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Preface

Thank you for selecting Pristine RapidFire as your digital studio system. By listening to our thousands of us
over the past decade, Pristine has developed RapidFire, the most powerful Digital Studio System in the indus
While other companies come and go, Pristine Systems’ commitment since 1988 to the entertainment and r:
industry is proven by its’ growing list of hundreds of satisfied customers worldwide. RapidFire continue
Pristine’s tradition of offering the best integrated music scheduling, production and on-air systems in tl
industry. So blow away your competition with the exiting new Pristine RapidFire!

About this manual

This manual is divided into three main sections:

I. Hardware Configuration
This section of the manual explains hardware configurations and setup information necessary
for your system to perform optimally.

Il. Software Installation
This section of the manual will walk you through installing your RapidFire software.

lll. User’'s Guide
This section of the manual will familiarize you with the many rich functions of RapidFire.



Technical Support

Our friendly knowledgeable technical support representatives are always glad to help out with any difficulti
you may be having with the system. Technical support can be reached in a variety of ways.

1. Fax (310) 670-0133

To obtain technical support via Fax, an “INFO-PRT,” which is explained in the following paragraph, should b
faxed with a detailed description of the problem encountered. The Fax should also include how to reach you
voice, e-mail, and fax.

An INFO-PRT is a print out of your system’s settings and memory that will help our technical suppol
representatives in trouble-shooting any problems. To generate an “INFO-PRT,” simply go to the computer y
are having difficulties with, get to a DOS prompt that resembles the follo@ngIUSICMGR> or
C:\MUSICPLS>.. Then get a formatted diskette and place it into the A: Drive. Once the diskette is secure
type the following command at the promiNFO-CPY. Follow the on-screen instructions and an “INFO-PRT”
should be generated and faxed to us at the above number.

2. E-mail tech@pristinesys.com

Pristine Systems technical support over the internet via E-mail is one of the fastest technical support resource
Pristine. The reason that technical support via E-mail is quicker than any other service is that it provides the
of file attachments over the internet, thus facilitating the sending and receiving of program and database fil
Simply write an E-mail detailing the problem you are experiencing, attach a “psi-zip” of your databases, al
send it to the above E-mail address. An E-mail will then be reviewed by one of our resourceful technic
support representatives and a solution will be promptly E-mailed back to you.

3. Phone Direct (310) 670-7500
When calling direct to Pristine Systems, make note of any changes that had occurred prior to the proble

Make notes as to the specific error encountered. Technical representatives are available Monday thru Fr
from 8:00am - 5:30pm Pacific Time Zone. 24 Hour Voice Mail is checked periodically.



|. Hardware Configuration

Recommended Computer Specifications

For Hard Disk only Systems:

Pentium Il 300 or better

8 Slot Motherboard (3 ISA 4 PCI 1 AGP)

Minimum 32MB of RAM

MS-DOS 6.22

17" SVGA Color Monitor

2.0 GB or larger internal hard disk drive and/or external drives
(depending on size of library, this number varies; 2MB per stereo minute storage)
1.44MB floppy drive

Trackball or Mouse

1 Dual Device 32k or 48k Professional Digital Audio Playback Card
1 Dual Device 32k or 48k Professional Digital Audio Production Card

For Hard Disk and Satellite:
Same configuration as above plus the following,

1 Metrabyte I/O Card
1 STA-U I/O Box

1 ERB Relay Board
1 Stereo Switcher

Optimal Card Placement(inside computer)
For 2 Audio Card Setup:

ISA Slot1  Audio Card #1 Recording/Playback Card

ISA Slot 2 Audio Card #2 Playback Only Card

ISA Slot 3 Metrabyte Card (only for satellite systems)

PCI Slot 4

PCI Slot 3 SCSI Controller Card (only when using SCSI drives)
PCI Slot 2 Network Card

PCI Slot 1 VGA Display Adapter Card (or AGP slot)



For 3 Audio Card Setup:

ISA Slot1  Audio Card #1 Recording/Playback Card

ISA Slot 2 Audio Card #2 Playback Card

ISA Slot 3  Audio Card #3 Playback Card

ISA Slot 4 Metrabyte Card (only for satellite systems)

PCI Slot 4

PCI Slot 3 SCSI Controller Card (only when using SCSI drives)
PCI Slot 2 Network Card

PCI Slot 1 VGA Display Adapter Card (or AGP slot)

External Requirements

1. RapidFire Dongle must be attached to LPT1 port or the printer port of the on-air computer.

2. Mouse, Trackball, or Touchscreen Interface must be connected to COM1.

3. General I/O (input/output) devices, such as monitor and keyboard and SCSI Drive
connections should also be made.

Audio Connections

ADAPTER INSTALLATION

Make sure the main power to your computer is OFF. You will need a full-size, 16 bit/AT slot. If you are
unfamiliar with the internal design of your computer see its "Guide to Operations” manual for step by st
installation procedures. ReddMPER SETTINGS andCONNECTIONS for information about configuring

the adapter before plugging it into the slot.

