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Preface

How to use this guide

Chapter 1, System Overview, allows you to familiarize yourself with the Dlite console and learn
about Dlite’'s displays. Generic procedures, common to most show objects, are explained.

The chapter order, in thisguide, is similar to your work flow when starting a new show:
m Patching fixtures
m Selecting fixtures and setting parameter levels
m Storing show objects, such as scenes, chases, and cues.
m Playing back your show
m Saving your show
m All following chapters present Dlite’s advanced features

Text conventions

m The actua keyson the console panel arereferred to asKEYS. Panel KEYS arein BOLD CAPS.

m The keys on the touch screens are referred to as BUTTONS. Touch screen BUTTONS are
BOLD, ITALICIZED CAPS.

m Command line text and messages appear in italics. Command line refers to area where the
command chain is displayed.

m # refers to numbers entered on the numeric keypad.

m |n operation sequences, optional keys or buttons appear in parentheses.
Example: SPOT # (=#) @ 65.

m Key strokes are separated by commas when operation sequences are written in asingle line.
Example: SPOT, #,— #, ACTIVE

m When + appears between key or button names, it means: Press THIS (and) THAT at the same
time. Example: SHIFT + FREE. Generally used only in conjunction with shift pairs.

m The term Tap, Touch, and Click are used interchangeably when referring to the touch screen
buttons.

m Fixtureisused for any lighting device.

m UKsrefersto universal keys. UKs are represented on the touch screen touch screen grid when
the editor is active.

m Select key refersto the blank (multi-purpose) keys above the playbacks and looks like this:
SELECT.



m Desk, console, and system are used interchangeably.

m Dlite offersavariety of procedure syntaxesto suit each programmer’s preference. When basic
procedures are introduced, three procedure syntaxes are explained separately. In subsequent
procedures, more general terminology is used. Example: the procedure for storing a sceneiis,
when first discussed, shown using 4 separate syntaxes. In subsequent procedures, that include
storing a scene, general language (such as, “ Store the scene) is used.

Dlite features

Models

. . . Playbacks/
Length Width Height Weight Faders
Compact 67cm (26") 47cm (18.5") | 9cm (3.5") 9Kg/17.6Lbs | 20/0
24/48 97cm (38") 57cm (22.5") | 9cm (3.5") 12kg/ 20/48
26.4Lbs
36/72 105cm (41") | 57cm (22.5") | 9cm (3.5") 14kg/ 20/72
30.8Lbs

System capacity

Control up to 512 conventiona channels, 252 moving lights of up to 48 parameters and 24 Extra
fixtures (any DM X controlled device)

Hardware

Displays

m 24 different fixture types (profiles) used simultaneously

m 240 Scenes

m 72 Chases of up to 48 Steps

m 72 Qlists of up to 999.9 Cues

m 72 Snaps

m 108 Groups - 60 (user) + 24 (system 'generic’) + 24 (system 'by fixture type')
m 80 libraries - 60 (user) + 20 (system) for each parameter bank

m 72 Effects - 48 (User) +2 4 (System)

m 120 Show files on flash disk

m 120 fixture profile files on flash disk

m One 320x240 graphic LCD touch screen
m One SVGA output




I/O

Storage

Panel

m Two DM X512 output ports (Up to 1024 attributes)
m One DM X512 input port
m Ethernet port (for DM X over Ethernet distribution)

m 16MB Internal Flash-Disk for archiving shows and fixture profiles
m Floppy drive

m 20 playbacks with SELECT and FLASH keys, one fader and one tri-color LED
m 0/48/72 preset faders

m Numeric keypad

m 3 encoder wheels with push-buttons

m Trackball

m A/B playback with split cross-faders and dedicated GO/HOLD/BACK buttons
m Dedicated submaster for each row of preset faders

m Grab fader with flash key

m Flash master fader to limit the intensity of flash keys

m Master fader, with blackout key, that operates as intensity master or rate master

Synchronization

m SMPTE Time Code input(*)
m MIDI in/through(*)
m Audio input(*)

Accessories

Software

m PS/2 aphanumeric keyboard
m PS/2 mouse/trackball

m 1 dimmable desk-light

m Power supply

m 110-240V Switching PSU

m Internal battery pack (power failure protection)

m 20 playbacks operate cues, scenes, chases, effects and submastersin manual or automated fade

modes
m Three fader modes:

e Wide - control channels 1 through 48 or 72



® 2-Presets - each row controls channels 1-24 or 1-36

e Context - control any object (cues, scenes, chases, groups, €tc.) according to console's
current state.

