00 | Color: | Effect: Glitter v

15 Scale: 0.65 Color:
Begin: 0.00 Begin: 0.0(
Endl: 0.75 Endl: 0.7:

Gx105hot 65 Gx10

5
5l Glkr 5l
WiPrpl  W/BlU
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1 Introduction

Welcome to FINALE Fireworks veésualsimulation and choreography program that lets you create and
control a complete fireworégsplay The program can be used by fireworks professimbhmateursho
aredesigmg reatworld fireworkshows as well as by enthusiasts and artists warkimg virtual world.

FINALE Fireworks provides a simple and intuitive interface that lets yougauflorimancdy dragging
anddropping individuadhels onto @ S kiye advas. You can add and synchronize music, insert a
backgroundhatdepicts anadual shootsite a pt ur e y o ufri rcirrega tsi corni patsé a( iond
realworld designgrand even recom video that you can share with your friends.

The graphical engine that creates tubegraéndered wor ks
i mages or s i oopiree Alofwhshotsyforuadmelé s ee wh e are gyeated inpdala 'y
time,based on the phigal properties of the mortasisellsand other componerttsatprofessionals use

when designing an en@ with just enough natural randomness to make each performance a unique
experience.

The first few chapters of this USaridetells you everything you need to know to create a fireworks show
with FINALE FireworksThe final chapters explain how to crgate own firework effects.

Logging In

The first thing you have to do, of course, is d
youdre probably already ,roucanfinctige latest eersiprrobtigerpagra, b u
at the FINALE Fireworks website:

http://www.finalefireworks.com/

The Website will step you through thecpss of creating an accoamd will download the latest version of
the program. lef dyedwmduM e aomcsdaptilddttilon | ocation, 'y
by doubleclicking...

C:\ Program Files  \ FINALE Fireworks \ FINALE Fireworks.bat

After |l aunching thepapaogram, youdll see the | og

Log in with finalefireworks.com account

Password”
LOGIN

Dan'thawe an account with us? Create a new account
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The only wrinkle, here, is that you mustdmaected to the Internet so the program can download the latest
fireworks catalod). f y 0 U NeSvake@rrortcdin@unication falure0 mMe s sage when you | c

FINALE | Fireworks

Log in with finalefireworks.com account

o Network error: communication failure

Password”  sssses

Dan'thawe an account with us? Create a new account

écheck your I nternet connection.
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2 User Interface Layout

Il n this c¢hapt aaral layeuddf thEINALE d-kewakis user imerfadeecept for a couple
simple editing windows, everything you teeteate a fireworks shaspresented in a single workspace.
The illustration, below, points out the ppatcomponents of theorkspae:

Main Menu Inventory

File Edit Background music Help -

Sky Field

Playhead

" B2 B 00:26.50/02:00.10

Playback Controls Timeline
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Il n subsequent c¢hapt enod gftheseecd@ripdnents.aBkiedly, they aré: o ser | oo

Main Menurhe options in the Main Menu let you open and save shows, switch backgrounds, create
0 L a u mgtibn®, Rdd music to yoshow, and so on. Foralworld designersherile submenu lets
you wite your show aasfiring reportin a number of standard foauts

Inventaryhe Inventory section lists the fireworks that you can drop into youEsieoytimeyou
launch programhe application connects to tH&ALE Fireworks website and downloads fireworks
into your Inventoryso your fireworks list will always beatgate.

Sky FieldThis is where your show is displayed. You casamltiagop fireworks into the Sky Fieldpwe
theirlaunchand t a rpgséidn®) t he t ar get i s t hdeletd individual orgroups h i
of fireworks, and so on.

Wind SlideFINALE can add a wind effect to your show. You increase and decrease the wind (and
change its directioby moving the Wind Slider up and down. As you move the slider, the speed and
direction of the wind is displayed above the Wind icon. To remove all wind, move the slider to the
vertical center of the window.

Zoom Slid&hen you launch FINALE Fireworks,¢ Sky Fi el d i s set to si |
feet high and 2000 feet wide. If you resize the window, the resolutiorfichangéseworks will

appear to be closer or fartherawhyut t he di mensi ons of the nsi mul
and out of the Sky Field, move the Zoom Slider up and down. The simulated height is displayed above
the icon as you move the slider.

Timelind he Timelineshows the temporal positions of your fireworks. In the illustration, we see three
fireworks, repee nt ed by t toeg thelimelineExactly Which gad of the fireworbklg

representd epends on the type of firework: For shel
mi nes, i tlBysulookceselly, sou cao $ee amvimack section superimposed on the Timeline.
This is the waveform of the music that youdve

show to your soundtrack.

ThePayheade pr esent s the current momerandmbvesaattd s bei r
right as you play yourshowou can drag the Pl ayhead to qui ckl

Playback Contrble PlaybaclControls that are displayed onscreen let you start and pause your show,
and rewind to the beginning. A numbfestber controls (incremental fast forward and rewind, seek to
end, and so on) are provided inrire> Timeline submenu. All of the controls, onscreen or not, are
bound to keyboard keys making it easy to control your show. Most notably, the spglestzettogen

Play andrause, and arroweft/arrow-right moves a paused show forwards and backwards by a single
frame.
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Other Views

In addition to the default workspace, FINAlEsentswo otherimportantviews: Theirework Editor and
theFiring View.

Therirework Editor presents a set sliders, menus, and other controls that let you modify the attributes
of afirework To display therework Editor, youdouble | i ck on a firework that
show. Theeditor is presented as a series sfdaloss the top of the main window:

BT rovonceaior |

30 | Color: S Effect: Thin Weight:  1.00 | Ho. of stars: 10 Sound: Pow Vv Longevity:  1.00 Weight:  1.00 = Color: [l

0 Size:  0.60 Color: ) Length: 1.00 | Burstforce: 1.00 Volume: 0.15 | Abridgment: 0.00 Momentum:  1.00 Size: |

78 | Begin: 0.00 Begin: 0.00 Rampup: 1.00 Pitch shift:  0.50 Has report: [ | Wind resistance:  1.00 | Begin: |
End: 1.00 End: 1.00 Random pitch shift:  -0.50 Has tip: End:

BShot Bs Red W/Red Mine Candle 1.5"

®

B 00:25.65/02:00.00

TheFirework Editor is described in detathrting with th€reating Your Own Firewloaider of this User
Guide
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TheFiringviewli S a | i st of the fireworks
up theriring View, ChOOSEile > Firing View Or typEecoNTROL-F:

File Edit

t hat Tohbang o v e

n o

00:07.75
00:07.75
00:08.00
00:08.00
00:08.00
00:08.00

Grn Peony 3"d

Grn Mine Skvr Rprt 6"

85Shot 8s Blu W/Blu Mine Candle 6"
85hot 165 Red W/Red Mine Candle 6"
85Shot 16s Blu W/Blu Mine Candle 6"
85hot 8s Red W/Red Mine Candle 6"

Firing View

PosA

PosB
Position
Position
Position
Position

TherFiring view is described ithe RealWorld Show Desigapter in this book.

DoubleFire
Generic32
slattedDevice3a
slattedDevice3a
slattedDevice3a
slattedDevice3a

2 B 00:01.80/02:00.10
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3 Working with Fireworks

~

Il n this chapter, weol |l | ookyatur hetwowouWebG bbsal a
selectplace modify and delete firewks.

The Inventory

Thelnventorysection of the Ul contains all the fireworks that you can add to your show. When you log in,
the program forms a connection to the FINALE Firéwarebsite and dowalds the latest set of fireworks,
includingthefe wor ks that youdve designed and those tha

Firework Categories

There are a number of ways you can search for a firework. First, you cay csegiimere are six
fireworkcategoriegepresented by the six tabs that run across the top of the Inventory:

The Inventoryprovides a Ul that lets you seandthin a categoiyased ormollectionsulrategorycolor,
andmortarcaliber:

Thesubcategories providdurther categorization of the fireworks tgparently, only thshells and
candle types havesubcategories

You can choose from three collection optistasdard fireworksi S t he set t hatds pr
My fireworksar e t he effects that youdveaAlwlkewaisad or ha
combination of the two.
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The colordropdown menu applies to all fireworks types. It lets gathder a firework that pairds
particular colgrwhether in itsail or its burstMany fireworks have more than one color.

The caliber dropdown also applies to all types. The larger the caliber, tlabdiagkex) the firework.

Expanding your Inventory

You can add fireworks to your inventory througledhe Add new fireworks option.This will bring up the
Add Fireworks Window:

Add Fireworks

This list contains public fireworks created by users of finalefireworks.cam. Click the copy button next to any firework to

add a copy to your personal inventary.

To save your owen fireworks for others to use, go to the Edit menu, choose the "Save selected fireweorks. " item, and

selectthe public checkbox in the resulting dialog.

Category Marne + Creator Cal

Cakes 105hot 45 Gld Gltr W/Gld Comet L-Fan 3" winzz 3" copy

Fountains Z0s grn strb, Dorminatorz 3" copy

Cakes cale 1 winzz 3" copy

Cakes cake 3 winzz 3" copy

Cakes cake 4 winzz 1.5" copy
Fan left to crackle chandl2 " copy
Fan right to crackle chondl2 3" copy

Cakes Gld Fountain Cake chandl2 3" copy

Cakes green apa winzz 3" copy

Cakes green apal winzz 3" copy

Cakes kipas 1 winzz 3" copy

Zhells MEPTROD Shell @) nepyro 5" copy

Cakes palrn garden winzz 2" copy

=hell Red-Rli Penny Tn Prnl 8" Chris A" rnny

[_Dore )

To add a firework, click the correspondipg link. The firework will be add to youy fireworks collection.