JUMPER SETTINGS

The Antex SX series audio adapters have several hardware jumpers which are used for multiple board opera
Refer to the Antex User’s Manual for your particular Audio Card for the proper jumper settings.

NOTE: On the SX-7, jumper JP2 serves as the adapter selection jumper. Adapter 1 is at the top, with adapt
at the bottom.
oXe}

PLACE JUMPER HERE IF YOU HAVE ONLY ONE
ADAPTER

ArWNEF

(o) e]
oo
(o)Ne]



Connections

SX-7

There are four external connectors located on the SX-7 audio board's metal mounting bracket. See Figur
There is also one three pin header (JP1) for an optional user-supplied headphone connection, which would a
for a front panel headphone jack.

LEFT 1
RIGHT
GND

" SX-7 ] DB-9 Balanced Out

[ Headphones
Unbalanced Right
Unbalanced Left

Pin Assignment
1 Gnd
2 nc
3 nc
4 Right Out -
Balanced Analog | /O Connector 5 Left Out -
5 4 3 2 1 6 nc
7 nc
DB-9 00000 .
Female 0000 8 Right Out +
9 Left Out +
9 8 7 6

Figure 4: SX-7 Connector Locations

Audio Output:

Line:
Unbalanced - RCA jacks, 2VRMS/+6dBV max (digital clipping), with an impedance of 470 ohms
and a load impedance of > 10 k ohms
Balanced - Nine pin D connector, -16 dBm maximum, with an impedance of 47 ohms and
a load impedance of 600 ohms
Headphone:
1/4" Stereo Phone Jack, 0.5 VRMS into eight ohms

NOTE: We recommend using the balanced Analog I/O for professional broadcast applications



SX-9

There are 5 connectors located on the SX-9 audio board's metal mounting bracket. See Figure 5.
Audio Output:

Line:
Balanced - Nine pin D connector 0 to +26dBu(digital clipping) - software selectable
with 1dBu resolution, with an impedance of 50 ohms and a load impedance of 600 ohms
Unbalanced - 1/8” stereo mini jack 2VRMS/+6dBV max (digital clipping), with an impedance
of 470 ohms and a load impedance of 10k ohms
Unbalanced - 1/8” stereo mini jack 2VRMS/+6dBV max (digital clipping), with an impedance of 470
ohms and a load impedance of 10k ohms
i SX-9 :| DB-9 Balanced Out
1 Stereo Mini Headphones
Unbalanced Right
Unbalanced Left
[] AES/EBU, S/PDIF Digital Out
| | 1 | Pin Assignment
1 Gnd
Balanced Analog | /O Connector 2 :z
5 4 3 2 1 4 Right Out -
DB-9 00000 5 Left Out -
Female 0000 6 nc
98 7 6 ! ne
8 Right Out +
9 Left Out +
7 pin Mini DIN Female Pin | Assignment
1 Ground
2 nc
@ @ @ 3 Out - AES/EBU+ or S/PDIF+
@ - @ 4 nc
5 Out - AES/EBU - or S/PDIF-
@ @ 6 nc
-

AES/SPDIF sense - This line should pe
connected to Ground for AES/EBU
operation and left floating for S/PDIF

Figure 5: SX-9 Connector Locations

AES/EBU Digital:
7 pin Mini DIN jack. Professional AES/EBU: EIAJ CP-340 Type | / IEC-958 Pro or Consumer S/PDIF:
EIAJ CP-340 Type Il / IEC-958 Consumer

NOTE: We recommend using the balanced Analog I/O for professional broadcast applications



SX-23e

There are 7 external connectors on the SX-23e. See Figure 6.

Audio Input:
Line:

Balanced - Nine pin D connector 0 to +26dBu (digital clipping) - software selectable with 1dBu

resolution, with an impedance of 20k ohms

Unbalanced - 1/8” stereo mini jack 2VRMS/+6dBV max (digital clipping), with an impedance

of 20k ohms and a load impedance of 10k ohms

AES/EBU Digital:

7 pin Mini DIN jack. Professional AES/EBU: EIAJ CP-340 Type | / IEC-958 Pro or Consumer

S/PDIF: EIAJ CP-340 Type Il / IEC-958 Consumer

Audio Output
Line:

Balanced - Nine pin D connector 0 to +26dBu(digital clipping) - software selectable with an
impedance of 50 ohms and a load impedance of 600 ohms or greater.
Unbalanced - 1/8” stereo mini jack 2VRMS/+6dBV max (digital clipping), with an impedance

of 470 ohms and a load impedance of 10k ohms

Headphone :

1/4" stereo phone jack, 0.5 VRMS into 600 ohms or greater.