m Solo, inverse-solo and latch playback modes
m Park scenes, fixtures or dimmers
m Effects Generator - quick simple and effective wizard for generation of complex effects
m Focus, color and beam libraries. May be stored per fixture or per fixture-type.
m Automatically generated show objects:
e Color libraries
e Generic effects
® Selection groups
m Individual timing for each parameter group (I/F/C/B) within each scene, cue and chase step
m Text tags for any show object, entered using touch-screen or external keyboard
m Live and blind editors

m Fully compatible PC based Off-line Editor - complete shows can be programmed on a PC and
loaded into the console(*).

m PC based fixture profiles editor - for building and customizing fixture profiles.Internal Time-
Code generator

m Context-sensitive on-line help(*)
m Patching wizard - guides through the entire setup process
m Two user access levels:

e Programmer - all operations enabled

e Operator - only playback operations enabled

Show Objects
m Scenes - abasic light picture including channels and moving light parameters, with static
values and/or effects.

m Chases - a sequence of steps with the same characteristics as scenes. Chases can run simulta-
neously on several playbacks with different properties.

m Chase propertiesinclude:
e Fade level between 0 and 100% that defines the transition between the steps.
e Rate
e Manual or Automatic run mode
® Direction
e Number of loopsto run
e Pattern - Build, Bounce, Random, etc.

m Snaps - capture the playbacks' loads and status, including their state (On/Off), rate, direction
and chase properties and trigger in fade, cut, or pending modes.
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m Cues - alight picture with optional in/out and delay times, played back as a stack (QList) on
crossfader

m QLists- astack of cues

m Libraries - adata base for F/C/B parameter levels that can be applied to the specific fixture
they were stored with or on any fixture of the same type. Libraries may be used in scenes,
chase steps and cues. When 'F' (Focus/Position) libraries are updated, the objectsin which they
were used are updated as well.

m Groups - immediate access to user-defined groups of fixtures for quick selections.

m Effects Library - user-defined building blocks for motion, color and intensity effects that can
be used in scenes, chase steps, and cues.
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Chapter 1 System Overview

This chapter includes:
m Dlite panels (see page 1)
m Setting up the system (see page 3)
m User interface (see page 4)
m Dlite menus (see page 9)
m Universal procedures (see page 11)
m Dlite default times (see page 18)
m Console output (see page 18)
m Getting help (see page 19)

Dlite panels

Front panel
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Figure 1: Dlite’s front panel with editing keys, integral touch screen, and playback devices
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No. | Panel Controls No. Panel Controls
1 Faders 10 e Trackball with pan & tilt locks
» Trackball can operate as a mouse
2 * Universal Keys (UKs)in Con- 1) Parameter banks (Focus, Beam, Color)
text mode -
and editing keys
¢ Fader flash keysin Wide or 2
Preset modes
3 Playback - Select & On/Off keys || 12 Wheels
4 Playback dliders 13 General intensity/rate master
5 Flash keys 14 LCD touch screen
6 Playback modes and paging 15 Flash level master
7 Crossfader controls 16 Fade time master for 2 preset manual
operation
8 Crossfader handles 17 Preset master faders
9 Editing keypad 18 Grab master
Back panel

© @ 0000 0 OO O ©

9@5@ ) @Q@@ngooﬁﬁ 0 =

Figure 2: Dlite’s back panel

No. | Connectors No. Connectors

1 Desklight 7 DMX Out

2 Video (external monitor) 8 Ethernet

3 SMPTE 9 Keyboard seria

4 MIDI 10 Mouse

5 Audio 1 Connection to external PC
6 DMX IN 12 Power
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Setting up the system

Prepare a clean and stable work area with enough space for the consol e, the external monitor, and, if
used, a mouse and an alphanumeric keyboard.

Dlite is equipped with an auto-ranging power pack, which selects the correct mains power and

voltage.

To set up and power up Dlite

1

o o0~ WN

Place the system on aclean, level surface.

Connect Dlite to the mains supply using the cable supplied.

Connect the external monitor, if used, to the connector labelled Video.

Connect the mouse at the connector labelled with the standard mouse icon.

Connect the keyboard, if used, at the connector labelled with the standard keyboard icon.