To delete a firework from youy fireworks collection, go tadit > Manage my fireworks. A panel similar to the
one above will appear that lets you remove individual effects.

Adding a Firework to Your Show
After youdbve found the firework that you want,
firework:

By clicking on its icon in the Inventory.

By dragging and dropping the icon into the Sky Field.

The difference between these two methods is the way in which the firework is placed in the scene, as
described in the following sections.
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Click to Add

When you @tk an icon, the firework dropped into the scene withlatunch poswt just above thaunch
cardhatsits onthe imaginarkaunch lirend its heightor target poingdefined by itscalbr . Her e, we
clicked on the®RedExt Comet

File Edit Backg

Al colors 5" Cometz w128 firesworks 2.3 4 5 6k

* - B

FeedTail

Camet 5"

R

©

Height determined
Launch point above ' by caliber

the launch caret

You can drag the |l aunch point after youdve drop
into the Sky Fiefd it always lies on ti@unch linat the bottom of the Sky Fiel@hen you drag a
firewor kds | aun etbgoegwith ifthée next firdwerk yowclitk-add wilcdeop into
thisnew locatio. Not e t hat you candt move the | aunch car

Notice that the fireworkodos trajectory is outlin
selectedf we add another comtte first object becomes unselgcés indicated by the red dots (you have
to hover the mouse over the Sky Field to see the unselected outline):
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File Edit Background Music

All collections v Al colors W " Comets w128 firewworks

Unselected Selected

®

E2 = 00:10.00/02:00.00

The second firework is added at the same position as the first, above tharkuritie angle of the
trajectory, however, i's varied so Thelmmountafhe t wo
variation depends on the fireworkoés definition.

You can select a firework by clicking anywhere along its tray¢etdiyl | retalolt keleation when we
get to theModifying a Firewsa&tion.

Drag and Drop

When you drag and drop an icon, you g(eitf tyoo ucbornet
realworld designer t hi s pr o b a b IiyeeithdNatédot thevikBAlorid Dgsigneelow.aAs you

drag the icon out of the Inventotlyelaunch cardbllows the mous&Vhen you drop the icon, the
fireworkds | aunch p dargegointdsiwbepeser yiowlet golofehe maetisseever, a n d
this is only true for shells and cometsthe other firework typethe height ialwaysontrollel by the

caliber of the mortar (you can adjust it by hand, later).

The illustrations, below, show the caret as we drag a shell, and the placememiobiaiheétéagetpoints
whenwedrogNot e t hat the icon itself doesn)dt actuall
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$Hein m

Comets v 128 fireworks 2 3 4 s@comets v 128 fireworks 2l3]4

Red Comet
o

Height and launch point
are determined by the

Caret moves v : .
: t fth
with the drag : position of the drop

Note for the Real-World Designer: Obeying the Caliber

| f ycbaneographingraatworldshow, you want the physicsiuof tireworks to obey the caliber of the
mortaf when you dragnddrop an object, yadi o wahttthe drop point to define the placement of the
targetpoint To place the firework soitstargeinti s pl aced accor di pgssth®e t he
sHIFT keybefore you drap

Deleting Fireworks

To delete a firework, you first must select it and then bithe key (otthesackspace key). You can also
delete a firework by selecting it and choosirgiithedelete Option.

If you want to deleteldhe fireworks in your show, choosedtie> select All option and hibeLeTe (or
chooseedit > Delete).
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4 Launch Positions: The Basics

Rather than drop you fireworks randomly along the launch line, you can add them lawspmogsitions

A launchposition is a prdefined location along the launchifineat act s as a Omagnet
fireworks that yoaddinto the scendf you reposition the launch position, all of the fireworks that have

been added to it move as a group.

| f yoatdoel d desi gner youdl | p r o(ds agpdssd towmmpind a unch
fireworks into undefinddcationson the launch line Mor eover , youol | probabl
positions first, before you start adding fireworks.

Thischapter looks at the basic elements of launch positions. A later Reap¥earid Show Desighks at
move advanced topics, such@s touse launch positions to assign modules and firing pins.

Creating a Launch Position

To create a launch positige]ect th&dit > Add launch position menu item:

Background  usic  Help

Undao Cirl + Z ahlia Palm Sr
Redo Ctrl +
Delete Delete
Group Crl + G
Ungroup Ctrl + P
Break apar cake Cirl + K
Selectall Cirl + A

Sawe selected firework
Save selected fireworks as cake

Marnage personal inventory
Browse public firewarks

Add launch position %

Set show duration

A launch positiarkewill appeaim the center ahelaunch line

Launch position marker

= 00:10.00/02:00.00

Il f we zoom in on the marker, we see a caret sit
sel ect ed.ctedbe unsetested munshgobsiion
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Selected Unselected

¥ LI
Fozition Fozition

When you click an icon in the firework Inventory, the firework is automatically added to the currently
selected launch position.

You can also add a firework to a launch position by dragging the firework newttipe$iion marker.

As youdragthe firework near the markénef i r e Waukadé & poi nt taancheositiom s naps
markef t hat ds t he .Wheayuoddplite 6f iars@wan K 6 sntothalaunahh poi n-
positionanditsheight s det er mi ned by the fireworkds calibe

magnification

Launch point
Caret snaps to "snaps to"
launch position launch position
marker

(-]
Position

When you drag a launch position, the fireworks traidiesnove with it.

Deleting Fireworks and Launch Positions

To del ete a | aunch position, h ov erconrbhikeyandu s e oV
rightclick Launch posi ti omlis>Det¢ neenudtem. af f ected by t he

When you delete a launch position, the fireworks it contains remain on the screen.
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5 Adding Fireworks in Time

So far, wedve only di s ceaalengthellauhchhme tAo fa d ¢ wa r fkidrse
timeisf ust as i mportant. The rul e f or eauréntpogtiom f i r
thePlayheaHowever , thereds a wrinkle, here:

For shells, the eventh altof@ped ort the Playhea@when the shell is added) is the burst.
For alll ot her fireworks, I tds the | aunch.

In the Ul Layouthapter, we mentioned tlaefirework is represented as adiitheTimeline Ther ed s
actually more to it than that. If we zoom intoTimeeline y ou &1 |  deaves attrdiéhenwe &ddd b | i
a shell, the trail looks like this:

Burst

The blip (the burst, for a shell) is aligned witPldagheadThe trail leading up to the blip shows the
duration of the launch; the trail to the righthésfall off.

For comets, fountains, and mirtes, burst (essentially) coincides with the launch point:

Adding Fireworks as the Playhead Is Moving

Our simple rule of adding a firework atRleeyhead o0 e s n 6t nRiagheatiashoabe sittindnsall
Another nice feature of FINALE Fireworks is that you can stdPtdiireadhoving and add fireworks as it
travels along thEmeline

To add a firework while titayheats moving, you use the same methodsvie previously described:

Click a firewrk icon, or draganddrop the icon intothe Sky FielRly def aul t, t he firew
moment 6 i s a d dlenyou ctick ar drep, tise dirework is added and immediately launched. In
some cases, this might not be what you want. Most nétably,o ué6r e addi ng firewor|
in order to coordinate bursts with specific mom
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added at

t | auneneanhamentds efy@®w twa Mtowrrdepo ¢ lhii
when you ¢

heir
lick (or drop). The firework wild.l be

Modifying a Firework

You can modify a firework youdve placed in the

moving its launch point,
bendingor stretchingts targetpoint,
and moving it in time.

All three modificatioasare performed by grabbing some part of the firework and dragging the mouse. But
before you do any of this, you have to select the firework.

Making a Selection

To select a firework, you simply click anywlheng &s trail in the Sky Fieddon its blip on the imeline.
As you hover over the fireworlg dutline and bliwill glow red. When you click, the glow changes ta white
Here we see the effect as you approach, hover over, and then click on the firework:

g &
- -
.
™
.
v
L
.
.
"
o
-

.

&
|
:

Fied Peany ToStrb 3° Fed Feany ToStrb 3"
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You can expand the selectbysHirt-clicking on other
fireworks. I n the il lustr
three shells in the scene:

IR R

@.

sHiFT-clicking a selected firework will remove it from the selection.

Moving in Space

Once youdve made yceurt heelsed teicd mpdintsbatargeipoats.Tksdyv | a u

move the laungimouse dowanywhere along the trajectory a sel ected fireworKk
selection) and drag. All selected f iappeansdthatk s mo v

shows yotihe distance from the center of the screémettaunch poimf whichever firework you clicked
on. Here, we drag our selection to the left:

. &
an g %'y
. "
..-
‘-. & -
g -
3 . -
£

..&e"‘—‘m....;.;@ -

ssspidaEEEREesssagaan

f— 142 1t

|

To bend or stretcthetargetp o i nt s, c ltargetki wc I @ 6 n aetfitewonkkenddragpYoo f  t
can drag in any direction; againtdhgetpoints of all selected fireworks move in condaité the launch

points remain where they are:
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When you move thargetpoint,a measuring stick (not shown in the illustration) sfmwihe height and
angle of the targddy default, you can only move the targets to specific spots in the Skih&igets
osnap tod6é and invisible grid. | f  ysarskeyas you drdgo s m

Moving in Time

Moving a firework in time is similar to moving it in space: You make your ssddogifumebut this time

you click on onef theTimelineblips and drag. Moving to the left pushes the selected fireworks backwards
in time; moving to therightisintotheut ur e. As you drag, youodoll see
here we drag a green nfiovardin time (to theight).