AES/EBU Digital:

7 pin Mini DIN jack. Professional AES/EBU: EIAJ CP-340 Type | / IEC-958 Pro or Consumer

S/PDIF: EIAJ CP-340 Type Il / IEC-958 Consumer

Adapter # jumper block

SX-23e

Balanced Analog Header

D Balanced 1/0

1 Unbalanced In
g Unbalanced Out
Headphones

[

] Digital AES/EBU 1/O

Digital Header

Figure 6: SX- 23e Connector Locations



Balanced Analog | /O Connector

5 4 321 Pin Assignment
DB-9 . . . . . 1 Ground
Female 0000 2| Rignth
3 Left In-
9 8.7 6, 4 Right Out -
“““““ - -Ground 5 Left Out -
““““ - - RightIn + -
““““ - nght in’ 6 Right In +
“““ 7 Left In +
“““ .. _leftIn+ (_3 n
,,,,,,,, Left In - 8 Right Out +
o Right Qut + 9 Left Out +
,,,,,,,, Right Out -
L Left Qut +
,,,,,,,, eft Out -
Pin Assignment Pin Assignment
1 Right In + 2 Ground
Balanced Analog Header 3 Right In - 4 Ground
2 4 6 8 10 12 14 16 5 Left In + 6 Ground
HE B E E EEEEHE 7 Left In- 8 Ground
E B B EEEEBHN 9 Right Out + 10 Ground
11 Right Out - 12 Ground
1 3 5 7 9 11 13 15
13 Left Out + 14 Ground
15 Left Out - 16 Ground
Pin Assignment
7 pin Mini DIN Female = Ground
2 In - AES/EBU -
3 Out - AES/EBU+ or S/PDIF+
® @) ©) 4 In - AES/EBU +
5 Out - AES/EBU - or S/PDIF-
@ Il ® 5 [ in-SPoF:
@ @ 7 AES/SPDIF sense - This line should pe
connected to Ground for AES/EBU
operation and left floating for S/PDIF

Figure 7: SX- 23e Balanced and Digital Connectors

NOTE: We recommend using the balanced Analog I/O for professional broadcast applications



Satellite Relay Connections

Pre-made Metrabyte shielded cables should connect from the back of a Metrabyte PIO-12/24 card
(which is inside the computer) to the STA-U (Blue Box), and then from the STA-U to the Relay Board.
Then the wiring should go as follows:

The STA-U acts as an input/output interface. The following Pin Assignments are used by RapidFire.
A contact closure from Pin 18 to the Pins listed below will result in the function described next to the Pin #.

Pin # Function

18 +5 Volts

30 “AUTO” Mode

31 Liner 1

32 Liner 2

33 Liner 3

34 Time Sync (refer to the rapid.ini)

35 “LIVE” Mode

36 Relay Recording Notification (TimeWarp!)
37 EAS (refer to page 38 in this manual)
32+33 Liner 4

31+33 Liner 5

31+32 Liner 6



[l. Software Installation

Step 1 DOS Setup

Make sure that DOS is installed and that the system is correctly booting off the first hard drive. If DOS is n
on the computer system, then it must be installed. To install DOS, consult your MS-DOS user’s guide.

Step 2 Pristine Software Installation

Place the first diskette labeled Pristine RapidFire into Drive A:. Then type in the following:
A:RF-SETUP (Enter)

Then follow the on-screen instructions to finish the installation.

After the files have been installed from the diskettesatheexec.bat must be edited to include the following
statement:

CD \RAPID
CALL PLAY

The following is an example of what a typical Rapidintoexec.bat should look like:

@ECHO OFF

PROMPT $p$g

PATH C:\:C:\DOS;C:\LANTASTI;C:\CTRL;C:\RAPID
SET TEMP=C:\DOS

LH C:\DOS\SMARTDRV.EXE 2048 /X

call C:\LANTASTNSTARTNET.BAT

CD \RAPID

CALL PLAY

The following is what a typical RapidFioenfig.sys should look like:

DEVICE=C:\DOS\HIMEM.SYS
DEVICE=C:\DOS\EMM386.EXE NOEMS

DOS=HIGH,UMB

FILES=60

BUFFERS=30

LASTDRIVE=Z

DEVICEHIGH=C:\LANTASTI\PROTMAN.DOS /I:C:\LANTASTI
DEVICEHIGH=C:\LANTASTI\EL90X.DOS

10



The following is what a typical RapidFiptay.bat should look like:

C:\AUDIODRW\SX25 /U (OR SX-34 DRIVER)
C:\\MOUSE\MSCMOUSE /A4 /1

C:\AUDIODRV\SX25 /B32 /B32 /B32 /B32 (OR SX-34 DRIVER)
RAPID

C:\AUDIODRW\SX25 /U (OR SX-34 DRIVER)
C:\MOUSE\MSCMOUSE /U

Therapid.ini file and settings:

AudioBaseAddressCardl =1 ilOAddl
1=180 4 =220
2=280 5=300
3=380 6 =320

AudiolnterruptCard1 =3 ilnterl 2,3,4,5,10,11,12

AudioBaseAddressCard2 =2 ilOAdd2
1=180 4 =220
2=280 5=300
3=380 6 =320

AudiolnterruptCard2 =5 ilnter2 2,3,4,5,10,11,12

AudioBaseAddressCard3 =0 ilOAdd3 0 = No Card
1=180 4 =220
2=280 5=300
3=380 6 =320

