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Overview 
 
Pathport Manager 4 is a software program used to configure, troubleshoot and monitor 
Pathport�  DMX-over-Ethernet nodes manufactured by Pathway Connectivity.    
 
Pathport nodes are used primarily in entertainment and architectural lighting systems 
employing DMX512 as the control protocol.  DMX512 is the worldwide standard for 
data communications between lighting controllers and end equipment such as dimmers, 
scrollers, automated lights, relay-driven devices and, increasingly, LEDs.   
 
DMX512 streams 512 bytes of data, one per control channel, at a refresh rate of about 44 
Hz.  However, 512 channels of control are no longer enough for many entertainment 
needs, and running a new data line for each 512-channel universe is cumbersome or just 
not feasible.  Pathport nodes allow up to 128 universes or 65,536 channels of DMX to be 
sent over one Ethernet network cable. 
 
Pathport Manager 4 provides an easy way to enter, configure and manage the large 
amounts of information involved in these lighting systems.  It facilitates signal merging, 
splitting and precedence on a channel or universe basis.  It is a powerful and flexible tool 
for the creation of custom universes and for channel-by-channel priority assignment.  
Pathport Manager 4 is not a device control interface but a signal and routing management 
system. 
 
Pathport Manager 4 should be used to configure all Pathport C-series, R-series, and D-
series nodes with a firmware version of 3.0.4.0 or later, Pathport DMX Manager Plus 
with a firmware version of 3.0.2.3 or later, and all Unos, Pathport eDINs and Pathport 
Touring Edition nodes irrespective of firmware versions. 
 
This manual describes some features only available in firmware of 3.2.0.1 or higher. 

Changes from Pathport Manager 3 
 
Pathport Manager 4 is required to configure Pathport Unos, Pathport eDINs and Pathport 
Touring Editions – earlier versions of the software will not correctly recognize these 
models.  PM4 is also required to configure DMX Manager Pluses using firmware of 
3.0.4.x or higher. 
 
Pathport Manager 4 is required to configure nodes to use all protocols other than 
Pathport, including Net2 (one- and two-port nodes only), ShowNet, streaming ACN 
(Net3), and ArtNet.   
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Software Installation 
 
Pathport Manager will run on any major operating system (Windows, Mac, & Linux) that 
has the Java virtual machine by Sun Microsystems installed.  For all platforms, the basic 
steps for installing Pathport Manager 4 are the same. 
 
Go to www.java.com.  Follow the website’s instructions to verify you have the latest 
version of Java, or to download and install it. 
 
Go to www.pathwayconnect.com.  If there is no direct link on the home page, use the 
menu options Support �  Downloads �  Pathport Manager 4.  Follow the instructions and 
save the zip file to your desktop.  Open the folder and extract the Pathport Manager 4 
folder to your hard drive.  Double click on PM4.jar to run Pathport Manager 4.  You 
should create a shortcut to PM4.jar to make future access easier. 
 
 
 

Connecting to the Pathport Network 
 
The minimum Pathport network is two nodes connected by Cat5 wire.  More typically, 
there are more than two nodes, and the network topology will include a switch.  The 
Ethernet card of the computer running Pathport Manager 4 should be plugged into the 
switch. 
 
The other option is to plug the computer’s card directly into a single Pathport node. In 
this case, a crossover network cable is required, as well as a secondary power supply or 
in-line PoE injector to power the node. 



5 
  
 

 

IP Addressing 
 
Unlike previous version of the software, Pathport Manager 4 will report the presence of 
Pathport nodes no matter what their domain and subnet mask.  However, for Pathport 
Manager to configure the nodes, your computer’s IP address needs to be set to the same 
domain and subnet mask as the nodes.  If the computer has multiple Ethernet cards, the 
card plugged into the Pathport network must have the correct settings. 
 
