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(57) ABSTRACT

Systems and methods for producing a lighting design for an
event at a venue. One system includes a lighting fixture
configured to project a light beam, an input device config-
ured to receive a user input, and a controller including an
electronic processor and a memory. The controller is con-
figured to determine a path of the light beam, receive a first
user input indicating a target of interest, and receive a second
user input assigning a characteristic to the target of interest.
The controller is configured to detect a collision between the
path of the light beam and the target of interest, determine,
in response to the collision, whether to project light onto the
target of interest based on the characteristic, and control the

lighting fixture to project the light beam on the target of
interest.
20 Claims, 16 Drawing Sheets
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COLLISION DETECTION FOR VENUE
LIGHTING

FIELD

Embodiments described herein relate to producing a light-
ing design for an event at a venue.

SUMMARY

Designing, updating, testing, and calibrating lighting
visuals are important parts of preparing the lighting fixtures
at a venue for an upcoming event. The lighting visuals can
be of varying composition types including, but not limited
to, static or dynamic combinations of lighting elements.
Lighting visuals include, for example, moving lighting tran-
sitions, follow spots, and other dynamic lighting visuals
(e.g., fading and other transitions). Lighting visuals can also
include static background lighting (e.g., color, intensity,
saturation, etc.).

Some of the most important information about an upcom-
ing show is where the performers, moving scenery elements,
or other objects will be on the stage throughout the show.
This information tells a user where to direct the lighting
visuals throughout the show. Other important information,
such as the body language of a performer and the duration
of time a performer remains at a certain mark on the stage,
can also be helpful in determining the brightness, color,
mood, shape, focus, and other features of the lighting visuals
to be used.

Ideally, the user would be able to have the performers
conduct as many rehearsals as necessary for lighting design
purposes. Rehearsals are limited, however, because of the
time constraints, costs, and need for live performers. Often,
only a few rehearsals are performed at a venue prior to an
event. Perhaps only one of those rehearsals, if any, is a full
dress rehearsal. This limited insight into the dynamics and
appearance of the performers and moving objects can inhibit
the creation and improvement of desired lighting visuals.
Further, last-minute changes to the lighting visuals typically
have to be improvised at the event if a last-minute rehearsal
is not possible.

Additionally, many events require hundreds of lighting
fixtures and dozens of distinct lighting visuals. The time
required to get the lighting fixtures ready for each particular
lighting visual makes it difficult to time the preparation of
the lighting visuals such that they can be tested during a
dress rehearsal. In some of the most difficult situations, a
user may only receive movement information in the form of
one or more marks made with tape on the surface of a stage
to indicate performer locations. Given the minimal rehears-
als, lighting designers may lean away from complex light
effects, such as keeping particular areas dark, changing
lighting effects for particular objects, maintaining lighting
effects on a particular object as they move, or the like. Such
features are difficult to set on short notice and are difficult to
improvise.

To address these concerns, embodiments described herein
provide systems and methods for calibrating and configuring
venue lighting features in a virtual environment. The virtual
environment provides for assigning metadata to particular
objects and areas of interest within the venue. As light
collides with the objects and areas of interest, the operation
of the lighting fixture projecting the light within the virtual
environment is adjusted to perform a function indicated by
the metadata. Each lighting fixture is associated with a
physical lighting fixture within a venue. Commands for the
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2

physical lighting fixtures are generated based on the perfor-
mance of lighting fixtures within the virtual environment.

One embodiment provides a system for controlling light-
ing in a venue. The system includes a lighting fixture
configured to project a light beam, an input device config-
ured to receive a user input, and a controller including an
electronic processor and a memory. The controller is con-
figured to determine, when the lighting fixture is deacti-
vated, a path of the light beam, receive a first user input
indicating a target of interest, and receive a second user input
assigning a characteristic to the target of interest, the char-
acteristic indicating whether to project the light beam on the
target of interest. The controller is configured to detect a
collision between the path of the light beam and the target
of interest, determine, in response to the collision, whether
to project light onto the target of interest based on the
characteristic, and control, in response to the characteristic
indicating to project light onto the target of interest, the
lighting fixture to project the light beam on the target of
interest.

Another embodiment provides a system for controlling
lighting in a venue. The system includes a lighting fixture
configured to project a light beam, an input device config-
ured to receive a user input, and a controller including an
electronic processor and a memory. The controller is con-
figured to determine a path of the light beam, receive a first
user input indicating a target of interest, and receive a second
user input assigning a characteristic to the target of interest.
The controller is configured to monitor, over a first time
period, for one or more collisions between the path of the
light beam and the target of interest, generate a plurality of
command frames based on the one or more collisions and
based on the characteristic assigned to the target of interest,
and control, with the plurality of command frames, the
lighting fixture.

Another embodiment provides a system for controlling
lighting in a venue. The system includes a lighting fixture
configured to project a light beam, an input device config-
ured to receive a user input, and a controller including an
electronic processor and a memory. The electronic processor
is configured to interact with a virtual environment stored in
the memory. The electronic processor is configured to deter-
mine a path of a virtual light beam projected by a virtual
lighting fixture, receive a first user input indicating a target
of interest within the virtual environment, and receive a
second user input assigning a characteristic to the target of
interest, the characteristic indicating whether to project the
virtual light beam on the target of interest. The electronic
processor is configured to monitor, over a first time period,
for one or more collisions between the path of the virtual
light beam and the target of interest, generate a plurality of
command frames based on the one or more collisions and
based on the characteristic assigned to the target of interest,
and control, with the plurality of command frames, the
lighting fixture.