AudiolnterruptCard3 =0 ilnter3 0,2,3,4,5,10,11,12
AudioSampleRate =1 iSR1 1=48000

2 =44100

3 =32000
AudioFormat =1 iTWFormat 1=MPEG

2 =DOLBY-AC2
AudioChannels =2 iNoChannels 1=MONO
2 =STEREO

AutoBreakMinutesDefault =59 iABreaksMM
AutoBreakSecondsDefault = 00 iABreaksSS

AutoBreakTypeDefault = A cABreaksTp A =-GO-END



B =-GO-TOP NO FADE
C =-GO-TOP WITH FADE
AutoStartMode =1 iAutoStartMode 0 = LIVE MODE
1=AUTO MODE

MetrabyteBaseAddress =3 iMetraPort 0= NO CARD
1=310
2=320
3=330

MetrabyteCardType =0 iMetraCard 0= NO CARD
1=PIO-24
2 = Pl0O-96

MetrabyteSignalDuration =3 iMetraSigD (O - 10)

Satellite Liners123 =0 iSLiners123 0=O0FF

1=0N
Satellite Liners456 =0 iSLiners456 0=OFF

1=0N
TimeWarpActive =0 iTWActive 0=OFF

1=0ON

VolumeOutputDefaultPlayerl = 10 iVolOutput[0] (0-10)
VolumelnputDefaultPlayerl =10 iVollnput[0] (0-10)
VolumeFadeDefaultPlayerl =6 iFadeStep[0] (0-10)

VolumeOutputDefaultPlayer2 = 10  iVolOutput[1] (0-10)
VolumelnputDefaultPlayer2 =10 iVollnput[1] (0-10)
VolumeFadeDefaultPlayer2 =6 iFadeStep[1] (0-10)

VolumeOutputDefaultPlayer3 = 10 iVolOutput[2] (0-10)
VolumelnputDefaultPlayer3 =10 iVollinput[2] (0-10)
VolumeFadeDefaultPlayer3 =6  iFadeStep[2] (0-10)

VolumeOutputDefaultPlayer4 = 10 iVolOutput[3] (0-10)
VolumelnputDefaultPlayer4 =10 iVollnput[3] (0-10)
VolumeFadeDefaultPlayer4 =6  iFadeStep[3] (0-10)

SyncTimeToExternalSource =0 iON=1 OFF=0

SyncTimeMinutes =0 iSyncTimeMinutes 0-59
SyncTimeSeconds =0 iSyncTimeSeconds 0-59
DaylightSavingsOption =0 iON=1 OFF=0
DaylightSpringMonth =4

DaylightSpringDay =4

DaylightFallMonth =10

DaylightFallDay =31

12



l1l. User's Guide

The Playback Screen

The Playback Screen is divided into four color-coded sectiims:Players(Green),The Drop Box (Yellow),
The Selection SectioriBlue), andThe Playlist Management Area(Purple).

The Players The Playlist Management Area

[ 3
v
—

- LA 00:00

| 4 A 00:00

[ [

=LA 00:00

MMusic Zpots @ A hcad e WY @ @
ﬁ LIWE Ins |MMove| Edit |Clear|2wapl| Del
@ i J ” 17:04 | Sussudio Colling, Phil 19/0415/03 |+
Jingles Wl Prevfiew l Pramos 17:04 | Total Eclipse C}(The Hea| Tyler, Bonnie 07/ 04:22/03 P
g
17:08 | Do ™ou Eielie/e In Magic?| Lovin' Spoonful 05/ 01:55 /03 I
- P
Liners 17:10 | Dancing In The Dark Sptingsteen, Bruce | 134 03:42 /03 o
Effiects
i 1714 [ Hit Me “With vour Best Sh | BEenatar, Pat 15/ 02:60 /01 EQ)
Exit
. 1717 | Everyvbody Wants To Fule Tears Far Fears 28/04:05 /03 n
Lboo-In 17:21 | American Pie Mclean, Don 00s 08:30 /01 +
Crowed Crowed Lazer Eaomkb F-RF Spors
Cheear Boo's EF~ Blazt Crop Cpener
‘“Weather ‘“Weather Mews Mews Image F-RFDRD
Opener Clozer Dpener Mloser Liner #4-3
SOILING / SOILING CARTHS 105 DROF NS08 DROF | (1068 DROR
CTHRY 1-8 CTHRY 2-5 CROP-G #1-4 #2- #3-11
T T
The Selection Section The Drop Box
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The Selection Section

J7
(J)

Jdingles

Pre'iew

Efx

Options

What is it?