Pathport nodes are shipped with a factory-assigned (but user-changeable) IP address in 
the 10.x.x.x domain with a subnet mask of 255.0.0.0.  Older Pathport networks (and 
almost all Strand networks) may use the 192.168.1.x domain with a subnet mask of 
255.255.255.0 (or 192.168.x.x/24). All the nodes and Pathport Manager must be on the 
same domain with the same subnet mask.  Pathport nodes can be set to any valid IP and 
subnet mask address arrangement. 
 
Under Windows, the IP address of the Ethernet card is configured from “Network 
Settings” in the Control Panel, typically by selecting the “Properties” of the “Internet 
Protocol (TCP/IP)” of the LAN card.  Set a static address of 10.0.0.1 and a subnet mask 
of 255.0.0.0 (or 192.168.0.1 and a subnet mask of 255.255.255.0). 
 
Most entertainment lighting networks use static IP addressing and Pathport Manager 4 
has been written with this in mind.  Unlike previous versions, Pathport Manager 4 does 
not include a DHCP host or Bootp server.  If your installation requires dynamic IP 
addressing, you will need a third party host/server program.   
 

Other Common Network Concerns 
 
Firewall software may conflict with Pathport Manager 4 and should be turned off.  
Different versions of Pathport Manager should not be run at the same time for similar 
reasons. 
 
Another concern is the traffic management settings of Ethernet switches.  DMX-over-
Ethernet protocols such as Pathport are broadcast protocols where one device sends a 
message to all other devices on the network, and the end device must decide what part of 
the signal applies to it.  Most Ethernet switches, however, are intended for the multiple-
user, point-to-point traffic of office systems.  The security features of these switches are 
often not compatible with broadcast protocols.  If your switch has broadcast storm 
control, traffic management, multicast filtering, IGMP filtering, or similarly named 
features, you should turn them off.   
 
Unfortunately, there are now unmanaged switches on the market that have these features 
permanently turned on.  Read switch specifications carefully. 
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Running Pathport Manager 4 

Start up 
Pathport Manager 4 will take a few moments longer to boot than you may be accustomed 
to because the Java virtual machine must be loaded first.   
 
When the program first boots, the screen will look something like this: 
 

 
 
All Pathport devices on the network will appear in the left-hand pane under the tab 
“Pathport Protocol Devices”.  Depending on network complexity, it may take several 
minutes to discover all devices.  If the network is down, nothing will appear in this pane.  
 
The nodes will appear in the order the software discovers them.  At this time, no sort 
function is available.  The nodes are identified by label, the number of ports and their IP 
addresses.  
 
The size of the pane can be adjusted by dragging the separator bar right or left.  Often, 
when first started, this pane is too small to read the full node identifier. 
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At the bottom left corner, under Device Count, is the number of nodes detected.  If some 
nodes are missing, first make sure the missing nodes are powered up, then move on to 
network troubleshooting. 
 
Send changes to selected node is used to update node parameters, as described below.  It 
is sometimes necessary to click this button twice for changes to take effect. 
 
Refresh selected node retrieves the node’s current settings. If the nodes are powered up 
before starting Pathport Manager 4, the software sometimes does not retrieve the node’s 
parameters, resulting in “Missing or invalid settings” messages.  Refresh selected node 
forces PM4 to retrieve the node’s settings. If the error messages persist, make sure the 
computer’s network card is addressed correctly. If only a few parameters are shown as 
missing, the firmware running on the node doesn’t support that feature. 
 
Pathport VConsole is a simple DMX signal generator intended for system checking and 
trouble shooting.  Multiple VConsoles may be run simultaneously on different universe.   
 
Pathport XDMX Monitor  is a simple DMX signal listener and display intended for 
system checking and trouble shooting.  It will only display Pathport Protocol data 
information, such as that generated by the VConsole. 
 
Install Firmware  will open a window to the “PM4\firmware” subdirectory and display 
the available firmware upgrades.  New firmware downloaded from the Pathway website 
should be saved to this folder.  Select the firmware upgrade desired, then ‘Open” to 
install.  In networks with a variety of nodes, only the type of node matching the firmware 
will be updated.  2-port and 4-port nodes with firmware versions numbers lower than 
3.0.4.0 will not upgrade using this feature.  Pathport Manager 3 is required to upgrade 
them to this level. 
 