Before any embodiments are explained in detail, it is to be
understood that the embodiments are not limited in its
application to the details of the configuration and arrange-
ment of components set forth in the following description or
illustrated in the accompanying drawings. The embodiments
are capable of being practiced or of being carried out in
various ways. Also, it is to be understood that the phrase-
ology and terminology used herein are for the purpose of
description and should not be regarded as limiting. The use
of “including,” “comprising,” or “having” and variations
thereof are meant to encompass the items listed thereafter
and equivalents thereof as well as additional items. Unless



US 11,805,588 B1

3

specified or limited otherwise, the terms “mounted,” “con-
nected,” “supported,” and “coupled” and variations thereof
are used broadly and encompass both direct and indirect
mountings, connections, supports, and couplings.

In addition, it should be understood that embodiments
may include hardware, software, and electronic components
or modules that, for purposes of discussion, may be illus-
trated and described as if the majority of the components
were implemented solely in hardware. However, one of
ordinary skill in the art, and based on a reading of this
detailed description, would recognize that, in at least one
embodiment, the electronic-based aspects may be imple-
mented in software (e.g., stored on non-transitory computer-
readable medium) executable by one or more processing
units, such as a microprocessor and/or application specific
integrated circuits (“ASICs”). As such, it should be noted
that a plurality of hardware and software based devices, as
well as a plurality of different structural components, may be
utilized to implement the embodiments. For example, “serv-
ers” and “computing devices” described in the specification
can include one or more processing units, one or more
computer-readable medium modules, one or more input/
output interfaces, and various connections (e.g., a system
bus) connecting the components.

Other aspects of the embodiments will become apparent
by consideration of the detailed description and accompa-
nying drawings.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 illustrates a system for generating a lighting design
for a venue, according to one example.

FIG. 1A illustrates an alternative system for generating a
lighting design for a venue, according to one example.

FIG. 2 illustrates a controller for the system of FIG. 1,
according to one example.

FIG. 2A illustrates a controller for the system of FIG. 1A,
according to one example.

FIG. 3 illustrates a control board, a camera, and a lighting
fixture in a venue during a rehearsal for the system of FIG.
1, according to one example.

FIG. 4 illustrates a method performed by the controller of
FIG. 2 or FIG. 2A, according to one example.

FIG. 5A illustrates a light beam from a lighting fixture and
an object of interest, according to one example.

FIG. 5B illustrates the light beam from a lighting fixture
colliding with the object of interest from FIG. 4A.

FIG. 6A illustrates a perspective view of a plurality of
light beams illuminating an object of interest, according to
one example.

FIG. 6B illustrates another perspective view of a plurality
of light beams illuminating an object of interest, according
to another example.

FIG. 7 illustrates another perspective view of a plurality
of light beams illuminating an object of interest, according
to another example.

FIG. 8 illustrates a perspective view of a plurality of light
beams not illuminating an object of interest, according to
one example.

FIG. 9 illustrates another method performed by the con-
troller of FIG. 2 or FIG. 2A, according to one example.

FIG. 10 illustrates a light beam and a plurality of areas of
interest, according to one example.

FIG. 11 illustrates a light beam and a plurality of areas of
interest, according to another example.
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FIG. 12 illustrates another method performed by the
controller of FIG. 2 or FIG. 2A, according to one example.

DETAILED DESCRIPTION

Providing lighting designers, lighting console operators,
lighting system technicians, or the like with adequate infor-
mation as to where the performers, moving scenery ele-
ments, or other objects will be on the stage throughout a
show, the body language of the performers, and other
aesthetic features of the performers typically requires at least
one dress rehearsal. Completing the lighting design for the
lighting visuals in time to test them during a rehearsal is very
difficult, and any changes between rchearsals or after the
final rehearsal are prone to mistakes and inaccuracies. Sys-
tems and methods described herein provide a virtual envi-
ronment for calibrating lighting events based on positions of
objects and areas of interest on stage prior to the actual
performance. These systems and methods address the tech-
nical problems associated with designing, calibrating, and
updating lighting visuals in a lighting design. The lighting
visuals can be of varying composition types including, but
not limited to, static or dynamic combinations of lighting
elements. Lighting visuals include, for example, moving
lighting transitions, follow spots, and other dynamic lighting
visuals (e.g., fading and other transitions). Lighting visuals
can also include static background lighting (e.g., color,
intensity, saturation, fading, etc.).