LINE

Designates live mode. When activated, the button will swit- designating auto mode or
“walk-away” mode. In live mode, the Jock is responsible for cueing up and playing items manually within the
virtual player environment, when in “walk-away” mode, the computer is responsible for playing the playlist as
scheduled. You can also think of the Live as Pause Mode since the system will stop playing after the current
event stops. This is an ideal way for a jock to do live reads. The jock simply start the system back up when |
changes the mode back to Auto Mode and the system starts to play again.

Spots Muszic

" é @ Liners
The ﬂ ) A , andJ icons will bring you intdlr'he

Pramos Jingles
Quick Pick Screenswhen activated. Each button will activate the correspor@imngk Pick Screenaccording

Efx

Effects

Options
to their headingslhe icon allows for additional function icons. The Login ic.=222"_| allows you
to update any information found in the Drop Box.

How do | use it?

To get into Live Mode or Pause Mode

14



LIvE
The program starts out in the default as Live . When the mode has been changed to Auto Mode

LIVE
, and you want to change it back to Live M , sSimply click on the ico- once, so

LINE

that it displayd

To get into Auto Mode

LIvE
Since the program starts out in the default as Live , to change it to Auto Mo., simply

click on the icorn to change to Auto Mo )

To update Drop Box Data

From time to time, new drops are created and need to be implemented to add flair to a jock’s program. In orc
to keep up to date with new drops that have been created in the Drops Data section, simply click on the Logir

Logdn | con to refresh the Drop Box with new changes.

15



The Players
What is it?
The players are arranged and will be referred to in this documentation in the following order:

Player 1 Player 2

n u m E on 0040 g4

n I, m E 01 03:17 oy t: E I, 1503:26 o3

Player 3 Player 4

Each player represents an individual virtual cart machine which can be loaded and played just like a physi
cart machine.

Display Area Audio Level Meters

H u n E 00 00:00 qp

Player Controls Item Info Level Controls

Display Area - shows the current item loaded into the player and its status. Status of the item is displayed
the color of the item:
If the item is....

Gree_ the item is loaded and ready
Red_ the item is playing

Long Distance Runarcund

Yellow Bl the item is in pause
Talking In Your Sleep
White IS the item has already been initiated and stopped

16



Audio Level Meters - displays the audio level in db’s of an item while pla The blue represents audio
levels below “0”, the yellow represents “safe” audio levels below “0”, and red represents an overload level.

Item Info - displays the intro. time, actual time remaining, and fade time of the item:

oz D4:D1 03 /

The intro time will count down to “0” so the jock will know where the intro post is. The true time of the audio
file will appear when the event is loaded. It will count down to zero for the time remaining, note: at 30 secon
left it will turn RED. The fade time will count down to zero. In Auto Mode it will start the next event at the
fade time of the current event.

Level Controls - allow you to control output, input, and fade levels. The levels range from “0-10" with “0”
designating no level input or output. With relation to fade level, “0” sets the manual fade to none or sudd
fade out, whereas “10” represents the maximum fade out time. The levels are changed by clicking on the arr
BETA (o the left and right of the level display. The right arrow lowers the level and the right arrow raises th
level.

Player Controls - Each player has two different modes of actiRaady ModeandPlay Mode.

Ready Mode

The buttons on the virtual cart machine work as follows in “ready mode”:

an
Eject Play Load Auto-Load

Clear - removes anything loaded and resets the player.

Play - plays the item loaded in the player and brings the playePlajoMode.

L

Load - allows you to manually load an item from the playlist section. Simply cli rand the player will

) Manual Load Mode ) . . )
(IS EW [Select Event From Playlist) , then go to the playlist section and click on the item you want to load

into the player.

Auto-Load - L& will automatically load the next item in the playlist. Continuously hitting this button will
cycle sequentially through the items in the playlist.

17



Play Mode

The buttons on the virtual cart machine work as follows in “play mode™:

B

Stop Play Pause Fade
Stop - will stop the item currently active in the player and go backR&ady Mode
Play - will resume play of an item in pause.
Pause- will pause an item in play.
Fade- will initiate a manual fade on an active item in the player.

How can | use it?

Manually loading a player with a song from the playlist

To manually load a player simply click on t L | of the designated player, then click on an item in the
playlist. The item will then be placed in the player.

example:

L

If | wanted to play Total Eclipse of the Heart, | would click on of the player, then the message

Manual Load Mode

[Select Event Fram Playlist) would appear inside the player window. | would then click on the song title
from the playlist, and it would appear in the window to replace the message. Then | could simply hit play to
play the item.

Automatically loading a song from the playlist

To automatically load a song from the playlist, simply click onZ2: of the player. The first item in the

playlist que will be loaded.
example:

If | wanted to automatically load the first item in the playlist, Sussudio by Phil Collins, I would simply click on

thel#2] and it would automatically be loaded into the player. The next item to be automatically loaded would
then be Total Eclipse of the Heart , since it appears next in the playlist.

18



Loading an item from the Quick Pick Screens

4

Pramos
) )

Spots Muszic

ﬂ E Linars
The =T , and icons will bring you intdlr'he

Quick Pick Screenswhen activated. Each button will activate the correspor@imngk Pick Screenaccording
to their headings. Once in a quick pick screen, simply click on the load control of the player you wish to load
the item into, then click on the item you wish to load, and it should appear in the player display.