Send configuration to all nodes will send the desired parameter changes to all similar 
type nodes only.  
 

Node Configuration 
 
Selecting a node in the left-hand pane will cause a configuration chart to appear in the 
right hand pane.  The Node Parameter tab is shown, with additional tabs for each port on 
the device.  The options that appear are dependent on the type of node selected.   
 
Once the desired changes have been made to the selected node, click on the “Send 
changes to selected node” button located below the configuration pane.  DO NOT use the 
“Refresh selected node” button.  This button retrieves configuration information from the 
node and will over-write any unsent configuration changes! 
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Node Parameters 

 
Parameters reported as “Missing or Invalid Data” may not be supported by the firmware 
the node is running.  If all parameters are shown as missing, click the Refresh Selected 
Node button. 
 

 
 
Property names are on the left and the current values for the node are on the right.  Most 
grayed-out values are not user-configurable.  To change a property value, click on the 
corresponding Value cell.  In some cases a value can be entered directly; for others a 
drop-down menu appears.  Multiple changes can be made before sending them. 
 
Node Name:  The node can be given a “soft label” to help with network organization and 
trouble shooting.  The label will appear on the LCD screen of multi-port nodes.  If the 
default “Not Set” is entered, the node will appear as “No Name” in the “Pathport Protocol 
Devices” pane and the IP address will appear on the LCD screen of multi-port nodes.  
Uno nodes can be labeled despite lacking a screen.  You must press the enter key after 
assigning a name to a node, before clicking the “Send Changes” button. 
 
Backlight:   Applies to multi-port nodes only.  Remotely turns on or off the node’s LCD 
screen backlight.  The default is disabled (off). 
 
LED Intensity:   Uno and Pathport eDIN nodes only. The options are Bright or Dim. 
 
Serial Number:  The node’s Pathport serial number. Not user-configurable.   
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Boot Parameters:  The value shown is the number of seconds the node will wait for the 
network host Bootp server to assign an IP address.  After this wait, the node will boot 
from its firmware to its default static IP address.  Clicking on the cell will open the 
following menu window.  Incorrect changes to these settings can cripple the node. 
 

 
 

Bootp Timeout:  Sets the number of seconds the node will wait for contact with 
the Bootp server.  The default of 4 seconds does not normally need to be changed. 
 
Bootp:  When selected, the node will look for a Bootp server then, if not found, to 
boot from its firmware.  Accidentally deselecting this option will not cripple the 
node. 
 
Force Dynamic IP:  Some network configurations require IP addresses to be 
assigned by a DHCP (Dynamic Host Configuration Protocol) server.  Selecting 
this option forces the node to wait for an IP address from the DHCP host.  If the 
network is not set up to dynamically assign IP addresses, the node will hang 
during boot forever. 
 
Do TFTP Upgrade:  Selecting this option causes the node to seek a firmware 
upgrade during boot up.  It also places the node in “Force Dynamic IP” mode.  If 
the network is not set up to dynamically assign IP addresses, the node will 
hang during boot forever.   This option is not recommended for end-users to 
upgrade firmware. 

 
Default Gateway:  A user-configurable IP address, typically of a router when the 
network encompasses more than one subnet.  In practice, usually the address of the 
computer host running Pathport Manager 4. 
 
IP Address:  The IP address of the node.  User-configurable, however each node requires 
a unique address.  It is necessary to reboot the node for a change of IP address to take 
effect.  Typically IP address and subnet mask are changed at the same time. 
 
Mac Address:  Media Access Control address.  An identifier unique to the node.  Not 
user-changeable. 
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Netmask:  An extension of the IP addressing.  Reboot after resetting.  Both IP address 
and net mask can be set before rebooting.  All nodes must use the same mask. 
 