FIG. 1 illustrates a system 100 for generating a lighting
design for an event or venue and subsequently controlling
one or more lighting fixtures 102. The system 100 includes
a user input device 104A-104D, a control board or control
panel 106, lighting fixtures 102, cameras 108, a network
110, and a server-side computer or server 112. The lighting
fixtures 102 may be set “ON” (e.g., activated) to project light
(e.g., project a light beam), and may alternatively be set
“OFF” (e.g., deactivated) to not project light. The user input
device 104A-104D includes, for example, a personal or
desktop computer 104A, a laptop computer 104B, a tablet
computer 104C, or a mobile phone (e.g., a smart phone)
104D. Other user input devices 104A-104D may include, for
example, an augmented reality headset or glasses. In some
embodiments, the cameras 108 are integrated with the user
input device 104A-104D, such as the camera of the mobile
phone 104D. In other embodiments, the cameras 108 are
entirely separate from the user input device 104A-104D.
Example cameras 108 include, for instance, stereo cameras
for gathering data including depth, infrared cameras for
gathering data in low-light conditions, scanners detecting a
laser in a Light Detection and Ranging (“LIDAR”) opera-
tion, motion capture tools (such as those produced by Vicon
Motion Systems), projected structured light cameras, or the
like.

The user input device 104A-104D is configured to com-
municatively connect to the server 112 through the network
110 and provide information to, or receive information from,
the server 112 related to the control or operation of the
system 100. The user input device 104A-104D is also
configured to communicatively connect to the control board
106 to provide information to, or receive information from,
the control board 106. The connections between the user
input device 104A-104D and the control board 106 or
network 110 are, for example, wired connections, wireless
connections, or a combination of wireless and wired con-
nections. Similarly, the connections between the server 112
and the network 110, the control board 106 and the lighting
fixtures 102, or the control board 106 and the cameras 108
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are wired connections, wireless connections, or a combina-
tion of wireless and wired connections.

The network 110 is, for example, a wide area network
(“WAN”) (e.g., a TCP/IP based network), a local area
network (“LAN”), a neighborhood area network (“NAN”),
a home area network (“HAN™), or personal area network
(“PAN”) employing any of a variety of communications
protocols, such as Wi-Fi, Bluetooth, ZigBee, etc. In some
implementations, the network 110 is a cellular network, such
as, for example, a Global System for Mobile Communica-
tions (“GSM”) network, a General Packet Radio Service
(“GPRS”) network, a Code Division Multiple Access
(“CDMA”) network, an Evolution-Data Optimized (“EV-
DO”) network, an Enhanced Data Rates for GSM Evolution
(“EDGE”) network, a 3GSM network, a 4GSM network, a
4G Long-Term Evolution (“LTE”) network, a 5G New
Radio, a Digital Enhanced Cordless Telecommunications
(“DECT”) network, a Digital AMPS (“IS-136/TDMA”)
network, or an Integrated Digital Enhanced Network
(“iDEN™) network, etc.

FIG. 1A illustrates an alternative system 100A for gen-
erating a lighting design for an event or venue and subse-
quently controlling a lighting fixture 102. The hardware of
the alternative system 100A is identical to the above system
100, except the control board or control panel 106 is
removed. As such, the user input device 104A-104D is
configured to communicatively connect to the lighting fix-
ture 102 and to the cameras 108. The connections between
the user input device 104A-104D and the lighting fixture
102, and the connections between the user input device
104A-104D and the cameras 108, are wired connections,
wireless connections, or a combination of wireless and
wired connections.

FIG. 2 illustrates a controller 200 for the system 100. The
controller 200 is electrically and/or communicatively con-
nected to a variety of modules or components of the system
100. For example, the illustrated controller 200 is connected
to one or more indicators 202 (e.g., LEDs, a liquid crystal
display [“LCD”], etc.), a user input or user interface 204
(e.g., a user interface of the user input device 104A-104D in
FIG. 1), and a communications interface 206. The controller
200 is also connected to the control board 106. The com-
munications interface 206 is connected to the network 110 to
enable the controller 200 to communicate with the server
112. The controller 200 includes combinations of hardware
and software that are operable to, among other things,
control the operation of the system 100, control the opera-
tion of the lighting fixture 102, control the operation of the
cameras 108, receive one or more signals from the camera
108s, communicate over the network 110, communicate
with the control board 106, receive input from a user via the
user interface 204, provide information to a user via the
indicators 202, etc. In some embodiments, the indicators 202
and the user interface 204 may be integrated together in the
form of, for instance, a touch-screen.

In the embodiment illustrated in FIG. 2, the controller 200
is associated with the user input device 104A-104D. As a
result, the controller 200 is illustrated in FIG. 2 as being
connected to the control board 106 which is, in turn,
connected to the lighting fixtures 102 and the cameras 108.
In other embodiments, the controller 200 is included within
the control board 106, and, for example, the controller 200
can provide control signals directly to the lighting fixtures
102 and the cameras 108. In other embodiments, the con-
troller 200 is associated with the server 112 and communi-
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cates through the network 110 to provide control signals to
the control board 106, the lighting fixtures 102, and the
cameras 108.

The controller 200 includes a plurality of electrical and
electronic components that provide power, operational con-
trol, and protection to the components and modules within
the controller 200 and/or the system 100. For example, the
controller 200 includes, among other things, a processing
unit 208 (e.g., an electronic processor, a microprocessor, a
microcontroller, or another suitable programmable device),
a memory 210, input units 212, and output units 214. The
processing unit 208 includes, among other things, a control
unit 216, an arithmetic logic unit (“ALU”) 218, and a
plurality of registers 220 (shown as a group of registers in
FIG. 2), and is implemented using a known computer
architecture (e.g., a modified Harvard architecture, a von
Neumann architecture, etc.). The processing unit 208, the
memory 210, the input units 212, and the output units 214,
as well as the various modules or circuits connected to the
controller 200 are connected by one or more control and/or
data buses (e.g., common bus 222). The control and/or data
buses are shown generally in FIG. 2 for illustrative purposes.
The use of one or more control and/or data buses for the
interconnection between and communication among the
various modules, circuits, and components would be known
to a person skilled in the art in view of the embodiments
described herein.