= after playhead)

Grn Minge Slur Rprt 5" Grn Mine $lur Rprt 5"

Q| o

In relation to thé’layhead t he mi ne i s getting oyounger 6, so i
firework pasthe Playheadhe connection to the Sky Field disappears, and a message tells you that the obje
is no longer visible.
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Using Launch Positiorte Select Fireworks

Launch positions ar e odate mpltiple firewarkscyourcanalseithermasa way t
selection tool. In the illustration, below, we see a group of mines that have been added to a launch positior

Rather than selecting each fireworklypene, you can click on the launch position marker; all of its
fireworks are selected:

As mentioned earlief you drag the launch position marker, all of the fireworks go with it. If you want to
drag the fireworks out of the launch position, click on the marker (to select the fireworks), and then click ar
drag by theollectedaunch paits:
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6 Working With the Timeline

This chapter looks at the tools you use to change the resoidtiolayback positiarh the Timeline, and
the duration of your show.

The Timelineeomponents are illustrated below

Playhead Time Zoom Buttons Time Display

B 00:33.20/02:00.10

Time Zoom Slider

The Playhead

ThePlayheadhowsyouthe current temporal positionyour show. There are a number of ways to position
thePlayhead

You can drag it. As you drag EHayheadyour fireworks launch and explode accordingly.
You can jump to the beginning or end of the show by pressigthendeno keys, respectively.

You can step thelayheaehcrementally forward (toward the end of the show) by pressing (big
step) or the&icHT-ARROW Key (small step).

Similarlypace bown andLert-arrow bump thePlayheatback toward the begimgi of the show.

You can start and stop the show by using the Playback Controls (which we saw in the first chapter), or
pressing the spacebar.

You can also move tRéayhead y dr agging the zoom slider, whioch
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TimeZoom Buttons

The Time Zoom Bttonslet you expand and contract the Timeldeen you click th# button, you
expand the Timelin& smalleportionof your show is represented on the Timeline, binmeline blips
ospreadod@t maki ng it spedfisfirevork. Hece we seé¢ teedddoaafter effect of zooming
into the Timeline:

] e

The E button contracts time; more of your show is represented, but the blips are closer together.

You can also zoom in and out with the Time Zoom Slider. Whicbdwe&tu use for zooming is a matter of
taste.

Time Display

The Time Dsplay shows you the current time location d?Pldngheadon the left) and the duration of the
entire show (on theght). Both measurements areinutesecondsindredtbseconds

B2 B oo:10.00402:00.10

Playhead location Show duration

Time Zoom Slider
TheTime Zoom Slider ul f i 1 1 s a number of functions. It rep
on the Timeline, it lets yguicklymove to a differergartof your show, and it lets ypaom in and out.

The track thatte zoom slider sits on represents the duration of your entire show. The zoom slider itself
maps to the portion thatos currently displayed

B2 = oo0:11.50/02:00.00
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You can move th€&ime Zoom &der by grabbing anywhere along the middle portion and draggirsyaThis
great way to quickly jump to a diffeqgantof your show. Notice that when you dragPtllaghead st i ¢c ks 6
to one edge or the otliethePlayhead andt scr ol I out of vVvi ew:

B B 00:44.70/02:00.00

playhead "sticks" fo
the edge

A patrticularly welcome feature of e Zoom Slideis tha i t 0 & Reasieing) thdi®erlisla

convenient way to expand and contract the Timeline. As opposed to the zoom buttons, whigmdoom in
out in discrete steps, the Time Zodie$ is continuous, letting you quickly zoom into exactly the portion of
your show thagouwant to examine

For exampl e, | et Gightsecang sligemfuyouwshiawtthatistarts at exactlyt 98 seconds in.
First, you drag thBme Zoom Slideso the section is in view

E2 = 00:18.45+02:00.00

Next, youdragth8 i d e r @n® tolthe fight uitttre 1:30 mark is at the left edge of the Timeline. (Note
that contracting the slider zooms in; expandaupihs out):

EZ B 01:29.90/02:00.00

Now drag the right thumb to the left:

E2 B 01:29.90/02:00.00

With just three quick mouse moves, Vyoestdiline 2z o0 me
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Changing the Duration of Your Show

By default, all shows are two minutes long. To change the duration, seiiests#iénow duration option
The set show duration window will open. Type in the new duration, in seconds, anskclick

Set show duration

Duration 500

CANCEL SET

When you increase the duratiamlankportion is added to the enfithe showlf you want to add time to
the beginning of the show, increase the showds
the Timeline, and drag to the right.

Beaware that the undo commaag@i(> undo OrcontroL-Z) doesndt apply to modi
duration.
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7 Changing Backgrounds

You set Ypazkgnoundnhge byGeaecting an image fronsiheground menu. If you ant to add
an image of youmon, selecBackground > Add new background and browsing to an image file. The file must
bein this format:

5x3 ratio, width to height. (The images that are shipped with FINALE Fireworks are 1667 x1000 pixels)
Your image will be scaled to fit the Sky Fseldt can be as small or as large as you like.

JPEG format.

When you add your own background, the image is copied indekdh@nds/user  directory in the
FINALE Fireworks installation directory, and the name of the image is addeddaytbend meru. Keep
in mind that the image that you see in the program is a copy of the filedddegdilyou make changes
to the original file, you have tea@d the imagend then restatthe program.

If you want to delete amagefrom theBackground list, remove it from theackgrounds/user  directory.
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8 Saving, Opening, and Exporting
your Show

To save your show, go to thie menu and select an option:

save. This will upload your show to the FINALE Fireworks website where it can be viewed by other

FINALE users. The show will be rendered as athighs ol ut i on movi e a&shwd adde
pagelt t akes about an hour to c¢ omp lshewpage immediatele nd e
Whenyou selestve, youodre asked to give your show a na

Savetodisk. Thi s saves your show to your | ocal di sk
FINALE needs to reconstruct your sliiofirework placements, background image name, soundfile

name, and so on. The file istdex s e d re intrepid, guocandmodify your show diredilyediting

the file. Not e, however, that the HBS format i
file sothaFINALEwondt be able to | oad it.

Save as t ohisiisthesame as the above, but letsaxamithe show as a new HBS file.
Therileme n u 0 sopesitg@ptions are:

open. When you selecpen, FINALEOpens a panel that | ists the s
FINALE website. Note that it only lists your own siiowso u c an dt o precneatediby ws t |
otherFINALE users

Open fr onletsiyewkrowse to and open a previeashed HBS file.
The rest of theile items are meant for rambrld designers

Print Inventory Report creates printable listof he f i r ewor ks yourtstov. youdr e us

Print Loading Report Creates printable mappingf fireworksto-launch positionsand thenapping
between launch positions and modules/pins.

Print Firing Report Ccreates printable version of the firing scriptisits your fireworks in chrological
order, along with their firing times and launch position information.

TheExport é S ¢ r ioptions creatéring scriptan variousndustrystandard formats.
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9 Real-World Show Design

This chapter proposes a workflow for-readld show design anabks at the advanced aspects of FINALE
thatletyou (therealor | d desi gner) create and export the r
We 0 ve al r esantkyfthe BINALE tdols éhat can be an aid tewedd desigi launch

positonsj n particul ar. I n this c¢chapt e(ncludingedvicekith s h o w
slaty to launch positions, how to use thig view to view the module and pin assignments of individual
fireworks, and how to export the repadinat HNALE will generate for you.

RealWorld Workflow

| f vy o u-@arleedesagner, goarlwork in FINALE will probably follow this workflow.
1 Add launclogitionBefine and name a set of launch positions.
2 Assign modueslat#\ssign one or more firimgodulesor slatgo each of the launch positions.
3 Add firework&dd fireworks to the launch positions.
4 Assigmodule addressdsiangin®Modify the fireworl@modules angin assignmesby usinghe
Firing View.
5 Export your sh®ave your show dmexport it as aet ofrepors and a firing script
FINALE can automate some of this work for you. Specifically, it can create and assign modules and firing
pins automatically. Whether you take advantage of this automation depends, primarily, oncgsutfreso
the number of modules that you can use isndt an
can let FINALE automate all (or much) of the process for you. If your resources are limited, if your module:

are of different types (difent numbers of firing pins, specificadliyif, you want to split modules across
launch pointghen you may need to create assignments by hand.