Receive and Transmit Protocols 

The following five properties set the type of DMX-over-Ethernet transport the network is 
to employ.  The property tells the node which protocol it is receiving and translating into 
DMX.  Pathport nodes can receive and merge/prioritize channel information from multiple 
protocols, active simultaneously.  Pathports can only use one transmit protocol at a time.   
 
ETC Net2 Receive:  One- and two-port nodes only. Enable to use the ETC Net2 protocol.  
Default is enabled. 
ArtNet Receive: Enable to use the ArtNet protocol.  Default is enabled. 
Pathport Receive:  Enable to use the Pathport protocol. Default is enabled. 
ShowNet Receive:  Enable to use the Strand ShowNet protocol.  Default is enabled. 
Streaming ACN Receive:  Enable to use ANSI E1.31 streaming ACN. Default is enabled. 
This standard is the DMX transport used in ETC Net3.  
 
sACN Input Priority: If streaming ACN is used in conjunction with other protocols, its 
input priority system may cause unpredictable results.  Default is enabled.  Setting the 
value to “Ignore” only has effect if the node is used as an output. 
 
Network DMX Transmit Protocol:   This property determines which DMX-over-Ethernet 
protocol the node will use to transmit.  The choices are Pathport, ShowNet, Artnet and 
Streaming ACN.  The default is Pathport. 
 
Note: If these values are shown as “Missing or Invalid Data”, the node’s firmware is old 
and doesn’t support protocols other than Pathport. 
 
 
Firmware Version:  Reports the current firmware version.  
 
Loader Version:  Reports the current boot loader version. 
 
Universe Select Lockout Jumper:  Uno and Pathport eDIN nodes only. These nodes can 
be permanently set to a specific universe (1 through 4) using a jumper on the circuit 
board.  If the value reported is as “Disabled” the jumper is not set and the node can be 
assigned a universe through the Patch (see below).  Otherwise, reports the universe the 
jumper is set to.  In this case, the universe can only be changed by opening the node’s 
enclosure and physically changing the jumper.   
 
Factory Default:  Clicking on this will open a small window with the words “Factory 
Default?” and two buttons, OK and Cancel.  Selecting OK will return the node to its 
factory default settings.  All patch and universe selection will be erased.  IP address and 
subnet mask are not changed.  The “Refresh selected node” button must be clicked 
(sometimes more than once) before these changes will be reflected on screen. 
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Node Identify:  Enabling this property then clicking on “Send changes to selected node” 
will cause the LCD backlight, or two LEDs on the face of the Uno or Pathport eDIN, to 
flash. Must be disabled and the node refreshed again to stop the flashing.  Default is 
disabled. 
 
Reboot:  Reboots the node while maintaining configuration information. 
 
Keypad Lockout:  Pathport R-series nodes only.  Remotely enables the node’s keypad 
for configuration.  Default is disabled (keypad is active). 
 
Note:  Configuration changes will only take effect after the “Send changes to selected 
node” button has been clicked.  It is sometimes necessary to click the button twice.  
 
The following parameters may be shown when using older builds of Pathport 
Manager 4: 
 
Enclosure Type: Applies to multi-port nodes only.  Reports information identifying what 
series the node belongs to. 
 
IrDA Port:  2-port nodes only.  Remotely enables the infra-red port on the node.  When 
active, the port can be used by a handheld device such as a Palm Pilot to label and 
configure the node at the installed location.  Default is disabled (port not active).   
 The IrDA port is not supported by firmware versions of 3.0.4.x or higher. 
 

Port Configuration 

 
Clicking on a port tab will bring up properties specific to that port, and give access to the 
patch settings for that port. 
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Port Name:  Like Node Name, a user-changeable soft label. The default is the port letter.   
 
Bi Directional:  Not user-changeable.  Very early Pathports are not bi-directional. 
 
