0.0.0.0.

Plugins - DMX

DMX
w Co

Input Ports

1-144 1t UES Tl H B & B DMX fi A i ) P
WA BN SACN Hiri

X FE kAl LA ik dot2 onPC 5 UES
4 DMX B {5 1. #2478 UES M B i —
AN A e DMX_dot2, 7 S A e ot —
A~ DMXLibrary 3C £, HU % 5 DMXLib_
dot2, #THFEJEHiiE 7 —MMTHER, 4
N LEDpar, wif 1-145 fizs.

50

1-145 SEredT B2 LEDpar

P 4R e NN 4 A Y ae e PRI I B
NS IE, # 2. 3. 415 TE S B BT 6
B 1) RGB, 1k & 4% Channel 2 % &
4T 1 Red Zift, 8 Channel 3 # & N1z
4T () Green Zitt, % Channel 4 ¥ & 1%
HIXT 1) Blue ifh, Wil 1-146 s .

K 1-146 AN 4 ADIheERYEIFRCE 1 B {EIE

SR AE “Fixture Patch” (4T E &7
Fr2s B )2 10 /4~ LEDpar 25841047 B, 4
K 1-147 iR

LEDpar
LEDpar

LEDpar

LEDpar

LEDpar
LEDpar
LEDpar
LEDpar_10 LEDpar

W7 2R 10 AT

HT&EMNTY 4 @EIE, B
10 AMT #E Universe 1 B 112 38 2 A 175 4 4
K] 1-148 Fis.

1-147
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Show all patched

K 1-148 i 10 AN RS E 4 i
3. £ dot2 onPC ¥ Exf kT H

7F UE5 HL{£77 DMXLib_dot2 J&, [6]%] dot2 onPC ¥k B, TR Setup %41, #%&
75 % # it Patch&Fixture Schedule %45k % & dot2 onPC i #F B 4T B {5 2. 24 dot2 onPC
A R T BAEEAE B UES e A ULAL S, Ht el BARIA dot2 onPC 3R 141 2 T RE>
BHATHONE 0T DMX &5 7. #AEB R 1-149 FiR.

Setup

Console

Fixture Schadule

K 1-149 7 dot2 onPC i ff B ¥ Patch&Fixture Schedule %4

B A B Add New Fixtures $2HRESIEH T B, A a9t i 1-150 fiow
M 5L, s Select other #4245 .

Add New Fixtures

ype 2 Dimmer 00

Select the type of fixture, If the type d

Quantity: [

Itiple fixtures

1-150 dot2 onPC At B8 s AT H i) S i
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dot2 onPC W E T % KAT B Mt R EE S, LA par 8 R 3
K] 1-151 Frosi— &0 A

Manufacturer Device Name

If & O Lighting I ILE[ Paré4 P65

me

& 1-151 %@\ par 82 5] A&O lighting #1i% % i) LED Par64 IP65 4] A

A B OK 241, 7E5H A% 1 B Quantity (F&E) J5 I A% AHE ¥ N\ 10,
FoRBEIN 10 NXEERILT, R 7Y Patch BRIACA 1.001 F I8 M Universe (Bidizik) #1115
FiEaG, Wkl 1-152 fros.
Add New Fixtures

18 LED Par&

Select the type of fixture, If the t

Quantity: P10

his miany foctures will be created.

» multiple fistures, this w
Bl 1-152 S EA ST A HEN 10 4

PR A B OK 4241, Mirl LUE 3 10 MTIMEIE C AR E L 1, K ¥R s
Patch Stz 1 REAMT L 465 1E, WK 1-153 B

Patch and Fixture Schedule
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ol

A E A Done 12411, 28 5 o BT Apply All Changes $2 418 FH /R A& 24
WK 1-154 Fis.

Leaving Patch & Fixture Schedule..

1-154  #id; Apply all Changes 24 B F BT 115 24

TR mt T LUE 24 10 AN EAR B BUE 1 3 A 0 20 0 s i b, e A TR 7R IX 10 AN BAR AT,
& 1-155 A7

# Fixtures

[z Groups

@ Presets

K] 1-155 HI 10 EFRFE R 10 4 LED 4T

IX I AE UES BYSE B A2 LT DMX {518 I A1 28 (DMX Channel Monitor) , A LA
210 MT I 3 Mt EE (9 ER R, G. B) #CEAH T BIME 255, 1 HEANT R
—AMEIEMWIGEAZ 0, BIRRAT AR, Wk 1-156 Fis.