Connect the DM X communication cables to the DM X-out connectors. The DMX cable
should be daisy chained through all of your DMX controlled devices (dimmers, moving
lights, smoke machines, etc).

Turn the power switch to on (—).

Dlite takes a approximately 30 - 45 seconds to boot up.

To turn off Dlite, it is recommended to use the shutdown option in the System Options

menu to shut down the application prior to switching off the power. Thiswill extend the
console's battery life. (See“ System Setup and Operations’ page 153).

Note: The trackball can also function as a mouse. To enable the trackball as a mouse,

press MOUSE.

To adjust the touch screen and LEDs

Holding down setup:

e Whedl 1 (touch contrast) adjusts touch screen contrast

e Wheel 2 (touch backlight) toggles the touch screen backlight on and off.
e Wheel 3 (LED’s intensity) adjusts the fader LEDS minimum intensity.
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User interface

Dlite has two graphical user interfaces:
m The touch screen

m The external monitor

Touch screen

Thetouch screen contains agrid showing objects or playbacks, context sensitive soft buttons, wheel
labels, and a command line.

Tpdate Al Cut A1l Text

Snap Off Off Soft Buttons
- 5 i 6.
- 2. o 7.
phst e e Touch screen grid
It- o ha TR
- 1o T3 o
> Scene 1 RAssignfenter )

Command line
| | | | Page Wheel tags and soft buttons

Figure 3: When the editor is idle, the touch screen grid shows the loads on the playbacks

Touch screen area | What it is

Soft buttons Soft buttons are options available on the touch screen. The soft buttons
are context sensitive. When soft button text isitalicized, pressing SHIFT
displays more soft buttons.

Touch screen grid In object mode, the touch screen grid represents the UK's (universal
keys). Objects can be selected by tapping the object number on the touch
screen grid.

Command line The command line is the area where commands, entered using the

console keys or the soft buttons, are displayed.

Int. P- 0. 1.
Ch h h

*Edit: Scenel Chn5 Dimmer 7 Command line

Figure 4: Touch screen detail showing the command line

Wheel tags Wheel tags are context sensitive. The touch screen area above each
wheel shows the wheel’s use in the current operation. Examples:
* When aspot is selected, the wheels are used to set parameter levels.

« When editing fade times, the wheels are used to set the times for the
various options.

« Wheel 3isused for paging the touch screen grid.
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Adjusting the touch screen
You can adjust the touch screen’s contrast and turn its backlight on or off.
To adjust the contrast
Press and hold SETUP and turn wheel 1 to adjust the touch screen’s contrast.
To turn the backlight on/off

Press and hold SETUP and turn wheel 2 to turn the touch screen’s backlight on or off.

External monitor

The display on the optional external monitor can be set to show:
m Live fixtures (spot or channel or extra) display - shows fixtures and their parameter levels.

m Loadsfor al twenty playbacks or 12 faders/UK eys. The contents of the UK's depends on the
active fader mode.

m QList display - analogous to a cue sheet

_ |5pots DCiirnrner Manenta bl Cl-5pn

1, Mace00mz+  |FL 50 43 20 10 27 19.C0LOR1 12
2. MaceD0mz+  |FL 50 43 20 10 27 19.COLOR1 12
3. MaceD0mz+  |FL 50 43 20 10 27 19.COLORT 12
4. Macol0m2+  |FL 50 43 20 10 27 19, COLORT 12

Spots 5. MacéD0mz+ |FL 0 43 20 10 27 19, COLORT 12
6. Macd00mz+  |FL 50 43 20 10 27 19, COLORT 12
7. Mace00mz+  |FL S0 43 20 10 27 19.COLORT 12
8. Mac00mz+  |FL 50 43 20 10 27 19.COLORT 12
9. MaceD0mz+  |FL 50 43 20 10 27 19.C0LOR1 12
10, Macs00mz+ |FL 50 43 20 10 27 19.COLOR1 12
11, Macs00mz+ |FL 50 43 20 10 27 19, COLORT 12
—

[ |channel
Lewvel FL FL FL FL FL
Channel
Level
Channel
Level
Chennets (Channel |
Level
Uniy erzail
Keys
Command ine  SCEME STORED [ _—

Figure 5: External monitor display option 7
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External monitor display modes

Display Dialog

Poving-Lights

Ehannels
ok

Channels

Froving ErghEs

Poving-Lights

Ehannels

Froving ErghEs

&

0.