Connector Style: Indicates whether a male or female XLR is mounted on the faceplate.  
A female plug normally indicates a transmitter (output going to scrollers, dimmers, etc); a 
male plug normally indicates a receiver (input for remote focus unit, control board).  
However, a port can be configured in either direction from the Patch screen. 
 
DMX Port :  Allows the remote disabling of the port.  The default is enabled. 
 
ESTA RDM:   Allows the Remote Device Management protocol to be used.  The default 
is enabled.   
 
Port Speed: Allows the user to select from four update rates: Slow, Medium, Fast and 
Max.  These correspond to refresh rates of 31Hz, 36Hz, 40Hz and 44Hz respectively.  
Lowering the refresh rate can resolve some problems.  The default is Fast. 
 
Terminated:  DMX Manager Plus only.  The ports on a Manager Plus can be used as 
pass-throughs, in which case the termination must be lifted.  Default is enabled. 
 
sACN Input Priority:   Streaming ACN incorporates input priority.  Two inputs with the 
same priority will be merged.  Values range from 1 to 200, with 200 being highest.  
Default priority level is 100.  This value only has effect when set for an input port. 
 
sACN Input Priority Channel:   This feature allows the user to select which input 
stream the nodes will listen to.  If multiple sources are input as the same universe, the 
source with the highest DMX value for the DMX channel specified here will be given 
priority, and the rest will be ignored.  If that value falls below the channel level in another 
input stream, priority will switch to the other source.  Likewise, if the channel level is 
raised in a different input stream.  Sources with the same DMX value for the ‘magic’ 
channel will be merged. 
 Valid numbers range from 0 to 512.  0 equals disabled.  This feature takes 
precedence over normal input priority – if any value above 0 is entered, the input priority 
level set above will be ignored. 
 
Crossfade Enable:  When enabled, Pathports will smoothly fade when switching 
between prioritized input streams, using the time set below.  Crossfade is compatible with 
both input and output priority hierarchies.  Default is disabled. 
 
Crossfade Time (ms):  The time, in milliseconds, the Pathport will take to do the 
crossfade between prioritized inputs (1000ms = 1 second).  Minimum is zero seconds.  
Maximum is approximately eight days.  Default is zero. 
 
The following five items specify how the port will react to a total loss of DMX signal.  
The DMX standard requires a device must maintain its state for one second after signal 
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loss, but not what should happen after that.  If all options are disabled, the node will send 
a DMX value of zero indefinitely. 
 
Signal Loss Fade:  If enabled, all channels fade to zero using a user-set fade time.  The 
default is enabled. 
 
Signal Loss Fade Time:  The time, in milliseconds, for all channels to fade to zero 
(1000ms = 1 second).  Default is 5000.  
 
Signal Hold Forever:  The last DMX “look” will be held until signal is restored or the 
port is manually powered down.  Not recommended if the port is attached to dimmers.  
Default is disabled. 
 
Signal Loss Hold Time:  The time in milliseconds before the port shuts down, after loss 
of DMX signal.  Default is 5000. 
 
Signal Loss Port Shutdown:  Enables the port to shut down, after waiting the time 
specified by the previous value.  Default is enabled. 
 
DMX Status:  Reports if there is DMX activity on the XLR side of the node.   
 

Port Patching: 

 
The following screens replace the drag-and-drop port-patching in Pathport Manager 3.  
Clicking on the “Patch” tab will result in a screen like this: 
 

 
 
 
Clicking on the down arrow will drop down a window with the three choices for 
configuring a port’s direction: 
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The first option “DMX Input: Quick Universe + Source” configures the port as an input 
device. The remaining two options configure the port as an output device. 
 

DMX Input: Quick Universe + Source 
 

 
 
From the two drop down menus, the user must assign a Quick Universe number and an 
xDMX Source number to this input.  The choices in both cases are between 1 and 64. 
Once the selection is made, click on the “Send Patch” button to update the node.  The 
default selection is Source Universe 1.   
 