The next few sections will concentrate on the s
yow& already added | aunch positions .({[orevipgsgyour s h o\
add a launch position by choosingethie> Add launch position menu iten).
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Assigning Modules to Launch Positions

Toconfigurea | a un c h iputesrightdlickar dosbledidkdn the launch position marker. This will
bring up theedit position properties panel:

Edit position properties

Name [Positiun ]

Distance from audience (ft) D

Add module or slat

Comear s

Thename isprovided as a convenierewlis reproduced in some of the reports

Distance from audience Sets the location of the e position. As you increase the distance, the launch
position is pushed away from the audience. I n
towards the horizon in a simulation of itsweald location. The fireworks that youl &ol a more distant
launch position will appear smaéller farther awdy than those that are added to a closer launch position

The most important control A8d module or slat. You can either add modules/slats to the laposition
yourself or let FINALE @& them for youWhen FINALE adds a module, it creates a genedalewith
these characteristics:

Module type: 0 G € n e rThetyBelks the name of the device, used bgth convenienéar the usem
the printed reports and as information to FINALE®esideration can be made for the specific features

t

or constraints of different types of modutes examplehetyped m1 ZefisFINALEt hat Yy ou O r e

using an ATF m156. In this casS®ALE will adjust its assignment algorithm (and possibly move

firewoks in time) to accommodate the characteristics of the m156 Méeldel. | di s cates;s t h
the point, here, is that i f youdre usssigmhe an AT
propertype

Address: Starts with 1 and increasgsnotonically as more modules are needed.
First pin #: Starts with 1 and increases untiNthef pins has been reached.
No. of pins: 32

Launches/pin: 1. Thisattribute lets you declare the numbermobiches that are assigned to each pin, thus
lettingyou economize your pin assignméhysu set the value to be greater than 1, FINALE will
automatically assigimultaneoureworks to the sangen until theLaunches/pin setting is reached.
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If these chaacteristics match your system, then you cBiNIAL E automate everything foryoy ou don 6
need to add a module/slat to the launch position. However, if you need to modify thekektihgsdd
module or slat link. This will add a new entry to the table in the nodidie panel

Edit position properties

address first pin# no.of pins launches/pin

1w

s
By adding aingle module, you candefine the default settings that FINALE will use when it creates new
modul es and makes pin assignments. I f youdre wus
and define more modules as needgwu assign merfireworks to the launch point then are
accommodated by the modules youdve added, FI NAL
characteristiacsf t he | ast module in the I|ist, and will

valie.

Bear in mind that if you want to be able to assign module addresses and firing pins to specific fireworks, y
must provide an address in the form, above.

There are a | ot more details to FINALEOGts we&lilgn
look atsomeexamplsthat introduces the basic concepts, and also introduwoevib& view.
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Full Automation

Il n this exampl e, wepPdsliohAa aaddodtions. Bath ldurechu positions psethe t i on s
FINALE default modulenp slats32 pins, one launch per pin, etég add 36 fireworks to each position (in
order to get over the 32 pin limit), but in three groups each, as illustrated below:

16 at PosB 16 more

at PosA at PosB

16 at PosA
Final 4 at
PosA

Final 4 at
PosB

The modules and firing pins assignments are listedrimthaew. To bring up the view, choose > Firing
view (Or typecoNTROL-F):

File Edit
00:12.25 .85 Red Peony 3'd 3 i} Posh Generic3z2 1 14 S
001225 2,85 RedPeony 3'd 3 a Posh GEneric3z 1 15
00:12.25 .85 Red Peony 3'd 3 i} Posh Generic3z2 1 16
00:15.05 2,85 Red Peony 3"100Random 3 a PosE GEneric3z 3 o1
00:15.05  2.85 Red Peony 3"100Random 3 i} PosE Generic3z2 3 0z
001505 35 _Fed Peony 3" 100Rs0d0m 3 0 FosE Zenetics: 3 03 b

Thecolumns irthe view should be reasonablyeghlanatorypfetme ans 0 p r.e fWerdev et isncer 6o)
forward to the point in the show between the first 16 fireworks at Pos#e dinst bf PosB. Notice that the
module addresses jump from 1 to 3 between the two modules.

If we scroll much farther forward, to the junchesveerd 1 6 mor ed6 at PosB and th
wedll see that address BPosas assigned to the se

Background  Music  Help

002045 2,85 |Gld Peony 3'd 3 i} PosE Generic3z2 3 30 -
020,45 2,85 &ld Peony 3°d 3 a PosE GEneric3z 3 ki
002045 2,85 |Gld Peony 3'd 3 i} PosE Generic3z2 3 32
00:23.50 2,85 RedPeony 3'b 3 a Posh GEneric3z z o1
002350 .85 RedPeony 3'b 3 i} Posh Generic3z2 z 0z
00:23.50 7.85 RedPeony 3'h 3 0 Posh, GEneric3z z 03 b7
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We should note, here, thatatlfthe values in the table, ohlgaddr andrin valuesare(potentially
editablé@ you can modify the settings that they display in order to manually configure the assignments.

However, thi®snhapplies to mades that have been added manugllye click on anddr in the current

configuraibn, the only option we seeuis:

round  kusic  Help f Firing View

. Mame Position Mod,slat
002045 2,85 |Gld Peony 3'd 3" i} PosE Generic3z2 3 30 |
020,45 2,85 &ld Peony 3°d 3" a PosE GEneric3z 3 ki
00:20,45 2,85 Gl Peony 3'd o0 PosE GEnericiz 32
00:23.50 2,85 RedPeony 3'b 3" a Posh GEneric3z auto o1
002350 .85 RedPeony 3'b 3" i} Posh Generic3z2 z 0z —
00:23.50 7.85 RedPeony 3'h 3" 0 Posh GEneric3z z 03 b7
We 0 | | effedivekanumltassignment in a later example. The point, here, is that in order to edit the

address and pin assiterts, you must fireddd a module manually ass$ign aaddress td in thekedit
position properties panel

Also, be aware that while you can continue to add fireworks and edit launch positionsiwtilgdines

onscreen, the changes that you male a 6 t

upper right hand corner, or by (again) tygingroL-.

Multiple Launchesper-Pin

Il n t hi

S

exampl e,

we 0| |

edi t

t he

-eeps. AVe doahletick h

the PosA launch position to bring up ghieposition properties paneladd a module/slat, and seihches/pin
to 2. However, in ordewtincrease the number of launches pem@musa s s i g n
exampl g,

For

t he

purposes

Edit position properties

DoubleFire

MODULE TYPE, e.g., m156, SM32E, efc.

of thi

address firstpin# no. of pins launches/pin

S

F—l_‘l"‘--r'-!—ﬂ—i—ul“'t-'—-l--l kot FE A T g e 4 PR b i i o P i A e ol A gl et l‘-"l‘

When we bring up thering view and scroll to the top of the list, we see this:

File Edit

Background  Music  Help f Firing View

~

an
weor

e

i mmedi atireglviswd s ef bt eedTbnr e
view, you must dismiss it and then bring it up again. You can disnrwisg thev by clicking the: in the

pos

addr ess.

al

Bursk
oo:12.25
oo:12.25
oo:12.25
oo:12.25
oo:12.25
oo:12.25

2,85
2,85
2,85
2,85
2,85
2,85

Red Peony 3'd
Red Peony 3"d
Red Peony 3'd
Red Peony 3"d
Red Peony 3'd
Red Peony 3"d

Name

L L L

oo o o o O

Position
Posé
Posh
Posé
Posh
Posé
Posh

Mod,/Slat
DoubleFire

DoubleFire
DoubleFire
DoubleFire
DoubleFire
DoubleFire

SO
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Even though the module only has one pin, two fireworks are assignedniodedetland to the same pjn)
as we wantedlso, notice that while the addrethe first module is the address of the next module
(which is added automatically) i&s menbned earlier, when FINALE assigns module addresses

automatically, it picks the fiestailabbeddres$ and since addresgva s n 0 t

Using Slats

used,

t hat 0s

To add a module that contains stidsipleclick alaunch positioto bring yp theedit position properties
panel, click thedd module or slat link, andconstructhe addresso that ittontains a number and a letter
w e2@nd ¢he laumdhgst-pgndéo1)n u mb e r

(For

t his

exampl e

Edit position properties

Wh e n

slattedDevice

you

Name | Position

Distance from audience (it} 0

uset ehéeé

1a

k¥ D B PR T T A B X Y S L Y T

addmbesLE&br mat

A it b . ek s e i

2

1

, FI NALE

of pins

knows

the pins on one slat, FINALE creates another for you, incrementing the letter portion of the address:

File Edit Background Music Help Firing View
Burst Mame Position Mod,/'Slat
00:35.60 2,85 Red Peony 3"MoRandom k) 0 Pasition slattedDevice 1a
00:36.45 2,85 RedPeony 3'MoRandom 3 ] Position slattedDevice la
00:37.10 2,85 Red Peony 3"MoRandom k) 0 Pasition slattedDevice ib
00;37.90 2,85 RedPeony 3'MoRandom 3 ] Position slattedDevice 1b
00:38.60 2,85 Red Peony 3"MoRandom k) 0 Pasition slattedDevice ic
00:39,15 35 Ped Peony 3'HoRandom 3" ] Position glattedbeyice 1o

FINALE will automatically create 12 slats, with addresses that rartdnom

Splitting Modules Across Launch Positions

So far,
say that

|l et ©s

weodve

assi
y ou

gned
want

al
a

t he

S i nthatae mi
assigned to different launch positidine first group is set @6fountains that are

launched 200 feet from the audi@nties is the main launch position. You then rt
scab wire to a second grouplhwéelarge, important peonies that are launched 1(

feet farther back and to the rightthe field, the setup looks like this:

| Baitu |

01
0z
01
0z
01

To simulate this in FINALE, you create two launch positmansandaccent) and add the fireworks:
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For both launch positions, bring up Hae position properties panel and add a module with the same address
wed | l1):use

Edit position properties

Name [Main ]

Distance from audience (ft) 200

SM32ZE 1 1 32 1

= et et ot trt o ol e i e F Tt aatrt b A il it 1§ el et e P e T T

Edit position properties

Name [ Accent ]

Distance from audience (ft) 300

SM32E 1 1 32 1

S FIPPERELE SRS R

A T gy A g T at b gl et —n i g e o e ]

By assigning the same address, you tell FINALE that the two launch positions are using the same module.