(J)

Jingles

Efx

Effects

example:
If | wanted to load a player with the song , then 1 would fist click on the music icon in the selectior
section Then click on the load of the player and the song should be loaded.

Click on here to bring yp
the music listings. Thisg : Efx
button brings you to th
Music Quick Pick
Screen.

Promos

1%

Effects

Options

19



RapidFire

Pristine Systems

[don't Fear) The Reaper
Blue Owster Cult
BE-1 05334 13/ 04:02 /03

18th Mervous Breakdown
Rolling Stanes
B-1 08137 05/ 03:51 A03

A Whiter Shade Of Pale
Procol Harum
BE-1 0514939 28/ 03:56 /03

After MHidnight
Clapton, Evic
E-1 0E175 12/03:01 /03

All Day And Al Of The K
Kinks

[i Can't Get o] Satizfa
Folling Stones
&-1 OBO73 144 03:33 /03

96 Tears
7 & The MMy=zterians
B-1 05165 10/ 02:55 /03

Addicted To Love
Palmer, Rokhert
B-1 06345 24/ 03:50 /03

Againzst The “Wind
Zeger_&_the, Bob
B-1 05487 104 05:19 /03

All 1y Laving
Bealles

[i know] I'tn Losing wou
Stewar, Rod
E-1 05109 40/ 05:149 /01

AWWell Respectad Man
Kinks
BE-1 05540 02/ 02:39 /01

Africa
Tota
A-1 0OBE45 31/04:49 /03

All Along The “Watchtower
Hendri=, Jimi
E-1 05354 18/ 03:53 /03

All Fight Mo
Free

Click first to put
the player in loa
mode.

Then Click
here to load
this song.

B-1 08170 07/ 02:21 /01 E-1 05041 00/ 02:06 4071

alelclple[FlalH][[d[k[LM[N]o[PlalR{SIT][U[v w][x]|Y][Z]
Exit
1 K A A RS 1

Inzert Auditionl Pog Up P Cin Cancel

B-1 051GE 15/ 05:30 /01

Title Artist Cat Time

Ending a Hard Disk Audio Item

There are three ways to end the play of a Hard Disk Audio Item. One way is to simply let it finish playing. Thi
second ways to stop it manually, and the third way is to fade out of it. To stop it manually, simply click on the
stop button of the player which the item is playing on. To fade out of an item, | would first set my fade
adjustments to 5 if | were using a Pentium 133. To set the fade level, click on the arrow to the left of level
display of the player which is about to fade. Then click on the fade button and the song should fade out
according to the fade level set. The level number set indicates how tight a fade is. The lower the number, thi
tighter the fade, thus the higher the number, the longer the fade.

example:

| want a tight fade out of a song. | would set my fade level to 2 by clicking on the right arrow of the fade level
adjuste®EI. Then | would simply hit the fade button.

Fade Button
ODnes
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Clearing out a player

To clear out a player will get the player back to “ground zero.” If a song is playing or active, the player control
will look like this. First you must stop the song by hitting the left most button or the stop button. Then the

player controls will become like t E n . From this point to clear out the program, simply click
on the left most button again and this should clear out the player.

example:
| want to clear out an event that is playing currently. | would first click on the button shown here on the

particular player:
ODnoas

This is the Stop
Button. Click her
to stop song.

Then the player control buttons should chang E u , and | would simplyglick on the left most
button.

This is the clear or eject
button. Click here to clepr
song

21



The Drop Box

Drop Group Selection Player Selection
Crosed Croseed Laser [={ulyg]x] K-RF Spors
Cheer Eoo's EFx Elaszt Crrop Qpener
Weather Weather News MNews Image K-RFDRO
Opener Clozer Opene;/ Clozer Liner #4-5
WOLMNG YRLMNG CAHETMNS 106 DRORP | (106 DRCP | (106 DROP
CTREY 1-58 CTREY 2-8 UOROP-5 #1-4 #2-8 #3-11

Drop Buttons
What is it?
The Drop Box is basically an “instant-play” tool. It holds 90 drops per jock for 12 jocks. Any type of hard disk
audio may be stored in the Drop Box, from songs and intros, to sound effects and even commercials. The Dr

Box is an easy and fun to use tool for the live jock that needs instant playing power.

Drop Buttons - activate a button and the drop listed will play instantly. If more than one drop is activated, the)
will play in the order that the drop was selected.

Drop Group Selection- changes the available drops currently on the screen. Continuous hitting of the button
will cause the buttons to cycle through 5 different groups of drops: Groups A-E.

Player Selection- changes the drop playing arrangement to incorporate two players or one player (default). B

allowing two players to be active, two drops can be made to overlap each other with sequential drops to be
played after them with the first available player.