The xDMX Source selects which Source Universe the input will be seen as in the Output 
Channel Patch (see below). Pathport Manager sees each input as a block of 512 channels, 
whether actively used or not.  More than one input can be assigned the same source 
universe number, although this is not recommended.  As a rule, each possible Source 
Universe (input) should be given a unique number. 
 
A Quick Universe maps all 512 input channels on a 1-to-1 basis to the universe number 
selected.  The same Quick Universe number can be assigned to up to six xDMX sources.  
The levels from the input sources will be merged using highest-takes-precedence (HTP).  
This Quick Universe merge is a different processing function from custom universes 
described below. 

Note on Merging 
 

The merge function is done by the output node and is performed on a channel-by-
channel, highest-takes-precedence (HTP) basis.  An example would be an 
emergency controller over-riding a show console to bring up the house lighting 
but, by using HTP, the emergency controller would not be able to turn off the 
show lighting. 
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Up to eight input streams can be merged using this HTP method by Pathport 
nodes. The DMX Manager Plus can merge up to 4 input streams.  HTP is 
different from the priority method described below in “Priority and Precedence”. 

DMX Output: Quick Universe Patch 
 

 
 
From the drop down menu, a Quick Universe is assigned to the port.  Once the selection 
is made, click on the “Send Patch” button to update the node.   
 
Only one Quick Universe may be assigned to one output port at a time, so a 2-port node 
could output two different Quick Universes or the same universe twice.  However, as 
noted above, a Quick Universe can be the merged signal of up to six xDMX source 
universes. 

DMX Output: Channel Patch 
 

 
 
 
This screen will look familiar to users of the previous version of Pathport Manager.  The 
channel patch allows for the creation of simple to very complex universes and provides 
enhanced prioritization for channel and universe merging. 
 
The steps involved are described in the next section, “Custom Universes”. 
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Custom Universes 

Overview 
 
Custom universes are created from the channel patch and are always assigned to output 
ports.  Although initially specific to one port, the universe can be saved and then loaded 
into other ports, on the same node or another.  Since custom universes are assigned to 
outputs, each output port on a network could have a unique configuration. 
 
The channel patch is a fully flexible soft patch.  Any DMX input channel in any universe 
can be patched to any DMX output channel (or channels) in any universe.  Pathport 
Manager supports up to 64 universes or 32,768 channels.   
 
A channel can be represented either by its absolute DMX input channel number, i.e. 
“4321”, or by using the xDMX ‘dot’ convention of “universe. channel” i.e. “8.225” for 
universe 8, channel 225 (which is the same as absolute channel number 4321).    
 
Up to eight input channels can be patched to one output channel, so there must be a way 
of determining what the output will actually be. 
 

Priority and Precedence 
 
In many patching and routing situations, it is typical to consider how a control signal will 
get to an end device.  But when dealing with multiple input universes, it may be easier to 
turn this around and consider where the end device should get its control signal from.   
 
While entering a channel, or range of channels, into the patch, Pathport Manager also 
assigns a priority to that input.  This way a source, regardless of channel level, will be 
given preference.  The emergency controller will be able to dim the show lighting as well 
as raise the house lighting, if it has priority over the show console. 
 
If two inputs have the same level of priority, they will be merged on a HTP basis.  The 
output node will check priority, discarding all lower priority signals, before performing a 
HTP merge.  An input channel and its source universe priority, taken together, are 
considered a patch element. 
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Channel Patch – Screen Elements 
 
The full channel patch screen looks like this: 
 

 
 
Initially blank, the patch is shown in a spreadsheet-style layout.  However, cell ranges are 
not mouse-selectable and only individual cells can be edited directly.  Values are more 
easily entered on the command line. See Command Line Syntax below. 
 
Send Patch:  Loads the patch into the selected port of the node – Port B in the screen 
shot above.  Do not use “Send changes to selected node”.  Patches are specific to a port, 
and not to the node as a whole. 
 
Revert to saved patch:  Undo changes made since “Send Patch” was last selected. 
 
Universe Name:  Allows you to label your universe.   
 