The memory 210 is a non-transitory computer readable
medium and includes, for example, a program storage area
and a data storage area. The program storage area and the
data storage area can include combinations of different types
of memory, such as aROM, a RAM (e.g., DRAM, SDRAM,
etc.), EEPROM, flash memory, a hard disk, an SD card, or
other suitable magnetic, optical, physical, or electronic
memory devices. The processing unit 208 is connected to the
memory 210 and executes software instructions that are
capable of being stored in a RAM of the memory 210 (e.g.,
during execution), a ROM of the memory 210 (e.g., on a
generally permanent basis), or another non-transitory com-
puter readable medium such as another memory or a disc.
Software included in the implementation of the system 100
and controller 200 can be stored in the memory 210 of the
controller 200. The software includes, for example, firm-
ware, one or more applications, program data, filters, rules,
one or more program modules, and other executable instruc-
tions. The controller 200 is configured to retrieve from the
memory 210 and execute, among other things, instructions
related to the control processes and methods described
herein. In other embodiments, the controller 200 includes
additional, fewer, or different components.

The user interface 204 is included to provide user control
of'the system 100, the lighting fixture 102, and/or the camera
108. The user interface 204 is operably coupled to the
controller 200 to control, for example, drive signals pro-
vided to the lighting fixture 102 and/or drive signals pro-
vided to the cameras 108. The user interface 204 can include
any combination of digital and analog input devices required
to achieve a desired level of control for the system 100. For
example, the user interface 204 can include a computer
having a display and input devices, a touch-screen display,
a plurality of knobs, dials, switches, buttons, faders, or the
like. In the embodiment illustrated in FIG. 2, the user
interface 204 is separate from the control board 106. In other
embodiments, the user interface 204 is included in the
control board 106.

The controller 200 is configured to work in combination
with the control board 106 to provide direct control or drive
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signals to the lighting fixtures 102 and/or the cameras 108.
As described above, in some embodiments, the controller
200 is configured to provide direct drive signals to the
lighting fixtures 102 and/or the cameras 108 without sepa-
rately interacting with the control board 106 (e.g., the
control board 106 includes the controller 200). The direct
drive signals that are provided to the lighting fixtures 102
and/or the cameras 108 are provided, for example, based on
a user input received by the controller 200 from the user
interface 204. The controller 200 is also configured to
receive one or more signals from the cameras 108 related to
image or scan data.

As shown in FIG. 2A and described above, the system
100A includes the controller 200 configured to work without
the control board 106, such that the controller 200 is
configured to provide signals to the lighting fixtures 102
and/or the cameras 108 and to receive one or more signals
from the cameras 108 related to image or scan data.

FIG. 3 illustrates the lighting fixtures 102, the user input
device 104A-104D, the control board 106, and the cameras
108 in a venue 300. The cameras 108 capture the physical
characteristics and/or movement of an object 302 as object
data, such as a scenery component or a performer, during a
rehearsal, a show, a demonstration, or the like (e.g., the
cameras 108 are mounted at known locations in the venue
300 and record video of the moving objects). Additional
sensors or markers can be used to track position and orien-
tation of the objects 302 to augment the data that is recorded
with the cameras 108 to improve accuracy. These sensors or
markers may include, for instance, one or more proximity
sensors, radio-frequency identification (“RFID”) tags and
sensors, ultra-wide band (“UWB”) sensors, one or more
LIDAR sensors, or the like. Further, one or more reference
points 304 may be indicated with a marker to be detected by
the cameras 108. The reference points 304 can establish
relative locations of the objects 302 regarding their sur-
roundings and can be helpful in calibration of the lighting
fixtures 102. The controller 200 receives scan data from the
cameras 108 to gather input about the physical characteris-
tics and/or movement of the objects 302.

In some instances, a virtual environment (e.g., a three-
dimensional representation) of the venue 300 is provided
within the server 112. The virtual environment may include
set pieces, props, and actors to represent a production
performed within the venue 300. In some instances, the
virtual production is downloaded or otherwise pre-loaded
into the virtual environment. In other instances, an operator
of the user input device 104A-104D interfaces with the
server 112 using the network 110 to manually configure the
virtual production within the virtual environment. In yet
another instance, the set pieces, props, and actors may be
captured by the cameras 108 and “scanned” into the virtual
environment using an image capturing algorithm. Accord-
ingly, the virtual production is representative of the location
of set pieces, props, and actors within the physical produc-
tion performed at the venue 300.