How do | use it?
Playing One Drop

Make sure that the player selection area displays P4. This means that only one drop player is activated. Sim
activate any of the Drop Buttons to instantly play the drop listed.

example:
If | wanted to play Laser EFX, then | would click on the box and it would play.
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Playing Multiple Drops One After Another

First, the player selection area must display P4, as stated above, this setting allows for only one player to be
allotted for drop playing. If more than one drop is then selected, the drops will play in the order that they were
selected in.

example:

If | wanted Laser EFX to play first , followed by a Bomb Blast, then | would simply click on the Laser EFX box
and then click on the box labeled Bomb Blast, what would happen is that the Laser EFX will play instantly
followed by the Bomb Blast.

Overlapping Multiple Drops.

However, if P3 & P4 were displayed in the Player Selection area, then multiple drops would play
simultaneously.

example:

If | wanted to play a Sports Opener with Laser EFX at the same time, | would click on the Player Selection Are
to display P3 & P4. Then | would click on the box labeled Sports Opener, and then Click on the Laser EFX b
when | wanted the effect to play.

Editing the contents of the Drop Boxes

Refer to Rapid Drop Box Editor-Walkthrough when editing Drop Box Items.
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The Playlist Management Area

Info Display Reset Home Editing Tool Bar Home
\ —
1"83:45 P )| 2% e G XV | 7N
Thu, Dot 17 Inz |Move| Edit [Clear |2wap| Del
1316 [WWait A Million wears Grazs Foots 16/ 02:39 703 +
1316 [ Pristine Promo 4 Pristine 014 00:42 /01 P
o
1317|1027 / KIS Fr oos 000400 U
=
1317 [ The Stroke / Squier, Billy 05/ 03:37 /01 =
13:21 Margaritavi}/& Buffett, Jdimmy 10/ 04:07 01 E'El)
1325 [ Danger 2gne Loggins, Kenny 1EIDS:EEﬂ3’§ n
13:258 | Pristine PPromo 2 Frizstine 01/ 0047 A0 +
Playlist Display Scroller

What is it?

Info Display - displays current time and date. With future enhancements, it will display temperature and oth
various pertinent information.

Playlist Display - displays the playlist as follows:

time scheduled to play Intro. time Fade time
\r12:41 |._Iur‘np | | van Halen | 28/ 0348 /03 |
Title Artist Actual time

Scroller - The arrows at the top and bottom of the scroller let you advance one item up or down on the playli

P
f :
while thel”| area will allow you to advance a whole page up an " berea will allow you to advance a whole
page down.
Home - @ brings the item “next up” to the top of tRgaylist Display

Q

Reset Home- designates what is “next up” on the play list. Clic
playlist that you want to play next.

and then click on the item in the
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Editing Tool Bar - has two different mode€urrent Hour andExtra Hours. In theCurrent Hour mode,
the tool bar is as seen above. The buttons are as follows:

Cl#ar| js used to get to “ground zero”. The button clears any commands that the program has in memc
Whenever you lose your bearings this icon is a safety feature to get you back to start. If you click on the ri
mouse button, it will activate the clear icon automatically.

HHY
MavEl is used to move items in the playlist to a new location in the playlist. Simply click on the icon and the

click on the item of the playlist you wish to move, then click on the item in the playlist you want to place th
moved item to.

Y HHY
=w3R| works in the same manner as 1E12¥2] except that the first item activated by the swap will switch
places in the playlist with the second item activated. Simply click on the icon, then click on the items to |
swapped, one after another.

®

Dl

will delete items from your playlist. As a precaution, hit the clear button when finished deleting playlis
items to remove the command from program memory.

N
A
In=_| allows you to insert music, spots, promos, psa’s, etc... Click on the icon, choose an optidhedrom
Selection Sectionfind the appropriate item to insert and then click on the location of the playlist you wish tc
put it.

©

Edit

toggles between current hour and other hours editing modes

Other hours editing mode;the tool bar changes to the following display

o:ﬁf\;}c:){-}\r’: [ :XQ-}Y: ©: °Z

Hour|| Ins |Move| Exit |Clear|Sweap| Del | Hour

The buttons remain the same in functionality, except for there is no home or reset home buttons. They h

Hourl and an hour decreaslo2y:

been replaced with an hour advan
through the hours accordingly.

buttons, which allow you to cycle
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As you may have noticed, the edit but | Esa

hours editing mode.

has been replaced with so that you may exit the extra

How do | use it?

The Playlist Management Area helps you manage the playlist with status checking and playlist manipulation.
You may edit the hour that is currently playing or any other hour of the day. All editing is done with simple
point and click operation.

Bringing the active event (the event set to play next) in the current hour playlist to the top of the list

After scrolling through the playlist, often people lose their place and wonder what is going to play next. With

()

the home optio the item which is going to play next will automatically be updated to the top of the
Playlist Display.

example:

If I was scrolling up and down to see the upcoming items in the playlist, and had lost my place, | would simply

click on the home ico @ and the Playlist Display area would automatically update the next item in the
playlist to the top of the display.