Universe ID:  Not user-configurable. 
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Import:   Imports a CSV (comma-separated value) file.  It is possible, and sometimes 
easier, to create a CSV file describing the custom universe using a third-party 
spreadsheet.   
 
Export:  Exports the entered patch as a CSV file.  It is possible to then edit the file and 
reload it using the Import button.  
 
Save to Library:  Saves current patch in the \plib subdirectory as a Pathport Library file. 
 
Load from Library:   Loads a patch from the \plib subdirectory.  Pathport Manager 4 
ships with Quick Universe 1 through 64 saved as patch files. 
 
DMX Channel:  A reference column showing the DMX channel in the output universe 
that will transmit the data from the input channel(s) shown to the right.  The cell does not 
accept labels. 
 
xDMX-:   Do not confuse these headings with the xDMX input universe numbers!  These 
are simply column headings for the (up to) eight input streams that can be patched and/or 
prioritized into this output universe.  This column will show the selected input as an 
absolute channel number (not in xDMX format). 
 

Channel Patch – Command Line Syntax 
 
For users of previous versions of the software, the command line syntax remains the 
same.  For new users, the syntax is similar to lighting console cueing and is intended to 
be done on a numeric keypad. 
 
At its most basic, this is the command line format: 
 
DMX Channel <at> xDMX channel 
 
First you choose the output DMX channel(s) you wish to use, and then you enter the 
input xDMX source channel(s).  The xDMX channels can be entered as absolute numbers 
(e.g. 4321) or in xDMX fashion (e.g. 8.225).  Ranges of output channels can be 
stipulated, and multiple input sources can be specified along with how to treat them – 
HTP or universe priority. 
 

Key Pad Functions 

 
Key     Command 
  
0 thru 9 Numeric entries 
- Thru – specifies a range of channels 
* At – relates the DMX channel range to the xDMX channel range 
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+ Merge – specifies channel merging 
/ Priority – specifies source universe prioritization 
. Dot – xDMX source universe delimiter 
Enter Enter – accepts the command line contents 

 

Simple Channel Patching 
 
This command: 
1*1.1 
 
will patch channel one of xDMX source universe one to channel one of the output. 
 
Two numbers connected with the dash specifies a range.  This command: 
 
1-512*1.1-1.512 
 
will patch channels one through five-hundred-and-twelve of xDMX source universe one 
to channels one through five-hundred-and-twelve of the output, and will look like this on 
the patch screen: 
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This command    1-512*1.512-1.1 
 
will invert the previous patch and look something like this on screen: 
 

 
 
 
Entering a new patch replaces the old one.  It is good practice to specify the full universe 
and channel number for both the starting source channel and the ending source channel.  
It is also possible to repatch a specific range of channels.  So this command 
 
13-24*6.1-6.12 
 
will patch channels one through twelve from source universe six to channels thirteen 
through twenty-four of the output and, building on the previous patch, will look like this: 
 



21 
  
 

 
 
 
Once a cell has patch information in it, or with any cell in the first xDMX column, if you 
click on that cell, a pop-up window appears: 
 

 
 
From the pop-up, you can change the source universe and channel.  This window can be 
particularly useful to confirm that an absolute channel number corresponds to the source 
universe and input channel you want it to be. 
 
It is also possible to repeat ranges, so the same 32 channels of input could be repeated 16 
times to create a full output universe of 512 channels.  These would be the commands: 
 
1-16*1.1-1.16 
17-32*1.1-1.16 
33-64*1.1-1.16 
and so on. 
 
Just remember the output channels are on the left and the input channels are on the right 
of the command line.  And to use the “Send Patch” button to have the patch take effect 
for this port of the node. 
 
To clear a patch, enter the channel range to be cleared, the asterisk, then the number zero. 
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Complex Patching – Merge and Prioritize 
 
One-to-one channel patching does not address two common situations:  a lighting console 
that is to be plugged in to numerous input locations around the theatre; or a lighting 
console and an architectural controller both sending commands to the same dimmers.  
The first situation is addressed by merging the input streams.  The second can also be 
resolved that way or, sometimes more usefully, by prioritizing the DMX streams. 
 