Bring up theriring view and scroll to theccent fireworks:
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File Edit Background husic Help
oo:46.20 0,30 Sk Report Founkain 3 0 Main SM3ZE 1 14 A
046,20 0,30 Sm Yiolet Salute Barrage 3 i Main SM3ZE 1 15
Qo2 O rndtilab S alabe Donenns 2= o Msin SAZRC 1 15
0o:50.75 5.50 Gld Peony ToSkrb 10" " -10 Accent SM3ZE 1 17
050,75 5.50 Prpl Peany ToStrb 10" " =20 Accent SMIZE 1 15
050,75 5.50 Red Peony ToSkrb 10" " 5 Accent SM3ZE 1 19 w

Main 1

3" 0 Main SM3ZE 1 15
3" 0 Main SM3ZE 1
" -10 Accent SM3ZE 1
" -zZ0 Accent SM3ZE 1
Accent 1

Because theccent fireworks appear later than then
fireworks, FIMALE has automatically assigned pins
19t o t hem. But | etds sa
pinsi-3. To change the assignments, click on the p
number and select another value:

~ : : L
When youdore finished,

. i . i i 3" ] Main
Notice that theccent information is presentedin = & Main
bold. This means that the assignments have bee . ° ° ™"
manually configured. F 10" 20 Accent

0" 5 Accent

that have been manually configured. Also notice
the pin assignments fosin have been bumped
upn't hat 06 s bhigarduaseao lpngen s
available for automatic assignment.

The Firing View

We justsawan example of how to use Hiéng view to change a pinassignmént t hi s secti on
closer look at thering view Ul and functionalityBut, first,ageneraprinciple:

You can move your fireworks and edit launch positions whilenideiew is onscreen. However, the
changes that you mak e inthentid View lisieWhenevaryduimake a thgnger e f
to a firework or launch positioyou should close thieing view and then r@pen it (by typingonTroL-F

twice).
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Positioning the Playhead

As mentioned earlier, thiéng view gives you a
chronological listing of the fireworks in your show. T
list will, of course, become extrentahg. To jump to a
specific point in the list, move the Playhead near the
section that youor econtroLt
F. The list will scroll to the chosen point and color the
row of the next firewor
Forexanp | e, here wedve pl a Playhead
the three peonies from our previous example:

[}
Main

‘ L | 53 hmian

When we bring up thrring View, it scrolls to our current position and colors the next firework:

o}
Accent

File Edit Background Music Help
00:46.20  0.30 Sm Viclet Salute Barrage Next firework 0 Main SM32E 1 17~
0046, 20 0.30 Smi Violet Salute Barrage k) 0 Iain SM3ZE 1 18
006,20 0,30 |3m Violek Salute Barrage 3 ] Tain SMIZE 1 19
00:50.75 5.50 &ld Peony ToSkrb 10" 10" -10 Accent SM32E 1 01
00:50.75 5,50 Prpl Peony Tostrb 10" " -zZ0 Accent SM3ZE 1 0z
00:50.75 5.50 Red Peony Tostrb 10" 10" 5 Accent SM32E 1 03 w

Re-assigning Addresses and Pins

As you add fireworks #launch position, FINALE automatically assigns module addresses and firing pins
(as we demonstrated previously). If you wartassign a setting, click on glaer or rin value and select a
value from the dropdown menu that appears.

The address valutbait you can select framtheriring view dropdown menuare restricted to the module
addresses that have been specifically assigingtita unch posi ti on. For exampl
launch positions, PosA and PosB. We bring ugiithi@sition properties panel and add two module

addresses to each launch positianfor PosA and/ 4 for PosB:
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Edit position properties

MODULE TYPE, e.g., m156, SM32F, etc. address first pin# no.of pins launches/pin
SM32E " 1 " 1 32 1
SM32E || 2 || 1 32 1
]
A gl e gl iy e g T Tttt e it A i o i i e o s o gl AT il gt f e i e e gl gl

Edit position properties

address first pin# no. of pins launches/pin

SM32E

SM32E

B e T R i L Lt S P P S P

Add some fireworks to both launch positions, bring uprtheview, scroll to a PosB firework, and open
theAddress dropdown menu:

File Edit Background Music Help .Firin View

Bursk Name Position

00:50,00 2,85 Red Peony 3"MoRandarm

Pasd, SM3ZE 1 11

k) 0 L
005525 2.85 Prpl Peony 3'd 3 ] PasE SM3ZE 3 01
005525 2,85 Prpl Peany 3'd k) 0 PosE SM3ZE AUt ¥ 0z =
00:55.25 2,85 Prpl Peony 3'd 3" o PosE SM3ZE 3 03—
005526 | 2.85 Prpl Peony 3'd 0 Posk SMIZE 2 04
005575 A5 Prol Peone 3'd 3" il Posh SMEZE 0s b

The onlychoices you have &, andauto.

ConflictDetection

Theriring view can help you find and resolve questiomableonflicts. FINALE lets you assign any number
of fireworks to the same pin, budrns you if théreworks ane 6 tlaureched at the sartime. If two or

more norsimultaneous fireworks are assigned to the same pinpdhveew marks the conflictinireworks

in red.

I n the exampl e, zjpeslaonah positian that eontainseaencefdippar effectthat
are launigced one after another We 6 ve edi ted the | au-pircnodupeosi ti on
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Edit position properties

MODULE TYPE, e.q., m156, SM32E, etc. address first pin# no.of pins e-matches/pin

SM3ZE 1 delete

J—;-—fou—o‘-_r--._;..ro_-hpﬂa-cc— B il A T kgt o it o b FE W 40“--':-

We add the zippersring up theiring view, and set the pin number of the first firework tbhe font
changes to bold to show that the value has been maeatally

Position Mod/Slat__|_Addr | Pin__|

00:12.75 0,30 |Zx103hot 1s Gld Gl w)Prpl Comet Zipper 8" a" ] zippers | SM3ZE 1 01 |‘_\
00:13.65 0.30 2x105hat 15 Gld Gler W/BlL Cormet Zipper 6" [ 0 zippers SMIZE 1 oz

001495 0,30 |Zx103hot 1s Gld Gl w)iGrn Comet Zipper &" a" ] zippers SMIZE 1 03 =
a0 16,00 0,30 2x105hat 1= Gld Gler WRed Comet Jipper 6" &" ] zippers SM3ZE 1 04

00:17.05 0,30 |Zx103hot 1s Gld Wicld Comet Zipper 8" a" ] zippers SMIZE 1 (11T
00:1a.10 0.30 2x103hat 15 Gld WSk Comet Zipper 6" [ 0 zippers SM3ZE 1 06 w

Now we set the pin for a later fireworkto as wel | . Because the two fir

time, FINALE detects a conflict and marks the second assignment in red:

012,75 0.30 2x105hot 15 Gld Gler WPrpl Comet Zipper 6"
001385 0,30 |Zx103hot 1s Gld Gl w)Bl Comet Zipper 6"
00:14.95 0.30 2x103hat 15 Gld Glkr W/Grn Comet Zipper 6"

& 0
& 0
& 0 .
00:16.00  0.30 2x10hot 1s Gld Gltr W/Red Comet Zipper 6" & 0 zippers |_-
& 0
& 0

Zippets SM32E 1 01 =
Zippers SM3ZE 1 0z
Zippets SM3IZE i n= =

00:17.05 0.30 2x105hot 15 Gld W)Gld Comet Zipper 6"
00:158.10 0,30 |Zx103hot 1s Gld WSk Comet Zipper 6"

Zippers 1 SM32E 1 1 08 |
Zippers SM3ZE 1 0& it

FI NALE doesndt try t o c ojustpgoiotsthemiout. By ssammingrineyf ¢ onf
view, YoOu can easily see (and correct, i f necessa
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10 Creating Your Own Fireworks

There are two ways to create a new firework in FINALE: By editing a single firewierktonagate a new
effect,by selecting a group of fireworks and saving thesa&sThis chapter looks at both methods of
firework creation. Thi®llowing chapters look at the tabs inFikevork Editor.

Editing a Firework

To create a new firework effect, gelect an existing firework from the Inventory, add it to the scene, and
then doublelick it to bring up theirework Editor. TheFirework Editor contains a set of sliders, menus, and

other controls that let you modify the attributes of the firéwindee 6 s no pr ogr ammi ng o
involved.

NOTE | f youd6re going to edit a firework, you shc
point in the Sky Field. Any hammbdifications that you make will be ignored when you save your
new creabn.