In some implementations, the virtual environment further
includes a virtual representation of the one or more lighting
fixtures 102. A user may set characteristics of the set pieces,
props, and actors within the virtual production to alter how
light beams from the virtual lighting fixtures interact with
and project light onto the set pieces, props, and actors. As the
virtual environment is altered, commands for controlling the
one or more lighting fixtures 102 during the actual, physical
production may be generated. Users may alter and interact
with elements within the virtual environment using the user
interface 204 or the user input devices 104A-104D. Accord-
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ingly, systems and methods described herein allow for
pre-setting complex lighting features that may then be
adjusted during rehearsals within the venue 300.

FIG. 4 provides a method 400 for producing a lighting
design for the venue 300. The steps of the method 400 are
described in an iterative manner for descriptive purposes.
Various steps described herein with respect to the method
400 are capable of being executed simultaneously, in par-
allel, or in an order that differs from the illustrated serial and
iterative manner of execution. Additionally, while the
method 400 is described as being performed by the control-
ler 200, in other implementations, the method 400 may be
performed by other devices (e.g., a controller included in the
server 112).

At block 405, the controller 200 determines a path of a
light beam. As one example, FIGS. 5A and 5B provide a
virtual lighting fixture 500 and a virtual light beam 502. The
virtual light beam 502 represents a light beam projected by
the virtual lighting fixture 500 when the virtual lighting
fixture 502 is “ON”. In some implementations, the controller
200 determines the path of the virtual light beam 502 using
a ray tracing algorithm.

At block 410, the controller 200 receives a first user input
indicating an object of interest. For example, FIGS. 5A and
5B also provide an object of interest 505. The object of
interest 505 may be, for example, a virtual set piece repre-
sentative of a set piece located within the venue 300, a
virtual prop representative of a prop located within the
venue 300, a virtual actor representative of an actor (or actor
staging) located within the venue 300, or the like. In some
instances, the object of interest is a physical object in the
venue 300 that is tracked by the controller 200, or is a
combination of the virtual representation and the physical
object (e.g., an object that exists within the virtual environ-
ment and moves in an algorithmic manner but is located
within the virtual environment based on the position of a
physical object within the venue 300). FIG. 5A illustrates the
object of interest 505 located outside the path of the virtual
light beam 502. FIG. 5B illustrates the object of interest 505
located within the path of the virtual light beam 502.

At block 415, the controller 200 receives a second user
input assigning a characteristic to the object of interest. In
some instances, the characteristic indicates how light should
interact with or how light should be projected onto the object
of interest (e.g., indicates a particular function to be per-
formed by a lighting fixture). As one example described with
respect to FIG. 5B, the characteristic indicates whether light
should be projected onto the object of interest 505 (e.g.,
whether the virtual lighting fixture 500 should be “ON” to
project light). As another example, the characteristic indi-
cates a color of light to project onto the object of interest 505
using the virtual lighting fixture 500. As yet another
example, the characteristic indicates a pattern of the light
(e.g., a mask, a filter) to project onto the object of interest
505 using the virtual lighting fixture 500. In some instances,
multiple characteristics may be assigned to the object of
interest 505 (e.g., a color and a pattern). In some implemen-
tations, the characteristic is metadata associated with the
object of interest 505 and stored within the memory 210.

At block 420, the controller 200 determines whether the
path of the light beam collides with the object of interest. For
example, FIG. 5A provides an example where the virtual
light beam 502 does not collide with the object of interest
505. FIG. 5B provides an example where the virtual light
beam 502 does collide with the object of interest 505. The
controller 200 may determine whether a collision is present
using a ray tracing algorithm or another similar algorithm.
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When a collision between the path of the light beam and
the object of interest is not present (e.g., as shown in FIG.
5A), the controller 200 proceeds to block 425. At block 425,
the controller 200 controls the lighting fixture according to
a default setting. For example, within the virtual environ-
ment, the virtual lighting fixture 500 may have a default
setting to project a white light beam 502, to be in an “OFF”
state where no light is projected, or the like. When a collision
between the path of the light beam and the object of interest
is present (e.g., as shown in FIG. 5B, the controller 200
proceeds to block 430. At block 430, the controller 200
controls the lighting fixture according to the characteristic of
the object of interest. As one example, within the virtual
environment, the virtual lighting fixture 500 projects a blue
light beam 502 onto the object of interest 505 when the
characteristic of the object of interest 505 indicates that a
blue light should be projected onto the object of interest 505.

In addition to controlling the virtual lighting fixture 500,
in some implementations, the controller 200 also controls
the physical lighting fixture 102 at blocks 425 and 430.
Accordingly, the physical lighting fixture 102 is controlled
according to the characteristics assigned to objects of inter-
ests within the virtual environment and the collisions
detected within the virtual environment. In some instances,
movement of the object of interest 505 within the virtual
environment is aligned in real-time with a physical object of
interest within the venue 300. Accordingly, a theatrical
production within the virtual environment aligns in real time
with a physical production within the venue 300.