Resetting the active event in the current playlist hour

a

The reset commari is the same as telling the playlist where to begin in the playlist. To use the option,

a

simply click on the icot and then click on which song you would like to set as the next event. The auto-

load comman A

@i

in each of the players would now be pointed to the new item selected by the reset

comman

example:

If | wanted to go to the sixth event on the playlist rather than start playing it from the top. | would click on the

a

reset home ico and then click on to the sixth event. The item is now designated as the first event to pla
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next in Auto-Load or Auto Mode. To double check, just click on the home and the sixth event
should be highlighted in blue and at the top of the playlist display.

Inserting a audio event in current hour playlist

R
A
In order to add new events to the playlist while on the air, they must be inserted using the inL_!%%_lon

N
A
First you must click on the icd!"=_| then you must decide what it is you would like to add. The choices for
Spots

addition are found on the Selection Section Area. From the Selection Section, you can cho r

Muszic
" Efx ﬂ E @ Liners \
=Emes | iy EiEEE | , g4 | dJingles | and icons. From there, they will bring you into

The Quick Pick Screenswvhen activated. Each button will activate the correspor@ingk Pick Screen

according to their headings. When in the approp@atiek Pick Screen you may choose an event to be

inserted. After a choice has been made, simply click on Insert again at the bottom of the screen and then pla
the event in the playlist. To place the even in the playlist, click on the event already in the playlist that you wi:
to place the new event ahead of.

example:

If | wanted to add Toto by Africa to my current hour playlist, | would select the inser 1. Then |
MMusic

would select the Music Quick Pick iai. Then | would do the following:
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RapidFire

Pristine Systems

[don't Fear] The Reaper
Elue Ovster Cult
E-1 05334 134 04:02 /03

19th MHervous Breakdown
Ralling Stanes
B-1 085137 054 03:51 /03

A WWhiter Shade Of Pale
Procol Harum
BE-1 05189 28/ 03:56 /03
After Midnight
Clapton, Eric
E-1 05175 124 03:01 /03
Al Day And All Of The M
Kinks

[i San't GetMNo] Satizfa
Rolling Stones
A-1 0E073 1440333 /03

95 Tears
* & The Mystetrians
B-1 05165 10/ 02:55 /03

Addicted To Love
Palmer, Rokben
BE-1 05345 24/ 03:50 /03

Againzt The YWind
Seger_&_the, Bob
E-1 05487 10/ 05819 /03

All My Laving
Eeatles

[i know] I'rm Losing ~ou
Stewart, Rod
E-1 05109 40/ 05:19 /01
Avvell PBespected Man
Kinks

B-1 05540 02/ 02:39 /01
Africa
Toto

A-1 05545 31/04:49 /03
All Along The Watchtower
Hendrix, Jirmi
E-1 05354 158/03:53 /03
All Right Mo

Free

Click here to
choose this item.

B-1 08170 07/ 02:21 /01 BE-1 05041 00/ 02:06 /01

B-1 0516E

158/ 05:30 401

(alslclolelrlalal i lulklLIMINIolPlalals TIulvIwlx]v]Z]

Ao e

Ihzs Audition

Title Artist Crat Tirme

Pg g

Pg Cn

Exit
X

Cancel

Then click here to insert the
event into the playlist.

Then | would finally choose a place in the playlist to add the event and simply click on the area.

Moving a audio event within the current hour playlist

Depending on the mood of the jock at the time, a playlist may be altered by moving events from one place in

playlist to another. This can be achieved quick and easy with the moll12¥2

poad

K=Y

Simply click on the move

iconlM2¥2] then click on the event you wish to move, and then click on the location where you want to place tt
event. The playlist will update immediately with your changes.

example:

If | wanted to move the song Danger Zone to be the first son

would use the move function. | would first click on the move

in the three song lineup it was currently in, |

K=Y

[Move

, and then click on the song Danger
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Zone, and then click on the song The Stroke, since | want to move Danger Zone ahead of this song. Here is
illustrated example:

| would first click here to
enable the move function.

Next | would click here to
choose the song | would

like to move.

Finally | would click here,
because this is the locatio
that | would like the song 1

be moved to.

IR=]

1:03:45 P 0 O x| @1

Thu, Dot 17 Inz |Move| Edit [Clear |2wap| Del
1316 | Wait & Million vears Grazs Rootz 184 02:39 /03 +
1316 [ Pristine Promo 4 Pristine 014 00:42 /01 P
1317 (1027 KINE Fr-1 0o¢ 00:04 /00 EI
1317 [ The Stroke Squier, Billy 05/ 03:37 /01 F
13:21 | Margaritaville Buffett, Jdimmy 10/ 04:07 01 e
1325 [ Danger Z2one Loggins, Kenny 16/ 0326 /03 “In
13:28 | Pristing Pramoao 2 Fristine 01/ 00:47 /01 +

The result of the move function should display Danger Zone first in the set, followed by The Stroke and finally
with Margaritaville finishing the three song set.

Swapping two audio event