1.

2.

4,

" b,

v Spots

¥ Channels

Spots, U Keys v Extra

Figure 6: External monitor display dialog box

You can configure the external monitor display to show:

&+ 7. Spots.Channels,U Keys

" 8. U Keys, Qlist

" 9, Spots .Channels, Qlist

Select Color Scheme:

Show All Fixtures " 6. Channels,U Keys
i Eeys
Poving-Lights
Channels
Qlist
Spots
’ =T
. Extra
Qlist
Jump Display
Spots, Channels

Standard Gray -

Basic Black ;
Standard Gray

0. All Fixtures
1. Channels
2. Spots

3. Extra
4. Spots, channels
5. Spots, U Keys

Jump display - When enabled, the display jumps to the selected channel, extra, or spot parameter.
Select color scheme - Choose between standard gray or basic black

6. Channels, Ukeys

7. Spots, Channels, U Keys
8.U Keys, QList

9. Spots, Channels, QList

Navigating and selecting displays

You can navigate this dialog box and select the display:

m Use the PREV and NEXT keysto navigate. Press the space bar on the externa keyboard or @
on the console keypad to select the display.

m Enter the display number on the console keypad and click OK to close the dialog box.

m Using an external mouse, clicking to select the display. Then click OK to close the dialog box.

m Using the trackball in mouse mode. Pressthe X or Y lock keysto select the display. Then click
OK to close the dialog box.

To select adisplay

1 Tap DISPLAY.

Or
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Press DISPLAY (SHIFT + HELP).
The view options are shown on the external monitor.

2 Usethe externa mouse or the trackball in mouse mode, to enable the radio button for your
choice of views.

Or
Enter the display number using the keypad.

3 Tap OK, on the touch screen, to confirm your choice.

Live fixture displays
The live fixture displays show:
m Fixtures (spots, channels, or extras)
m Fixtures editor status
m Parameter levels
m Special charactersindicate effects and position libraries.
— # represents effects.
— * represents position libraries.
# indicates an effect
: 6
Figure 7: Indications on the live channel display

Universal Keys (UKs) display

What appears on the UK eys display depends on the state of the editor and the fader mode
(See “Fader modes’ page 111):

m When the editor isidle, the UKeys display shows the playback |oads.

m When the editor is active, the UK eys display shows the objectsin the selected category.
Example: If you pressed SCENE, the existing scenes are displayed.

Output source color code on the external monitor

Color Output source and object

Dark red Fixture numbers and levels that are selected in the editor and can be edited using
the wheels or keypad.

White Parameter levels output from the editor.

Blue Output from cues on the crossfader.

Green Output from scenes on playbacks.

Red Output from chases on playbacks.
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Color Output source and object

Dark Gray Parameter levels output from the editor.

Light Gray = Parameter levels from tracking.

Orange Values output from the faders, in context mode, when previewing scenes, groups,
and other objects. See “preview objects’ page 112.

Paging displays

Paging cycles the faders and the touch screen grid display. The range of items on the current pageis
shown on the panel display labelled Page/Mode. Pages cycle from the last page to the first page.

Each pageis divided into sub-pages. Each sub-page contains 12 items. Sub-pages refer to what is
displayed on the touch screen object grid and the playback view on the external monitor. When sub-
pages reach the upper limit of the general page Dlite jumps to the next page. Page size is deter-
mined by the Dlite model you are using. Dlite Compact does not have subpages.

Fader mode
Wide 2 Preset Context

] (channels only)
Dlite
model Page Sub Page Page Sub Page Page | Sub Page
36/72 72 12 36 12 72 12
24/48 48 12 24 12 48 12
Compact 20 20 20 20 20 20
PAGE/MODE

OO0 1- O72 |

F ]!
Use these keys to page

Figure 8: The Page/Mode display showing the current page and the paging keys
To page pages

Press the arrow keys under the Page/Mode display until arriving at the required page.
To page sub-pages

Usewhed 3, when available, or use the arrow keyswhile holding down SHIFT until arriving at
the required page.