While FIGS. 5A and 5B provide a single virtual lighting
fixture 500, in some instances, several lighting fixtures are
present. For example, FIGS. 6A and 6B provide a plurality
of virtual lighting fixtures 600 and an object of interest 605
configured as a beam. In some implementations, the plural-
ity of virtual lighting fixtures 600 correspond to a plurality
of lighting fixtures 102 in the venue 300. In the example of
FIG. 6A and 6B, the object of interest 605 is assigned a
characteristic of being illuminated. Accordingly, any virtual
lighting fixture 600 that is above the object of interest 605
turns “ON” to project light onto the object of interest 605 if
the path of the respective light beam collides with the object
of interest. Any virtual lighting fixture 600 that is not above
the object of interest 605 defaults to “OFF” and does not
project light. In FIG. 6A, the object of interest 605 is at a first
position such that a first set of the plurality of virtual lighting
fixtures 600 are “ON” to project light. In FIG. 6B, the object
of interest 605 is at a second position such that a second set
of the plurality of virtual lighting fixtures 600 are “ON” to
project light. In some implementations, as the object of
interest 605 spins from the first position to the second
position, the controller 200 constantly updates the plurality
of virtual lighting fixtures 600 such that the object of interest
605 stays illuminated.

FIG. 7 provides another example of a plurality virtual
lighting fixtures 700 projecting light onto an object of
interest 705. The plurality of virtual lighting fixtures 700
include a vertical plurality of virtual lighting fixtures 700A
projecting light downwards onto (e.g., perpendicular to) a
stage or floor, and a horizontal plurality of virtual lighting
fixtures 700B projecting light parallel to the stage or floor.
In some implementations, the plurality of virtual lighting
fixtures 700 correspond to a plurality of lighting fixtures 102
in the venue 300. In the example of FIG. 7, the object of
interest 705 is assigned a characteristic of being illuminated.
Accordingly, any virtual lighting fixture in the plurality of
virtual lighting fixtures 700 that have their respective path of
light beam collide with the object of interest 705 are turned
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“ON” to project light onto the object of interest 705. The
default setting of the plurality of virtual lighting fixtures 700
(e.g., when the path of the light beam does not collide with
the object of interest 705) is to turn the respective virtual
lighting fixture 700 to “OFF” such that light is not projected
by the respective virtual lighting fixture 700.

FIG. 8 provides an example of a plurality of virtual
lighting fixtures 800 avoiding projecting light onto an object
of interest 805. In some implementations, the plurality of
virtual lighting fixtures 800 correspond to a plurality of
lighting fixtures 102 in the venue 300. In the example of
FIG. 8, the object of interest 805 is assigned a characteristic
of being dark (e.g., not illuminated). Accordingly, any
virtual lighting fixture 800 that is above the object of interest
805 turns “OFF” and does not project light if the path of the
respective light beam collides with the object of interest.
Any virtual lighting fixture 600 that is not above the object
of interest 605 defaults to “ON” and projects light.

While examples provided in FIGS. 5A-8 illustrate only a
single object of interest 505, 605, 705, 805, in some
instances, a plurality of objects of interest are situated within
the virtual environment. Accordingly, at block 405, the
controller 200 may receive a selection of a single object of
interest from the plurality of object of interests, or a set of
objects of interests from the plurality of interest. At block
410, the controller 200 may receive inputs assigning char-
acteristics to multiple objects of interest. When a light beam
collides with a first object of interest, the respective lighting
fixture is controlled to perform a first function. When a light
beam collides with a second object of interest, the respective
lighting fixture is controlled to perform a second function.

In some instances, rather than the controller 200 perform-
ing a single action in response to a collision, detection of a
collision with an object of interest causes the controller 200
to perform a “macro”, or a series of functions. Functions
within the macro may be unrelated to the light fixture
projecting the light beam that collides with an object of
interest. As one example, when a first light fixture 102
projects a light beam that collides with an object of interest,
the controller 200 performs a macro that turns a second light
fixture 102 to “OFF.” In another example, when a first light
fixture 102 projects a light beam that collides with an object
of interest, the controller 200 performs a macro that adjusts
a color of a second light fixture 102 and adjusts a pattern
projected by a third light fixture 102. In some implementa-
tions, the controller 200 also performs functions unrelated to
the lighting fixtures 102 when a collision is detected, such as
playing a sound effect via speakers, initiating a video
playback, raising a hoist, or performing other actions related
to the venue 300.

In addition to objects of interest, particular areas of the
venue 300 may be indicated as areas of interest, such as
particular sections of a stage, a backstage area, a seating area
(e.g., where audience members are seated), and the like.
FIG. 9 provides a method 900 for producing a lighting
design for the venue 300 based on areas of interest. The steps
of the method 900 are described in an iterative manner for
descriptive purposes. Various steps described herein with
respect to the method 900 are capable of being executed
simultaneously, in parallel, or in an order that differs from
the illustrated serial and iterative manner of execution.
Additionally, while the method 900 is described as being
performed by the controller 200, in other implementations,
the method 900 may be performed by other devices (e.g., a
controller included in the server 112).

At block 905, the controller 200 determines a path of a
light beam. For example, FIG. 10 provides a virtual lighting
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fixture 1000 and a virtual light beam 1002. The virtual light
beam 1002 represents a light beam projected by the virtual
lighting fixture 1000 when the virtual lighting fixture 1000
is “ON”.

At block 910, the controller 200 receives a first user input
indicating an area of interest. As one example, FIG. 10 also
provides a first area of interest 1005 and a second area of
interest 1010. The first area of interest 1005 is a virtual
representation of a first section of the venue 300 within the
virtual environment, and the second area of interest 1010 is
a virtual representation of a second section of the venue 300
within the virtual environment. A user selects the area of
interest using an input mechanism of the user input device
104A-104D. For example, a user may use a computer mouse
to click and drag to select the area of interest.