To get started, select an

e X | S t | n g f | r File Edit E‘:EICHQI'DUI'IB Music HEl[II
similar to the one you wan
to create and add it to the
scene by clicking its icon.
When you add the fireworl
it will automatically becom 1. Click to add
sel ected. Her

selected thred Ext Tail
Comet 60 2. Double-click
the selected

Al collections v Allcolors v 6'Comets v 128 fireworks 2fsfalsfcl7

*

Double-click anywhere
along the fi
outlined path or click the
Edit button that will appear
onscreen to open the

Firework Editor.

fireworké \ , .
é or click the
Pt | Edit button

Red Ext Tail Comet B
E 00:10.00/02:00.00

Therirework Editor Will appear at the top of the window:
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T Fire ok Editor

Hame: Red Ext Thick Tail C Cone angle: 25.00 Sound: Thudv+v | Longewity: 1.75 Weight: | 1.00
Category: | Comets b Cone height: 1.00 Volume: 0.50 Has tip: Momentum: 1.00
Caliber: 3" | Randomness: 0.10 Pitch shift:  0.00 Wind resistance:  1.00
Prefire: 0.30 Random pitch shift: -0.50
g cancel N neoy |

As long as therework Editor is open, the firework wikmain selected (although it might not to appear to
be). You won e firelvak bg lehdenorman ¢au Seject another firework, but the Timeline
and Pl ayhead are still olived. As youbre editin

Add some sparkle

You use the controls in thieework Editor tabs to Weight:|_1.00 | Color: S Effect: Glitter v | Has sparkle: [v]
. . Momentum:  1.62 |  Size: 2.08 Color: ) Color:
m O d | f y t h e f | r e W O I’ k N ( Wind resistance: 1.00

the bottom of the menu to reach all of the tabs.)
changes that you make are immediately applied
selected firewortkesizebé r
the cometds shell and

also moved the Playhead forward so we can get
better view of the che

Increase the size | Cancel [ Aply

To make the changes permanent and dismiss th

menu, clickapply. | f youodore dis
y 0 u dopregclickcancel. All of the modifications
that you made will be forgotten. B Adjust the Playhead for e S—

better viewing
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Saving your Firework

After youodre finished witdpyy,ouyouwmdldli frnetadn mntso (

your scene. To save your creation, maketseifirework is still selected and choose
Edit > Save selected firework from the Main Menu. This will bring up Hage Firework panel:

Background M

Ctrl+ Z All colors v 6"Comets v 128 fireworks 20314
Ctrl +Y

Undo
Redo

Delete Delete
Group Cirl+ G
Ungroup Ctrl + P
Break apart cake Ctrl + K
Selectall Ctrl + A

Save selected firewaork a%

Save selected fireworks as ¢ =
" Save Firework
Manage personal inventory

Browse public fireworks

Add launch position . .
Thiz will create a new firework on

finalefirewarks cam. The fireswark will he added to
ywour personal inventory,

Set show duration

Selecting the public checkbox in the form below
ehahles other users to see and use this fireswark in
their shoes.

The fireweark will he created based on the currently
selected firewark instance in the show, and will
include any customizations vau have made ta that
firewiork instance.

Hame: | Gld Report Fountain| ]
Public: [ |

Snapshot delay: 0.00
Zoom: 0.00

(eancer =) save

| f youdre editing a new firework, you

Thepublic checkbox lets you share your firework with other FINALE users. Leave it unchecked if you

want to keep the firework to yourself.

The image below thabiic checkbox is the icon that will be used to display the firework in the Inventory.

shoul

FINALE makesa best guess at creating the icon, but you may need tosusgstlaedelay andzoom

sliders to adjust it.
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When youdre ready t osavp Ydulfirewohk wyl loewaddedfta youe lecal inkentoryc | i

I
and uploaded to the FINALE Website.1t he save i s successful, youddl

Save Firework

Firenwork saved successfully.

The panel will disappear after a few seconds, or you can dismiss it by clicking the close button.

|l f you tried to save a firework without changin

Save Firework X

Afirewwork with the narme Red Ext Tail Comet 67
already exists. ¥ou can update that firewnark.

Any customizations vou have made to the currently
selected firesark in the show will be applied to the
existing firework,

(" cancet  J upoate

This i sndotrmeces¥audlly seae ethi s message i f youbod
fireworks; in this case, cligkbATE.  You O6r e not all owed to update th
other users.

To find your firework in the Inventory, selegprivate fireworks from the first pulldown menu (make sure
youdre in the correct category, and have select

File Edit Background Music Help m

hdy Private Fire z ¥ Allcolors ¥ B Comets

Al callections

iy private firewurks{h

Standard fireworks

Creating a Cake

A cakeombines any number of other fireworks into a single effect. The individual fireworks that you add to
acak can include the fireworks that youodweouedit e
can even create a cake by combining other cakes.

An important difference between editing a firework and creating a cake isatigatigwed to handodfy
the heights and angles of the individual firewo
wi || become part of the cakeds definition.
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To get started, add some number of
fireworks to the ¢
mine, two comets, driwo fountains.
Wedbve al so adjust
fountains and ¢ ome
symmetrically distributed around the mi

Next, shiftclick to select all of the ackground  Music  Help
fireworks, and then choos#t > save und oz
eao rl+
selected fireworks as cake. Youol | — Delete
sane save Firework panel that we describe [ °°" ot + G
i ) . g i Ungroup Cirl + P
earlier. Give your cake a name, make il [l Ereakapatcake  Cti+K
. . Select all Cirl + A
public (or not), adjust the snapshot, anc Save eslocted fromork
CIiCkSAVE. Save selgcted firewarks as cake
Manage E%rsonal inventary
The original fireworks that you used to Browse public fireworks
cCrea t e t h e c a k e d ( Add launch position

Set show duration

themselves they remain as separate
fireworks.

To find the cake you created and add a
instance of it to the show, go to taee
category of your inventory and look in t
My private fireworks Section.

As mentioned above, a cake is treatedtonositsa si ng
placement on the timeline, all of the fireworks that make up the cake move together. Howewver, du
change a cakeds height or i1its angl e.

You can oObreak apartoé a cake, and thus dthenn it

choosing thedit > Break apart cake menu item.

PAGHI8



Creating Your Own Fireworks FINALE Fireworks User Guide

Managing your Personal Inventory

|l f you want to del et e a&editb mafage peréoralkaventori:at youdve cr

ound B

Undo Ctrl + Z
Redo Ctrl +7

Delete Delete
Group Cirl+ G
Ungroup Ctrl+ P
Break apart cake Cirl + K
Select all Ctrl + A

Save selected firewark
Save zelected fireworks as cake

Manage persanal inventory
Browse puhlic fireworks %

Add launch position

Set show duration

This will bring up theersonal inventory panel:

Personal Inventory x
This list containg all firewarks inyour personal inventary. Click the delete button nexd to any firewark to remove the
firewark from you inventary.

Category Mame + Cal
Fountains vellow Grn Fountain 10" delete|
Fountains Slwr Report Fountaind 3"| delete
Cakes Slwr 3" delete
Shells Short 3"| delete
Shells Red Peony 3"MoRandomatall 3"| delete
Shells Red Peony 3"NoRandam 3"| delete
Shells Red Peony 3"d 3"| delete
Shells Red Peony 3"z 3"| delete
Shells Red Peony 3"b 3"| delete
Zhells Red Feony 3"100Random 3" delete
Comets Red Ext Tail Comet 6" Bigstark 6" delete
Comets Red Ext Taill Comet 6" Bigstar 6" delete
Caornets Red Ext Cornet 6"r2 6" delete
Cnmets Red Fxt Cnmet A" £ deletel
[_DonE |

The panel listsabite f i r ewor ks that youbdve saved (both ind
click thedeletebut t on at the far rimdt. When youbdve fini
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11 Common Tabs

This chapter lists the tabs that are common (or nearly so) to all fireworks.

Firework

@ Firework
8Shot 32s GId To sh
Multishot

W
.00

TherFirework tab sets some basic attributes of your firework.

Name Attribute

Name Text

The name of the firework as itds displayed
other formatting. The text field only acceptgple ASCII characters; RABCII characters are removed
from the text that you supply.

Category Menu

The category in which the firework will be listed in the FINALE application. You should rarely nef
change a firewor kds ec awvtoeng@dr ya.f flelce dhaei de ryed
youdre editi ncpaeg@ytonduniei@wo s&t tti mgntyhweur desi gn
i sndt placed in the sel ect &dd>sevasdleegfieework. fyont i |
change theategory setting for an existing firework (asade), the firework is removed from its current
category and moved to the new one.

Caliber Menu

NOTE Fount ai ns caibe cobtiol. Instead,gheyahavewation. Thisis explained in the
Fountain chapter.

The caliber of the launching device. The menu provides options that let you choose from among
industrystandard sizes, from 1 inch to 10 inches.

The caliber affects almost all aspects of a firewotk 6 svelosity, zrel duration, and so on. It also
indirectly influences the velocity of the stars that a shell produces.
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Name Attribute

Prefire Slider (seconds)

Prefrée s t he del ay between the time a firework
mears depends on the type of firework:

Non-shells (mines, comets, fountains, and candles) reveal themselves almost immediatedfireo th
durations are extremely short (0.3 seconds by default). For these firewest, $bding places the
Obldmpdét he Timeline, but it doesndt af frefie value,
the blip will move to the right, but the fi
change therefire value for a noshel.