(7% DMX ~

u . DMX Channel Monitor

4. 1€ UES Wi 81 a 55t

N T RETE UES 5t i B BARR 10 MT, mrBLETEESL+, BN level_dot2. M UES
FIKT BB M S e i B2, 10 > BP_StaticHead (AL N £ 50h, W& 1-157 Al w
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StaticHead 10

K 1-157  fERR HLETH 10 ANk

Al DL A Bk 3 s 13X 10 N AT, R E AT LR B DMX FE I 15 58 X R AT B
M DMX 2 i BLi% £ Open Patch Tool, Xj&—Maf Ut E &S HEEN T, fEh
[ & 1 B % %€ DMX Library & DMXLib_dot2, ¥ Fixture Patch (] HL2:f) JBPEiRE N
LEDpar_1, #n1[& 1-158 ffi7s.

Address incremental

P 1-158 il Open Patch Tool it & it B 4T

SR J5 5. i Address incremental 4% 4 58 & £, X #F X 10 A4 AT #F <2 K A DMXLib_
dot2 XA~ LA AE A EAITHI DMX Library, i ‘€411 Fixture Patch J& 4 2 43 7l H 2 % M 1
LEDpar_1. LEDpar_2. LEDpar_3:----# K4

LB TG, UMK EE T, ST R4 IR s O e E
U A RLAT BAR A tl[ll 1-159 Frow, & ES 10 AT B4 ik B DMX % & .

K 1-159  ftEBUGE R AL R MTH DMX B E

5. fiif] dot2 onPC #4% UE5 rhiJ%J B

[0 5] dot2 onPC B, FH BlbR A2 BEAEIE 10 AT B bR, 7E4A M Dimmer, 4R FRHa
o B Open 4241 BRI AT LR AT X R 28 —AMB IE A #RAE Sy 255, U] 1-160 AR .
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P

Dimmer

K 1-160 HEi% 10 AT 4R #dy Dimmer 15 HL 1K) Open 441

R UES 2K H, BB/ 5 X 10 MTHsL4i= 7, mHREILEE,
WK 1-161 s

b | ﬂ

K 1-161 UES 75t (1 10 /M ARSE T H A —MEEME 220 255

FATTAT LAFE dot2 onPC 4 F 4t 3 1 1] 1-162 B 1) 5 A A PR A bR T B, AT AR 5 5
Mo AT BSERE, AT BLEL T Close $HIRKEKAT Ao

K] 1-162 7 Dimmer F5%5 T Hd Open il Close 4%4H kI 54T
A DL A S — AT B AR, B AT R s . T LR EBA N A s
bR 25 k% 7 Dimmer #M&4 Gobo. Color 5, 7E dot2 onPC A EAE ] K. AN[EIZEAH]
1T BAE A M GE 8 A F P Th e bR B AN R AH [A) o 38 ok B A4 ) ) Color #2411 0 AT LR 5 (8 3 1
Bt AT B, anpd 1-163 Fias.

ol
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Wi FR— RA PR, FAER T8
it dot2 onPC IX K 4 & 1 14 ok 425 il UES T
H it #2, dot2 onPC 1R £ P & ) Effect
(FFR0 Thie, Re (T HBIS KB R ES)
AR, RN PREEA E S B
AR SRR SSARE ESE, XA
A UK RS T AT e 4 il s 2
FE o A5 fd H dot2 onPC X B & ARAFAE
T UES 5l H DMXDemo [ dot2 S {52 B,
A4 A ueSshow.show.gz.

1.3.4 SCffl: olEEBIMFATHS

SEAG — 7 T DL 52 >0 1 T A A
— AR S IO R E R . [, S
HOHC A AT R, AT DA S B SR IR
A BEAFAE A TE L T o AR T S22
L 7E UES /e & ot B ML A 57 ok —
B EEICA 220 dot2 onPC B JE Sk iz i &
X AFHEML L UES,

BMNTFEMMARELAS &R YL
HERAEFE A Wi-Fi R 76 G GHENLL,

% Fixture Types

o Naw FhetisreType:

& 1-165 7 DMX Library By 3 MT B 25

N7 — /N I 3T DMX AR [ UES 101 H
DMXDemo_live, #TFFfE & L—ANHKT,
B 4 Levell, H & 57 — 4~ DMX Library,
i 4 DMXLib_Live. 72K Level2 H A
T P A BP_FireWorksLauncher ( %, £ & %
%) . 7/ BP_MovingHead (#%:3k4]) A6
4~ BP_PyroModule C(Jf-kAsdk) , 4nfE 1-164
FT7R o

B 1-164 Sk BIRR T SRR 3L 15 AT
Hik %

FTJF DMXLib_Live X %, 7 B #r

TEMTERA, J3 a2 Sharp. Fireworks
1 pyro, #npd 1-165 Fizs.

+ Add Function

Horp Fireworks X At 28 A LU B g B, RE 0 — NS E, A5 T8 0 R JE 1k a2

Launch, 5 & & S5 LIE I ThRE .
Burst, 1% 1-166 i/~

1M pyro ZKAEH T RAMEIE, 45 /& ModeStartStop F1



[ 1-166  pyro X H KB BRI T
Wi @ Pt ModeStartStop 1 Burst
1M %f Sharpy X AN KR, —3ikE T
16 M5 18, 2 Fr BLiX 4 2 K 5 Sharpy
XA KM G R n R RAT i
7 & BP_MovingHead ¥ & ) 2H 4 1 A% 7]

F1E  NINBEEIUESRE

PLE B, UES H LT H 8 M 0 1)
DMX A A, 43 3% B & 1 8 AN 0 Th
fit: Pan. Tilt. Color. Gobo. Dimmer.
Strobe. Zoom Al Frost. 1fj dot2 onPC % 4
B — SRR T L IE R G T I\
DRe(E A a4 16 ME1E. T ik UES B
JTH {5 IE W E 5 dot2 onPC #1F B (R 5
—3(, FrUAfE UES B4 Sharpy /] B8R4
BT 16 M5, ARG EEEESNT
TAH, WHBKEME. Bk E K 1-167
Fim o

Function_10
Function_12

Function_14

K] 1-167 Sharpy KBS T 16 MFIE
P Fixture Patch CAT EAEHC) Fr2% T BARMESINIX 15 MT, HBEEAT 1EE 5

Feaf. Bfash Bk 1-168 Frox.

® Fixture Patch
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f£ dot2 onPC #ft ELARE MR UES ASFE B 52 CBIEAT HRAL, & HAe BT ML R 41 3%
HUEPESIPRIIIT IS TEEICA N 4T TF dot2 onPC K f5, TEHIFHLI% 2R sharp, #5717
> Sharpy AT ., RO FT HIEIE RS B LB 1 UES #8 KT FT A 1 8 ML IhRE,
{EIXFPAT 7 dot2 onPC B fF BLALAT 16 /MEIE, B MEIEXS R Zh g al LA A 1-169 75 21

Manufacturar Device Name

Clay Faky

K 1-169 7£ dot2 onPC i ff B B8 4T B2

£ ok AT LA S A Punch DayLight 2R84 T, A28 dot2 onPC # A B X A 4T B H
R —/ME1E, %R UES H11 Fireworks KM IEGF45&, W& 1-170 Fixs.

dot2 onPC

Manufacturer Device Name

K 1-170 %&£ RAE —/MSIE K Punch DayLight 1 channel 2B f#) AT

AT 6 1~ ALS 150 D 18-38 2 H 4T, [N dot2 onPC 444 B A i Fh 2 Y T £if
FWANMEIE, BN UES # pyro BRABYRAT B, Wil 1-171 fToR .

Device Name

K 1-171 %$% ALS 150 D 18-38 Mode2 ZSH 14T
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ol

7E dot2 onPC 4 B & 44T LB AR N IS I8 J5, 5t nT DARI B ) Effect jiti in
BRYRERTHR T, WK 1-172 Fios.