At block 915, the controller 200 receives a second user
input assigning a characteristic to the area of interest. As one
example, the characteristic indicates whether light should be
projected onto the first area of interest 1005. As another
example, the characteristic indicates a color of light to
project onto the first area of interest 1005 using the virtual
lighting fixture 1000. As yet another example, the charac-
teristic indicates a pattern of the light (e.g., a mask, a filter)
to project onto the first area of interest 1005 using the virtual
lighting fixture 1000. In some instances, multiple character-
istics may be assigned to the first area of interest 1005 (e.g.,
a color and a pattern). In some implementations, the char-
acteristic is metadata associated with the first area of interest
1005, metadata associated with the second area of interest
1010, or a combination thereof. The metadata is stored
within the memory 210.

At block 920, the controller 200 determines whether the
path of the light beam collides with the area of interest. For
example, in FIG. 10, the virtual light beam 1002 collides
with the first area of interest 1005, and the virtual light beam
1002 does not collide with the second area of interest 1010.

At block 925, the controller 200 controls, when the path
of the light beam collides with the area of interest, the
lighting fixture according to the characteristic of the area of
interest. For example, in FIG. 10, when the path of the
virtual light beam 1002 collides with the first area of interest
1005, the virtual lighting fixture 1000 projects a virtual light
beam 1002 of a first color. When the path of the virtual light
beam 1002 collides with the second area of interest 1010, the
virtual lighting fixture 1000 projects a virtual light beam
1002 of a second color. In another example, FIG. 11 pro-
vides a virtual lighting fixture 1100 projecting a virtual light
beam 1102 onto a first area of interest 1105 or a second area
of interest 1110. When the path of the virtual light beam
1102 collides with the first area of interest 1105, the virtual
lighting fixture 1100 projects a virtual light beam 1102
having a first pattern 1104. When the path of the virtual light
beam 1102 collides with the second area of interest 1110, the
virtual lighting fixture 1100 projects a virtual light beam
1102 having a second pattern (not shown). In some imple-
mentations, the physical lighting fixtures 102 are controlled
according to the characteristics assigned to areas of interests
within the virtual environment and the collisions detected
within the virtual environment.

Commands for the lighting fixtures 102 may be generated
“on the spot” (e.g., during a rehearsal or during a produc-
tion) by performing methods 400 and 900 simultaneously
with a live production in the venue 300. Additionally,
commands for the lighting fixtures 102 may be pre-gener-
ated for a scene, multiple scenes, or an entire production
within the virtual environment. FIG. 12 a method 1200 for
producing a lighting design for the venue 300 over a period
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of time. The steps of the method 1200 are described in an
iterative manner for descriptive purposes. Various steps
described herein with respect to the method 1200 are
capable of being executed simultaneously, in parallel, or in
an order that differs from the illustrated serial and iterative
manner of execution. Additionally, while the method 1200 is
described as being performed by the controller 200, in other
implementations, the method 1200 may be performed by
other devices (e.g., a controller included in the server 112).

At block 1205, the controller 200 monitors the light paths
of one or more light beams. For example, the controller 200
individually monitors the light paths of a plurality of virtual
lighting fixtures within the virtual environment. At block
1210, the controller 200 receives first user inputs indicating
targets of interest within the virtual environment (e.g.,
objects of interest and areas of interest). At block 1215, the
controller 200 receives second user inputs assigning char-
acteristics to the targets of interest.

At block 1220, the controller 200 monitors for collisions
between the light paths of the one or more light beams and
the targets of interest. The controller 200 monitors for the
collisions over a period of time. The period of time may be
set to, for example, a length of a scene in a production, a
length of an act of a production, the length of a production,
or the like. At block 1225, the controller 200 generates
command frames based on detected collisions over the
period of time. For example, when collisions are detected
between the light paths of a light beam and a target of
interest, the respective virtual lighting fixture is controlled
according to the assigned characteristic of the object of
interest. A command frame is generated that mimics or is
otherwise reflective of the control of the respective virtual
lighting fixture. The command frame may include, for
example, one or more bits corresponding to an intensity of
the light projected by the lighting fixture 102, one or more
bits corresponding to a pan angle of the lighting fixture 102,
one or more bits corresponding to a tilt angle of the lighting
fixture 102, and the like. The command frame is then
associated with a time at which the collision occurred. By
associating the collisions and respective actions performed
by the virtual lighting fixtures with a timeline, the events can
be recreated.

At block 1230, the controller 200 controls the physical
lighting fixtures 102 using the generated command frames
over the period of time. Accordingly, the physical lighting
fixtures 102 within the venue 300 are controlled to mimic the
events of the virtual environment. The physical lighting
fixtures 102 may be controlled simultaneously with the
virtual environment, or may be controlled at a later time to
recreate the events of the virtual environment.

Thus, embodiments described herein provide methods
and systems for producing a lighting design for an event at
a venue. Various features and advantages of some embodi-
ments are set forth in the following claims.