Scrolling displays
When mouse mode is enabled you can scroll the displays on the external monitor. When mouse
mode is operating, the wheels are used to scroll the displays.
m Whesl 1 layer 1 - Scrall live spots
m Wheel 1 layer 2 - Scroll live extras (Press SHIFT to access layer 2)
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m Whesl 2 - Scroll live channels
m Whesl 3 - Scroll QList display (if shown)

To scroll the external monitor displays in mouse mode

Press MOUSE to enable mouse mode use the wheels to scroll the display.

For horizontal scrolling, press and hold down the wheel.

Dlite menus

Dlite's menus are available in the Setup screen. The menus control many basic functions of the
console, such as saving and loading shows, and other advanced functions.

Menus and menu options

Menu Display grid Submenus Features
LOAD Showsstoredonthe | FLOPPY DRIVE | Select a show from the flash disk or
flash disk floppy and load it to Dlite for editing or
playback.
SAVE Showsstored onthe | FLOPPY DRIVE | Save a show to Dlite’sflash disk or to a
flash disk floppy disk.
TEXT Attach atext tag to the show.
DELETE | Showsstored onthe | FLOPPY DRIVE | Select a show from the flash disk or
flash disk floppy and delete it.
SHUT Confirmation Shut down application prior to switching
DOWN request off the power.
DIAG Instructions Test LEDs, keys, faders, and playback
diders.
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Menu Display grid Submenus Features
SYSTEM » Software version BEHAVIOR ¢ PLAYBACK STOMP
OPTIONS | | % free memory “See “Behavior |« PB GO OFF ZERO
page 154 « PAGING ON FADERS
¢ OBJECT INFO
¢ TRACK
DEFAULTS « OBJECT TIME
See “Defaults” |« DIMMER CURVE
page 155 « CHASE PATTERN
¢ SPOT HOME VALUES
e SYSTEM TIME
SYSTEM ¢ CONFIG USERS
SETTINGS + CLEAR SYSTEM
See “ Settings”
page 155
/0 e ETHERNET
See “In/Out” ¢ CONNECTTO PC
page 156 « SMPTE
« MIDI
Instructions SW UPGRADE | Replace old application software with
new application software.
Instructions OS UPGRADE | Replace old operating system software
with new system software.
Instructions PANEL Replace old panel files with new panel
UPGRADE files.
Instructions OUTPUT Replace old hardware files with new
UPGRADE hardware files.
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Menu Display grid Submenus Features
FIXT Channels, moving XY PATCH Set pan and tilt orientation.
lights, or extras Note: Available when moving lights are
selected.
DIMMERS * GM (general master) ON
¢ GM OFF
* CURVE
« PROP(ORTIONAL) PATCH
DMX Current channel, CLEAR Clear DM X addresses for the selected
ADDRS | moving light, or fixtures.
extras patch
SELECT Select aDM X address and access:
ADDRESS . CLEAR
+ 1-TO-1
PATCH Current channel, DMX ADDRS View fixture patch.
moving light, or ACCESS.
extras patch + SELECT ADDRESS
¢ CLEAR
CLEAR Clear selected fixture and DM X assign-
ment.
WIZARD Access the patch wizard to add fixtures.
SAVE Save the current patch as the system
DEFAULT default patch.
Devicesin use DEVICE e DELETE (device from the Devicesin

Uselist)

* FROM DISK - View devices stored on
flash disk or floppy disk.

DELETE DEVICE

Delete devices stored on the flash disk or
on afloppy disk.

To access the setup screen

Press SETUP. The touch screen buttons now show the Setup options.

Universal procedures

Selecting objects and fixtures, copying objects, adding text tags to objects, deleting objects, and
editing objects, follow the same basic procedures. This section provides general guidelinesfor basic
procedures. More detailed explanations appear in sections dealing with specific objects.

Show objects

Objects that can be selected, edited, copied, and stored are:
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m Scenes - alighting state.

m Chases - dynamic lighting looks.

m Chase steps - alighting state in a chase.

m QLists- containers for cues.

m Cues- alighting statein a QList.

m Libraries - user defined, tracked database of frequently used parameter settings.
m Groups - database of frequently used fixture selections.

Selecting objects and fixtures

12

You can select fixtures (channels, moving lights, and extras) and objects (scenes, chases, chase
steps, cues, QLists, snaps, groups, and libraries) using a key sequence, the touch screen grid, or the
UKSs (universal keys).

To select objects and fixtures using console keys
Press the object key (CHANNEL, SCENE, GROUP, etc.) and enter its number on the keypad.