Dimmer Effects

Fixtures (Output)

1 g -
1] | |
‘ ‘ Ll SR Soft Hard
U U - ftact Dimmer Dimmer
I} = j_2a-3 |

Aamp Up gzﬁ,ﬁ DinVPIT | DimsTilE
Dimmer Dirmmer Ballyhoo Flyout

Phass

Speed
100.0% 5.00 BPM

®m | Eiot Gotg Delole )

K 1-172 {54 dot2 onPC #ftk B 1) Effect 43k

fANJE M (i Dimmer. Color &) X 3 (1) Effect 1 # A 2 MR BN FE8CE8 A A1
LI ZHn] AE 2. I dot2 onPC 14 HL=F & (1) Effect ] DL ik kT B 40 TF Hh 2% 2k >k .
KT L 2 1) ik #2 v BLIE i UES #E 4T % #, 7E UES #1i% # Window — Cinematics — Take
Recorder 7%t 7] LA g5, &l 1-173 fros.

Window

= Cinemnatics . ws Camera Shake Previewer

# Details b ¥ Take Recordar

K] 1-173 % $¥ Take Recorder 354
TE 38 H ) Take Recorder 7 M7, #.dy +Source F A0V INAH N () DMX FE SO, SR )5 B
i Add all Fixture Patches % &30 FT A AT Bt s nidt sk, sdif A & i G
el DO aGSH) 7, i 1-174 Bk

u @ Take Recorder

Scene_1

K 1-174 70 DMX FERUAT B 5 T 46 s )
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AR SR B R BRSSO, T LURL TR R A T A0 Stop 4%24H, 4 1-175 PR

Take 1 of slate Scene_1

Bl 1-175 {5 ksl
S #5321 & — A Level Sequence ST, 1 H B THI A0 CEE MU AN gmdR Y, WR A
K A3 20 AT LAZR AR 11 Level Sequence SCF, T 75 22 4E Take Recorder & 119 (147 b A ki « i
N FEE” BbR, AR5 MEJEEBECGHE X Auto Lock T2k, Wik 1-176 Fis.

u & Take Recorder
B -

SLATE

RIS ARSI LRI sequence

1-176  HUHXT Auto Lock I i) /2) 3% 4 GE 31 1l 75 2 T 9w % 1¥) Sequence X4

Sl 7€ B AT LA Content R 4% 31 H B Cinematics SR, B4 4 1 Y Sequencer
S, KT IT, AT RA% S M alE B Sequencer THIARES 8 (1048 G AH A% O S5 1 N 28

H72 HH T %6 1) 2 DMX 5 S AHC I3, 8RN 75 228 T A B DMX T H 4%
£ T 1) Receive DMX TR A) 3%, iX — pURE 5 240, N S BOCEE B5hHE . HABEG T,
JoH R I A A % DMX A5 5 45 UES sk 2% A UES ) DMX T 5L ) Open Output
Console iR 1015 Z 4 Receive DMX Tisea)ik b, Wil 1-177 fiow.

. Dpen Activity Monitor

Open Outpl sole

*) Open Patch Tool

Receive DMX

¢+ Send DMX
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P

IZ4T UES, HHIHRBOX A Sequencer, #UFT LAE RIS AT OEE KT 1. T dot2 3
H SO ORAF 2 U S48 BB IL A, WEEICAITIT dot2 BfF, 3N U S BT H S, Ry
SCHLE I B iCAKIR T 6T, ik 1-178 for.

1-178

A ERON AR ISP IR T 1 dot2 5 F S RIE R UES
ARSI VA0 B 1 B T B R 7 — A B WL

1.4 F OSC ki=#l UES P&y
YIRS

1.4.1
ol i

FATouchOSCEHIUESHIIE

OSC (Open Source Control) J&%& it #i
AR 28 352 ARAR AL I 1 —Ff T AL S
B s 5 HAh 2 AR & & 2 R84S I P
B ER AR & HOR AL o i T BT
IR IS OSC R AL 340 45 HHR A 1
TERAPE . RIEME, LA 98 1 4 2R SRS A
T A T R 5 K P USCBR AL T S A 4 |
W A A 2 A A 3 P R I — 0, 1 HLAE A
ERIEH RiG. . EUBS AN E
7 OSC #fiff, Bit#THINNZ T —ME
P45 1 77 30, OSC Al A 3% (1) 245 el 95 356
Gy, R HL IR AT A, o kR — A
0L aaa/bbb X FE R FRFH, MEIRE LS Z
XF . ) HAARAA .

61
L 4

1. TouchOSC P &3 5l E

M hexlernet F M B BL T # % %
TouchOSC £ J¥, 1X & B ' £ Windows F
Mac T+ HLLL K FHL BT Ll 2eds,
NP Windows ki As, Wil 1-179 s .