Merging 
 
The “+” operator is used to string together a series of source universe input channels on a 
highest-takes-precedence (HTP) basis.  Up to eight input channels can be merged to one 
output channel.  This command  
 
1-512*1.1-1.512+2.1-2.512+3.1-3.512+4.1-4.512+5.1-5.512 
 
will merge the first five source universes to the output universe and will result in this 
channel patch screen: 
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The example shows full universe merges because this reflects what’s desired if one 
lighting board is being moved to five different locations.  But the xDMX source channels 
can be as fragmented, as repeated, as shuffled as is needed by the design or application. 
 
When HTP merging, it doesn’t matter what order the xDMX source channels are listed. 
 
Priority 
 
When two controllers are active on the same network at the same time, merging may not 
be the best answer. With a lighting console and an architectural controller, in show state 
you may want the console to control the architectural lighting, but once the console is 
turned off, you may want the architectural controller to automatically take over.  This 
situation is resolved by setting xDMX source priorities. 
 
1-512*1.1-1.512/2.1-2.512 
 
This command, using the prioritization operator “/”,will cause the output node to ignore 
all input signals from source universe 2 as long as there is signal coming from source 
universe 1.  The channel patch screen will look like this: 
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The xDMX2 column is a darker color than the xDMX1 column, a visual indicator that it 
has a lower priority.  The darker the color, the lower the priority.  There are a possible 
eight levels of priority available, with 8 being the highest and 1 being the lowest.  This 
partial screen shows the result of this command: 
 
1-512*1.1-1.512/2.1-2.512/3.1-3.512/4.1-4.512/5.1-5.512/6.1-6.512/7.1-7.512/8.1-8.512 
 

 
 
When prioritizing, the order the source channels are entered determines the priority 
they’re assigned.  The first range of channels entered will have higher priority, while the 
last range of channels will have the lowest. (It is possible to change this ordering, but not 
as easily as re-entering the channels in the correct order of priority.) 
 
As with merging, the prioritized ranges of xDMX input channels can be as fragmented, as 
repeated, as shuffled as needed by the design or application. 
 
Merging and priority are not exclusive.  In the case of the lighting console and the 
architectural controller, it may be that you want any of the console inputs to always take 
over from the controller.   
 
1-512*1.1-1.512+2.1-2.512+3.1-3.512+4.1-4.512+5.1-5.512/6.1-6.512 
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This patch will merge xDMX sources 1 through 5 and the resultant merge takes priority 
over xDMX source 6. 
 

Appending to an Existing Patch 
 
The same keyboard characters used to establish a merge or a priority are also used to 
append those functions to an existing patch.  The placement of the character in the 
command line is what changes: it goes at the very beginning of the line. 
 
+1-512*32.1-512 
 
will append a merge of universe 32 to whatever the patch already is. 
 
 
/1-512*32.1-512 
 
will append a prioritization of universe 32 to the existing patch, at one level of priority 
lower than the priority already use in the patch. 
 

Saving and Assigning Universes 
 
Once the patch is set, click on the “Send Patch” button to send it to the port.  Patches are 
assigned on a port-by-port basis, so custom universe patches must be manually sent to 
every port that requires one. 
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However, once a patch is set, it can be saved and recalled, so it is not necessary to write a 
patch for each port.  To save a patch, click on “Save to Library”.  A window will open 
showing the \plib subdirectory of Pathport Manager 4.  The Universe name is not 
automatically used as the file name (although it is saved as part of the file).  Enter a file 
name and click “Save”. 
 
To recall a patch, click “Load from Library”.  Choose the patch you require and click 
“Open”.  You still need to click “Send Patch” to assign the patch to the port. 
 
If a patch is edited after being sent to one or more ports, the patch will need to be 
manually resent to each port for the changes to take effect. 
 
  
 