To select objects and fixtures using the touch screen grid

1 Pressthe object key (CHANNEL, SCENE, GROUP, €tc.).
2 Tap its number on the touch screen grid.

3 Select additional objects by tapping their number on the touch screen grid.
To select objects and fixtures using UKs

Press the object key (CHANNEL, SCENE, GROUP, etc.) and press the UK that corresponds
with the object’s number.

IMPORTANT! Faders must bein Context mode when selecting objects using the UKs.

To select the next or previous fixture or object
Example: The previous selection was spot 10. Select spot 11 or spot 10.
1 PressSPOT.
2 PressNEXT or PREV.
If you pressed NEXT, spot 11 is selected.
If you pressed PREV, spot 10 is selected.
Note: Pressing SHIFT + NEXT or SHIFT + PREV, adds the next or previous fixture or

object to the current selection. Example: If the current selection is spot 10,
pressing shift + next adds spot 11 to the selection.
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Storing objects

You can store scenes, chases, chase steps, cues, QLists, snaps, groups, and libraries using a key
sequence, the touch screen grid, or the UK s (universal keys). With most objects, you generally
select fixtures and edit them before storing the object.

To store an object using console keys - method 1

1
2
3

Press STORE.
Optional - select a store option.

Select the object type by pressing its key on the editing keypad. Example: Press SCENE to
store a scene.

Choose anumber on the keypad.
PressENTER or STORE.
The object is stored. Example: If you chose number 6 on the keypad, scene 6 is stored.

To store objects using the touch screen grid - method 2

Press STORE.
Optional - select a store option.

Select the object type by pressing its key on the editing keypad. Example: Press SCENE to
store a scene.

Tap an object number on the touch screen grid.

The object is stored.Example: If you tapped number 6 on the touch screen grid, scene 6 is
stored.

To store objects using UKs - method 3

Press STORE.
Optional - select a store option.

Select the object type by pressing its key on the editing keypad. Example: Press SCENE to
store a scene.

Press the UK that corresponds with the object’s number.
The object is stored. Example: If you pressed UK 6 on the keypad, scene 6 is stored.

Note: Faders must bein Context mode when selecting objects using the UK.

13
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Store options

There are three options available when storing scenes, chase steps, and cues.

Options What is stored
INCLUDE All active output from the faders isincluded when storing the new scene,
FADERS chase step, or cue.

INCLUDE ALL Everything that comprises the stage picture isincluded when storing the
STAGE new scene, chase step, or cue. The output can originate from the cross-
fader, playbacks, faders, and editor.

ALL IF ACTIVE | For spots and channels with scrollers! If you have set alevel for only one
parameter, all the parameters are stored in the new scene, chase step, or
cue. Example: Select spot 1, set alevel for cyan. Storing anew scene using
this option includes all of spot 1's parameters in the scene. See “ Grabbing
al parameters for fixturesin the editor” page 58.

When using these store options all output that isincluded in the new scene, chase step, or cueis
captured in the editor. You can continue using the editor output to build the next object or press
RESET to put the editor in idle.

IMPORTANT! When storing the next object the last store option used is still enabled.
If you do not want to use the option, tap it to disable.

To store an object using the store options

Example: Playbacks 1 through 6 are active, outputting scenes 1 through 6. Store a new scene
that includes the fixtures active in the editor and the output from playbacks 1 through 6.

1 Fade the scenes on playbacks 1 through 6 to the desired levels.

2 Select fixtures and set levels.

3 PressSTORE.
The store options are now available on the touch screen.

4 Tap INCLUDE ALL STAGE.

5 Press SCENE and select scene a scene number.

6 PressENTER.
The new scene consists of the editor output and the output from playbacks 1 through 6.
Note: Everything that was stored in the new scene, chase step, or cueis now captured

in the editor. Either continue programming or press RESET to rel ease the fixtures and
levelsin the editor.

Updating (editing) objects

Objects can be updated, or edited, with new information from the editor or by changing the objects
properties, such as fade times or adding text tags.

When changing the objects properties, the procedure always begins by pressing EDIT.

14
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When updating exiting objects with new information from the editor you can either overwrite the
object’s content or merge the editor into the existing objects.

m Pressing STORE overwrites the data in the object with data from the editor.

m Pressing UPDATE merges new data, from the editor, into the object without overwriting the
object’s contents.