For a shell, therefire setting also sets the Timeline blip; in addition, it sets the amount of time betv
shell s | aunch a nmefird valie, tHe tarthertthe shélllwd traget befareé ieburstd
you setthevaluetm ( f or a shel |l ), FI NALE computes t hge
caliber.
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Field notes

@ Field notes
]

TherField notes tab lets you add a description, explanation, instruction or any other arbitrary text to your
firework. Provided primarily for theopthe notes that you supply will appear in the reports that you
generate.

Name Attribute

Notes Text

Arbitrary text thatodos added to the fireworH
ASCllcharacteisi t candt c o netspacial characters. N0 abharacters ane remove
from the text.
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12 Peony

A peony is a shell that bursts into a spherical set of stars and pistils. The stars can have two layers of
pyrotechnic material. After a star burns through its first lasarsiti@into a second effect.

@ Fireviork @ Shell tail
.

@ Star transition [© Transition tip
__1.00 _1.00
_1.00

@ Pistil glitter
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Launch

@ Launch

TheLauncht ab defines the attributes of the shell 6s |

INET[ Attribute

Cone angle Slider (degrees)

A s hcenle &n@@d¢he angle across which successive launches are randomly distribete@r dhéhe
angle is straight up. As you increase the cone angle value, the cone widens symmetrically arour

NOTE The adjustments that you make to the ¢
editing. The setting is appliédtaer youdve saved your fir
scene.

Cone height Slider (scaler; 1.0 = natural height)

By default, the height (or distance) of a ¢
launched, and velocityds r ect |l y rel ated to the mortards

Theconeheights | i der | ets you adjust the shel l10,5ouv
get the velocity/ hei ght uebdreaterGhamn moducegreater heglis, d
much as twice as high as the natural caliber height. Values iessethare the height. If you set the

valuetwo, t he firework wondot | ift off at all
Keep i n mind that vy audarhe velscife dusdasen of s traectdry wdllde
the same regardless of this sliderodés value.
shell s prefire setting.

Randomness Slider (Fraction; only affects new fireworks)

Thevelocity with which a shell is launched is set naturally by its calibefiddreess slider lets you adq
some randomness to the velocity. As you i ng
t hey 0 rlessthathematuslveloct y t hat 6s set by the shell
creating firework that launches a shell with an initial velocity of 400 ft/sec. If yoragebimess to
0.00, the shells will always emerge with (nearly) the same initial vefitse@). A value afs means
shell could emerge with an 1 nitial vel oci ty
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Shell tail

© Shell tail

A shtall $§ 6she trail of glowing particles theasts. it
You make the tail visible by settingrthieffect, below, to something other thaail. You can then set the
tailds color through the other control

Tail effect Menu

Lets you choose the type of tail you want the shell toydispla

No tail. Use this effect to turn off the tail.

Thin. The particles are equalhaced along the trajectory, and are of the same brightness and dura
(although with some randomness thrown in). The particles stay fairly close to the path obie traj

Thick. This is the same &sn but there are more particles, and they trace a wider path.

Color Color picker

Setsthéaild s col or .
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Shell burst

@ Shell hurst

Theshell burst controls set some basic attributes of the stars that emerge when the siieb burst® b r e a k

Name Attribute

No. of Stars Slider (Count)

Sets the number of stars that each shell contains. When the shell bursts, the stars are thrown in

directions away from the shell, creating a peony effect. If yowosetrs too, thes h el | wo n @
stars. The starso6 attributes (col ogtartabsvei gh't
Burst force Slider (Scaler; 1.0 = natural size)

Sets the power with which the stars break from theishiels t h e ral bhuest pbwers based dn i
caliber of the shell and other physical properties. Other values are applied as scalers on the nat
0.5 means the stars are thrown half has hamtie ans t hey dr e t hr owaaomeans
thatte r e s v i r fi thadtarsyall autoof thpe doread with very little outward momentum.

Note that thesurst force setting affects the sound volume of the report. If you want to create a wea
with a loud report, you have to increasedp&t > Loudness setting.

No. of Pistils Slider (Count)

Pistil burst force Slider (Scaler; 1.0 = natural size)

These two controls are si mil arpistitsh pistil breates aitrails t
ef fect t hat 0 sl hevever pissrare indepeaderg of starsd Whert tlae shell bursts, tl
are thrown in random directions away from t
other attributes are set in the varisis tabs.
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Shell burstsound

@ Shell burst sound

Theshellburstsoundc ont rol s | et you select and modify the
finishes its trajectory (the sound is played ev
Sound éMenu

The sound menu gives yoa choice of sounds that are played when the shell bursts. The names of
sounds that you can choose from aredsslfriptivewhoosh, Pop, Thud shriek, and so on.

Volume Slider (Fraction)

Sets the amplitude of the sound as a percentage of itsuatettemplitude. A volumeiafis

completely unattenuated; avolumeodf s si |l ent . The amplitude i
theshell burst>Burstforces et t i ng; for example, i f you oundc
doesndt get |l ouder.

Pitch shift Slider (-1.0 = one octave lower; 1.0 = one octave higher)

Shifts the pitch of the sound by as much as an octave-iayéo &n octave higherd). Pitch shifting is
effected by changing the playback speed sbtimglfile. Shifting the sound lower will increase its dur
shifting it higher will increase the duration.

Random pitch shift Slider (-1.0 = one octave lower; 1.0 = one octave higher)

Adds a random amount of pitch shift to the sound of each slséllMuw can declare a random pitch g
from an octave lower to an octave higher than the pitch definedrimnthert attribute. For example, if
you sebitch shiftto-05( hal f an octave | ower t han Rdndanepitctd n
shift 10 0.3, the pitch shift for a specific burst will be somewhere betwederfifth of an octave below th
natural pitch) ang.s (a half an octave lower than natural).
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A staiis created when particles of pyrotechnic compositionahate ignited and emitted by a bursting
shell. Thestart ab defines the basic attributes of a
ti p. A fishutanot dissurdtiamlis @féected by th&hell burst > Burst force setting.

INET[ Attribute

Longevity Slider (Scaler; 1.0 = natural longevity)

Sets the amount of time between the staros
pyrotechnic material is exhausted. The sliderivalae® ta mount of taiscaler on the
stards natural duration, which is deter mine
represented by a value of If you set the slider tcs, for example, the duration between the burst ar
the time that thetar is exhausted will be half as long as the natural duration. If you want to exten

starsd trajectories, increase the |l ongevit)y

Abridgment Slider (Fraction)

Abridgmentadds a bit of randomness toot hbeedsanis
all stars that burst from a shell last (approximately) the same amount of time (as set thriegky the
slider). As you increase tpedgment value, you reduce the duration range. For example, a setting (¢
means that a staray die out any time after half of its longevity has expired.

TheAbrigment setting nevencreases st ar 6 s dur at i on So6gevity betird itican
only decrease it.

Tip effect Menu

Lets you choose the type of tip you wWaatstar to display:

No tip. Turns off the tip.
constant. All star tips appear together, last for the same amount of time, and burn with the same i

strobe. Some randomness is added to the initial appearances, durations, and intensitie s refativegtid
strobe effect.
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Star body

@ Star hody

 1.00

~ 1.00

 1.00
Thestar body controls letyoufire une a stard&s mass so that it 0s mo
gravity, and wind. These attributes o0nlppearandef ect

of the stars.

Attribute

Weight Slider (Scaler; 1.0 = natural weight)

Sets the starfs$ sweihghst ahdealbnatafal 6 wei gl
becomes heavier and is pulled back to Earth more quicklgr $ahadls make the star lighter and so t
straightoutward portion of its trajectory is less affected by gravity.

Momentum Slider (Scaler; 1.0 = natural momentum loss)

As a star consumes its pyrotechnic material, it loses mass and momentum, aveldbusisdnd
becomes increasingly more susceptible to the effects of the wind and air friction. This attribute lg
the scale of the stardés ultimate momentum
burst momentum. Avaleéiopr oduces a oOonatural é momentum
maintains more of its momentum over the course of its trajectory. If you decrease the value, the
momentum more quickly.

Wind resistance Slider (Scaler; 1.0 = natural wind resistance)

Sets the stards suscepti bi loiproduces asslightmaurahresisten
Decreasing the sliderds value makes the st g
elongatelncreasing the value increases the effect of the wind and air friction on the star, shorten
trajectory and bending it in the direction of the wind.
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Star tip

Thetipof a star is its |l eading edgeiagodi asbsosasn fas
emerges and can continue through the statTpdrtddts dur
to something other thaw tip. You then set the tipbds other attr
Name Attribute

Color Color picker

Sets the tipds col or.

Second color Color picker

I f you set the stards second col or , colbraeltihg) and
the other half will be painted with the second color. The caoendomly distributed amongst the stg

Not all palms havesacond color control.