What is claimed is:
1. A system for controlling lighting in a venue, the system
comprising:
a lighting fixture configured to project a light beam;
an input device configured to receive a user input; and
a controller including an electronic processor and a
memory, the controller configured to:
determine, when the lighting fixture is deactivated, a
path of the light beam,
receive a first user input indicating a target of interest,
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receive a second user input assigning a characteristic to
the target of interest, the characteristic indicating
whether to project the light beam on the target of
interest,

detect a collision between the path of the light beam
and the target of interest,

determine, in response to the collision, whether to
project light onto the target of interest based on the
characteristic, and

control, in response to the characteristic indicating to
project light onto the target of interest, the lighting
fixture to project the light beam on the target of
interest.

2. The system of claim 1, wherein the controller is further
configured to:

control, prior to detecting the collision, the lighting fixture

to project the light beam, and

control, in response to the characteristic indicating to not

provide the light beam on the target of interest, the
lighting fixture to deactivate the light beam.

3. The system of claim 1, wherein the target of interest is
one selected from the group consisting of an object of
interest and an area of interest.

4. The system of claim 1, wherein the characteristic
further indicates a color of the light beam.

5. The system of claim 1, wherein the second character-
istic further indicates a pattern to project on the target of
interest.

6. The system of claim 1, further comprising a control
board connected between the controller and the lighting
fixture, wherein the controller controls the lighting fixture
via the control board.

7. The system of claim 1, wherein the target of interest is
a first target of interest, and wherein the controller is further
configured to:

receive a third user input indicating a second target of

interest,

detect a second collision between the path of the light

beam and the second target of interest,

control, in response to the collision between the path of

the light beam and the first target of interest, the
lighting fixture according to a first function, and
control, in response to the second collision between the
path of the light beam and the second target of interest,
the lighting fixture according to a second function.

8. A system for controlling lighting in a venue, the system
comprising:

a lighting fixture configured to project a light beam;

an input device configured to receive a user input; and

a controller including an electronic processor and a

memory, the controller configured to:

determine a path of the light beam,

receive a first user input indicating a target of interest,

receive a second user input assigning a characteristic to
the target of interest,

monitor, over a first time period, for one or more
collisions between the path of the light beam and the
target of interest,

generate a plurality of command frames based on the
one or more collisions and based on the character-
istic assigned to the target of interest, and

control, with the plurality of command frames, the
lighting fixture.

9. The system of claim 8, wherein the target of interest is
one selected from the group consisting of an object of
interest and an area of interest.
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10. The system of claim 9, wherein the characteristic
indicates at least one of a color of the light beam projected
onto the target of interest and a pattern of the light beam
projected onto the target of interest.

11. The system of claim 8, wherein the plurality of
command frames includes commands for controlling the
lighting fixture over the first time period.

12. The system of claim 8, wherein the characteristic is
stored in the memory as metadata associated with the target
of interest.

13. The system of claim 8, wherein the plurality of
command frames is a first plurality of command frames, and
wherein the controller is further configured to:

receive a third user input indicating a second target of

interest,

receive a fourth user input assigning a second character-

istic to the second target of interest,

monitor, over the first time period, for one or more second

collisions between the path of the light beam and the
target of interest,

generate a plurality of second command frames based on

the one or more second collisions and based on the
second characteristic assigned to the target of interest,
and

control, with the plurality of second command frames, the

lighting fixture.

14. The system of claim 8, wherein the characteristic
indicates whether to project the light beam onto the target of
interest.

15. A system for controlling lighting in a venue, the
system comprising

a lighting fixture configured to project a light beam;

an input device configured to receive a user input; and

a controller including an electronic processor and a

memory, the electronic processor configured to interact

with a virtual environment stored in the memory, the

electronic processor configured to:

determine a path of a virtual light beam projected by a
virtual lighting fixture,

receive a first user input indicating a target of interest
within the virtual environment,

receive a second user input assigning a characteristic to
the target of interest, the characteristic indicating
whether to project the virtual light beam on the target
of interest,

monitor, over a first time period, for one or more
collisions between the path of the virtual light beam
and the target of interest,

generate a plurality of command frames based on the
one or more collisions and based on the character-
istic assigned to the target of interest, and

control, with the plurality of command frames, the
lighting fixture.

16. The system of claim 15, wherein the plurality of
command frames includes commands for controlling the
lighting fixture over the first time period.

17. The system of claim 15, wherein the characteristic is
stored in the memory as metadata associated with the target
of interest.

18. The system of claim 15, wherein the plurality of
command frames is a first plurality of command frames, and
wherein the electronic processor is further configured to:

receive a third user input indicating a second target of

interest within the virtual environment,

receive a fourth user input assigning a second character-

istic to the second target of interest,
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monitor, over the first time period, for one or more second
collisions between the path of the virtual light beam
and the second target of interest,

generate a plurality of second command frames based on

the one or more second collisions and based on the 5
second characteristic assigned to the second target of
interest, and

control, with the plurality of second command frames, the

lighting fixture.

19. The system of claim 15, wherein the characteristic 10
indicates whether to project the light beam onto the target of
interest.

20. The system of claim 15, wherein the characteristic
indicates at least one of a color of the light beam projected
onto the target of interest and a pattern of the light beam 15
projected onto the target of interest.
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