To update stored lighting looks - method 1

1
2
3

Select and edit fixtures.
Press UPDATE.

Select the object type by pressing its key on the editing keypad. Example: Press SCENE to
update a scene.

Choose the object’s number on the editing keypad.
Press ENTER.

The object is updated. The new information merged into the existing content.

To update stored lighting looks - method 2

Select and edit fixtures.
Press UPDATE.

Select the object type by pressing its key on the editing keypad. Example: Press SCENE to
update a scene.

Tap the object’s number on the touch screen grid.

The object is updated. The new information merged into the existing content.

To update stored lighting looks - method 3

1

Select the object type by pressing its key on the editing keypad. Example: Press SCENE to
update a scene.

Tap the object’s number on the touch screen grid.

3 Select and edit fixtures.

Press UPDATE.

The object is updated. The new information merged into the existing content.

To overwrite stored lighting looks

Select and edit fixtures.

Select the object type by pressing its key on the editing keypad. Example: Press SCENE to
overwrite the existing scene.

3 Choose the object’s number on the editing keypad.

Press STORE.
Dlite requests confirmation when overwriting.
Press STORE again.

The object is stored. The object’s contents has been overwritten with the new information.

15
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Deleting objects

To delete objects

1 PressDELETE.

2 Select the abject type by pressing its key on the editing keypad. Example: Press SCENE to
delete ascene.

3 Choose the object’s number on the editing keypad.
Or
Select arange of objects. Example: SCENE # - #.
4 PressENTER.
Confirmation is requested.
5 Tap OK or pressENTER.
The object is deleted.

Adding text tags to objects

You can tag al objects with text tags for easy identification. Text is entered using the touch screen
text or an externa keyboard. The maximum number of characters displayed on the touch screenis

18-20.

Fkid oS pare sku?
gkiZ preset> v
daf? ¥z
abel -

Figure 9: Touch screen text “keyboard”
To tag objects
1 Select the object.
2 PressSHIFT + COPY or tap TEXT.

The text box opens.

3 Typetext on the external keyboard or tap the touch screen text characters until the desired
character is displayed in the text field.

4 Tap OK or press STORE or press ENTER.
The object is stored with its text tag.

OR

1 PressEDIT.

2 Select the object.

3 Tap TEXT or press SHIFT + COPY.

The text box opens.

16
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Type text on the external keyboard or tap the touch screen text characters until the desired
character isdisplayed in the text field.

Tap OK or press STORE or pressENTER.
The object is stored with its text tag.

Tip! Press SHIFT for capital letters when using the touch screen text editor.

Copying objects

When copying objects, you first select the target object before selecting the source object.

To copy objects

1

2
3
4

Press EDIT.

Select the object.

Select the target object.

Press COPY.

The message Edit: Object # Copy from Object is displayed in the command line.
Select the source object on the keypad and press ENTER.
Or

Tap object number on the touch screen.

Or

With the faders in Context mode, press the object’s UK.
The target object is stored.

17
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Dlite default times

You can set default fade times for a number of operations.

For details, See “Defaults’ page 155.

Console output

Output can originate from the editor, faders, playbacks, and crossfader. Output sourceis color
coded on the external monitor.

Output sources

Source What is output Color code on the external screen
Editor Levelsfor the active parameters ¢ Red - active on the wheels
« White - present in the editor
Faders Channelsin Wide and 2 Preset modes Gray
Playbacks | Scenes or chase steps » Green (scenes)
* Red (chases)
Crossfader | Cues Light blue

Output Level Conventions

Output priority is determined by the parameter definition as defined in the Device Builder.
(See “Device Builder” page 167.) Dimmers, normally channels, are usually output as HTP,
athough for moving lights dimmers may also be LTP. Most other parameters are output as LTP.

HTP (Highest Takes Precedence)

Intensity output works according to HTP (Highest Takes Precedence). When the dimmer is
controlled by more than one source, the highest intensity level between the sourcesis output.
Example: Channel 6isin scene 1 @50%, in scene5 @ FL, and in scene 9 @ 25%. Scene 1is
loaded to playback 1, scene 5 to playback 5, and scene 9 to playback 9 and al the playback sliders
arefull, therefore channel 6 is output according to its dimmer setting in scene 5 (FL). Pulling down
playback 5 fades channel 6 to 50% as output from scene 1 on playback 1.