Size Slider (Scaler)
Sets the magnitude of the tipds gl ow. Unl i |
on theFireworks > Caliber SettingAs you sel ect | arger or smal | 6

or decrease the value of this attribute.
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Star transition

@ Star transition

After a star has exhausted a layer of its pyrotechnic materitédansitomto a second layer of material

tha can create an effect thatodos di fferent from

INET[ Attribute

Tip effect Menu

Lets you choose the type of tip you want the transition effect to display:

No tip. Turns off the tip.
constant. All tips appear together, last for the same amount of time, and burn with the same inten

strobe. Some randomness is added to the initial appearances, durations, and intensities of the tig
strobe effect.

Delay Slider (Seconds)

Sets theamountof time, in seconds, that the transition effect appears after the original effect has |
through its pyrotechnic material.

Longevity Slider (Scaler; 1.0 = natural longevity)

Sets the amount of ti me bet wemdithe tinte thatitspyateshnid
material is exhausted. The slider valsendbta mount of ti me i n secon
duration, which is determined by its caliber, speed, and other factors. This natural duration islvgy
a value of.o. If you set the slider tcs, for example, the duration will be half as long as the natural
duration. If you want to extend the trajectories, increase the longevity value.
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Transition tip

@ Transition tip
—

TheTransition tip tab sets the color andesiaf the tips that are displayed by the transition effect.

Name Attribute

Color Color picker

Sets the tipds col or.

Size Slider (Scaler)

Sets the magnitude of the tipds gl owFirewbrkse
caliber setting. As you select larger or smaller caliber settings, you may want to increase or decre
value of this attribute.
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Pistil

Apisti s a star thatodés notable more for its tmi

directions away from the shell, creating the

the varioug®istil tabs.

You set the number of pistils in gl burst tab.

Name Attribute

Longevity Slider (Scaler; 1.0 = natural longevity)

Sets the amount of time between the pistil g
pyrotechnic material is exhausted. The sliderivalae® ta mount of ti me i n
pistilds naturalt mdoedt bgnt heehftchewer Bés cal

duration is represented by a valueooff you set the slider tcs, for example, the duration between th
burst and the time that the pistil is exhausted will be half astltomgatsiral duration. If you want to
extend the pistildé trajectories, increase {

Abridgment Slider (Fraction)

Abridgmentadds a bit of randomness tm, thbepedsiih
all pistils thaburst from a shell last (approximately) the same amount of time (as set througgvithe
slider). As you increase Ms&dgment value, you reduce the duration range. For example, a setting (¢
means that a pistil may die out any time afterfhifl@engevity has expired.

TheAbrigment setting nevancreases pi st i | s dur at i 0 NLongevy Settimga it i
can only decrease it.
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Pistil body

@ Pistil hody

Thepistil body controls letyoufire une a pi st i | @&orlesssssseptibl®to dirfrietion, i t & s
gravity, and wind. These attributes only affect
of the stars.

Name Attribute
Weight Slider (Scaler; 1.0 = natural weight)
Sets the weight of agle pistil. Avalueafoi s t he pistil ds onatur al

pistil becomes heavier and is pulled back to Earth more quickly (it appears to droop). Smaller vg
the pistil lighter and so the straightward portion oits trajectory is less affected by gravity.

Thepistil tail tab also hasweight attribute. The twaveightc ont r ol s af f ect di f
trajectory: This attribute affect s waighteontwlein ¢
thepistil tail tab set the weight of the particles along the entire tail. When you increase the weight
attribute, you cause the stars to arc and t
effectisthatob pul | i ng downdé the entire tail from |{

Momentum Slider (Scaler; 1.0 = natural momentum loss)

As a pistil consumes its pyrotechnic material, it loses mass and momentum, and thus slows dow
becomes increasingly more spsble to the effects of the wind and air friction. This attribute lets yg
the scale of the pistildéds ultimate moment ur
burst momentum. Avaluenfpr oduces a 0 n a .Ufyoa indeasa thenaluaet thiemis
maintains more of its momentum over the course of its trajectory. If you decrease the value, the
momentum more quickly.

Wind resistance Slider (Scaler; 1.0 = natural wind resistance)

Set s t buscepphility to thé vdirsl and air friction. A valueo@roduces a slight, natural resistar
Decreasing the sliderds value makes the pig
and elongate. Increasing the value incridgsefect of the wind and air friction on the pistil, shorteni
its trajectory and bending it in the direction of the wind.
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Pistil tall

@ Pistil tail

This tab sets the attributes of t he pristsglitertald s

Name Attribute

Color Color picker

Sets the c ol onoteodlhesrighh stidemn theebidr pickdrs st aiglhored. T
Is set by therightness control.)

Brightness Slider (Scaler)

Controls the brightnessbfh e t ai | s col or . l ncreasing the
intense.

Weight Slider (Scaler; 1.0 = natural weight)

Sets the weight the indivi doaasl ap gratritdlcd se dilsy
is very close to weightless). If you increase the value, the particles become heavier and are pullg
Earth, causing the entire tail to appear t(

particles lighter and less affectgdtavity.

Thepistil tab also hasweight attribute. A discussion of the difference between the two weights is p
in theweight description in theistil tab.

Length Slider (Scaler; 1.0 = natural length)

Sets the longevity of the particlesimthes t i | 6 s t ai | (in other wor
extinguished). By increasing or decreasing this value, you can cause more or less of the tail to
given time.
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Pistil glitter

@ Pistil glitter

0.46

A pistil 0sglittedhete @c gprmarcarctlaeisn t hat have more of a
normal particles.

INETg [ Attribute

Brightness Slider (Scaler)

Controls the brightness of the tailds glitHt
become moratense.

Density Slider (Fraction; 0.0 = no glitter)

Adjusts the proportion of glitter c¢ommpayougeat
no glitter; if you set it too, all of the particles will glitter.
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13  Chrysanthemum, Kamuro,
Diadem, Brocade, Willow, and

Dahlia

The fireworks in this chapter are composed much
transition into a second effect) and pistils.

@ Fireviork @ Shell hurst sound

Grn Diadem To5trb i in v Bang ¢ v
Shells £
_ 0.00

© Star transition

__1.00
__1.00
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Launch

@ Launch
- 10.00
 1.00

TheLaunch tab defines the attributesot he shel |l s | aunch.

INET[ Attribute

Cone angle Slider (degrees)

A s hcenle &n@@éhe angle across which successive launches are randomly distributed. The ce
angle is straight up. As you increase the cone angle value, the coagmvitgtnsally around the cents

NOTE The adjustments that you make to the ¢
editing. The setting is applied after

scene.
Cone height Slider (scaler; 1.0 = natural height)
By default, the height (or distance) of a ¢
|l aunched, and velocity is directly related
Theconeheights | i der | ets you adjust the shel l10,5ouv

get the velocity/ height that 0 s.0pmoducegreater heglis, d
much as twice as high as the naturbecdileight. Values less tharreduce the height. If you set the
valuetwmo, t he firework wonodot I ift off at al/l

Keep in mind that vyouodr e veloatEhe dusason of s traectdry willde

the same regardlessofthisi der 6s value. Thus, you can ad
shell s prefire setting.
Randomness Slider (Fraction; 0.0 = autocompute)

The velocity with which a shell is launched is set naturally by its calikeidohtress slider éts you add
some randomness to the velocity. As you i ng
t heyodrlessthah way sat ural velocity thatodés set b
creating firework that laures a shell with an initial velocity of 400 ft/sec. If you seétt@nness to
0.01, the shells will always emerge with (nearly) the same initial velocity (400 ft/sec). If you set th
05, a shell coul d e mer gewhere betweea 200 and 400 fi/sad. v e |

A value ob.o tells FINALE to select a physically reasofabig fairly smafil range of velocities.
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Shell tail

© Shell tail

A shtall $§ 6she trail of glowing particl e ntkithhwsts. i t
You make the tail visible by settingrthieffect, below, to something other thaail. You can then set the
tailds color through the other control

Tail effect Menu

Lets you choose the type of tail you want tHetsldisplay:

No tail. Use this effect to turn off the tail.

Thin. The particles are equalhaced along the trajectory, and are of the same brightness and dura
(although with some randomness thrown in). The particles stay fairly close to thieepttheatory.

Thick. This is the same &sn but there are more particles, and they trace a wider path.

Color Color picker

Setsthéaild s col or .
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Shell burst

@ Shell hurst

Theshell burst controls set some basic attributes of the stars that emerge wheathés bur st s (o1

Name Attribute

No. of Stars Slider (Count)

Sets the number of stars that each shell contains. When the shell bursts, the stars are thrown in
directions away from the shell, creating a peony effect. If yowosgtrstoo, t he shel |

stars. The starso6 attributes (col ogtartabsvei gh't
Burst force Slider (Scaler; 1.0 = natural size)
Sets the power with which the stars break from theishslthes hel | 6 s nat ur al b

caliber of the shell and other physical properties. Other values are applied as scalers on this nat
0.5 means the stars are thrown half has hamtie ans t hey dr e t hr owaaomeans
t hat t her e 0 sh theistars fallaolt bf the break witrovere little outward momentum.

Note that thesurst force setting affects the sound volume of the report. If you want to create a wea
with a loud report, you have to incrébe®&eport > Loudness setting.

No. of Pistils Slider (Count)

Pistil burst force Slider (Scaler; 1.0 = natural size)

These two controls are si mil arpistitsh pistil breates an effect
thatds diamidlsant attd ;a however, pistils are in
thrown in random directions away from t he ¢
attributes are set in the variess! tabs.
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