M Touch0SC

Next generation modular control surface

[J Mobile

1-179 F#L TouchOSC

2 %8 58 ¥ 5 3T JF TouchOSC, N 71 ik
‘BRES UES 115, LM E — F e M
AR, AT HM s s, £
17 Connections CER:) 7 11 H H.4d: OSC
bR%s, BEIEE PN UDP, Jf i E Host
Hibik (k2 UES FREETHE ML R 48 1P
Hihk) ¥ 5 8000, i TouchOSC 5



Unreal Engine 5B & . ¥EER/EIN/EIE/2 2R~/ S8R H L8

UES ZE7EH — &1 &AL E, TTE Host Hb
HEHE N 127.0.0.1 Biw], 4014 1-180 Ao .

Receive Port;

& 1-180 TouchOSC fit & OSC & &

H.i7 Done $&5H BN J5, RS 2
oAy, M SR L Lk BUTTON, 2
SN

File

-

Untitled =

BOX

BUTTON

LABEL

] 1-181 7 TouchOSC % FL 1 G 2 — AN %41

8 A PR 4% 44 g e T AR R T DL B IX AN 2 81 1K OSC AH SG IS &, ik 1 touch 7R
T il 15 42 £H B 23 fih 2, RISE D) 58 U A2 £E T 48 B 29 ok 15 1 i () fih %, 1 12 1-182 Fr e
TouchOSC HLAE fl ilf F 143 4 RISE A1 FALL, 43 22 75 R Ua et A B 28 42 Ak . ANY DU R £
5 RISE 3 ALHE FALL. WSS ANY, HSA 75 St 42 1 2 2 fid e 5 ORI B8 1R S F

* Script

(& 1-182  Trigger 145 touch R il i fish i, x Fom B ARl &

T L A4 308 R B0 TT DLGE I B A )
Sk, 4’ 1-183 H ) name, 1%
B, W LLIE T name B B2 %A A B
Delete el e, RIFwEINS, E#H
CONSTANT CH &) , FRBI—A &,

62

NIEEY Se Sk
nE 1-184 Fras, {E Address HLEE A

K 1-183



T test W B, XAERIEH X R HLIE(E
SR ftest. T HLAE TR 7T Arguments (2
O FOREIRIE AR

K 1-184 W INEARMH B AE

AL BN 2 5 X fE /2 0. AT LA
XA X e, R LB S
AN IS AN 2 KM S5, W
IO =R & Hello, 41 1-185
JFi7m o

Arguments

STRING

&1 1-185 VIS R ) B0

2. i A R sk

7t TouchOSC 4K {4 11 ¥4 il 5 11 v LA n
N Z HAW SR 34, WwHERnn—F 4
XY EA, EMERZIEA P E—A

F1E  NINBEEIUESRE

T3 B DX 3 P g, F 3R BT 48 8RR 7R
LTI X AARR AT Y AAbR. 7 ER A
TR 0, 0O &, AR A, Do,
XA AA bR 2 G0 A NATT A ) = SR B R
B ) UV E A7 ARA L, Wi 1-186
Fim o

BOX

BUTTON
LABEL
TEXT
FADER

XY
K 1-186 N XY KT sk

Wil 1-187 Frow, R4 4z 1 Je 1 1)
OSC #B4r#E4T W B . ZAE B % B £ Y
F P AE 7 Y 8 i 3l BRbR IR 23 0 22 Rk s
HAEFI A Arguments (S0 x 'y 73 5
F o WS AE J7 B DX 6 B x AR AR ATy
Aebr. Bl 1-187 4 F A 0 A 1 KR x 4k
EAIE R 2 0 2 1.

€1-187 XY KM OSC @ik & B

A BLEE A0 — A~ FADER #50F (HhFME0 |, IXAME LB il W OSC R E
FRI2ms 2] 1-188 Frar .

ol
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1-188 FADER #3#F 1 B
S X KRR HIF B T LA E, ERESEMEL 0, i mEbrfEZ 1.
WX =AM s, et — PR el B R, AR5 S TR ERELT
W (A= M1Ea) . AT BLikX AN TouchOSC FE 465 UES 45 F RiEHdE 7, W
K 1-189 filn .

File

* Navigator

» Document
» Document Tree

» Script

1-189  Hifi TouchOSC 27 [z 17441
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