LTP (Latest Takes Precedence)

Thelast playback device that executed a playback command grabs output priority. Go commands, a
dlider moved off its 0% limit, and pressing the flash key are playback commands.

Most parameters, except dimmer, usually work on the principle of LTP (Latest Takes Precedence).
LTP parameters may fade or jump between values.

18
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General master control

The general master controls the dimmer output for the entire console, itslevel overriding al other
playback devices. The general master consists of adlider and a black out key.

Use the dlider to determine the upper output level. The black out key can be used for a quick
blackout of al dimmer output.

The general master can also be used for rate control. The rate level set by the general master affects
the rate on all playback devices.

[ Black out conscle oufput

(=] Togdle rate master / dirmmer master

Figure 10: General dimmer and rate master

Getting help

Dlite features key help. When in help mode, pressing a key displays a help screen for the selected
key.

elect Chazez for editing
r for assignment to
1aybacks

Figure 11: Typical help screen
To view help

Example: View the help screen for chases,

Press HELP and then press CHASE.

19
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Chapter 2 Patching

This chapter includes:
m About patching (see page 21)
m Setting the number of fixtures and assigning DM X addresses (see page 22)
m Viewing the patch (see page 29)
m DM X channel properties (see page 30)

About patching

When beginning work on a new show, you must:
m Define type of devices used in the show
m Set the number of fixtures for each device
m Patch the fixturesto DM X addresses
Three types of fixtures can be patched:
m Channels (Chns)

m Spots
m Extras (other DM X controlled devices)

Channelstypically use one DM X channel. Spots use more than one DMX channel, depending on

the number of parameters in the particular device.

When accessing the patch for the first time, you can choose to use the patch wizard for basic

patching or tap MORE...to access additional patch options. Basicaly:

m Use the patch wizard for configuration and assigning DM X addresses.

m Use the features available under MORE... for soft patching, assigning DM X addresses, editing

the patch by clearing DM X addresses, deleting and updating devices.

21
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The patch is accessed by pressing SETUP to display the setup screen.

oad Save Delete System
Options
u Patch |- 3 i =
V . il ho. .
DMK
Rddr= 2. e . 3. 8.
Fixt H. 9. 11 9.
i Ho.51 5. 20
~Setup: Select Dperation:
Back Page
<<

Figure 12: Setup screen

Tip! Use SHIFT + SETUP for quick access to the patch screen.

Setting the number of fixtures and assigning DMX
addresses

The patch work flow is:

1. Access the patch menu and choose the patch wizard or MORE....
Select the fixture type by pressing CHANNEL, SPOT, or EXTRA.
Select the number of fixtures to add to the show.

Select the start number for the first fixture.
Set the starting DM X address.

S L O

Select the device type from the device list.
7. Assign DMX addresses.

Dlite boots up with 48 or 72 channels (depending on the Dlite model) already patched to DM X
connector 1 and consecutively numbered from DM X address 1. See “ Storing a default patch”

page 33.

Note: In Dlite Compact, there are no patched channels on start up.

Patch wizard

The patch wizard simplifies configuring the system for fixture types and assigning DM X addresses
one DM X address to one fixture number:

m For channels - Thefirst channel fixture is patched to the first DM X start address, the second
fixture to the next DM X address,, etc.

m For spots - Thefirst spot is patched to the DM X start address. Dlite automatically patches the
next spot to the next available DM X address. Theinterval depends how many DMX channels
are used by the type of spot.

22
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Save s More. ..
Default
CHANNELS VIZARD:

Patched Chns: 24
fet no. of Chns to add: L]
fet starting no. for Chns: 25

Patch Chns starting at DMX address: 861

>~ WHzard: <use wheels to =zet values>

ndd # | Store

@@@

Figure 13: Patch wizard - main screen

start Back | Patch

In the patch wizard, use the wheels or the keypad to set numeric information.
m Wheel 1 - Set the number of fixtures you are intending to add.
m Wheel 2 - Set the start number for the channels, spots, or extras.
m Wheel 3 - Set the starting DM X address.

To access the patch wizard

1 PressSETUP.
2 Tap PATCH.
The touch screen is now in patch mode.
3 Click YES to use the patch wizard.
Existing fixtures and free DM X addresses are displayed.

To navigate the fields and use the numeric keypad

1 Navigate fields, (adding fixtures, setting the fixture start number, or the starting DM X
address), by pressing —.

A small arrow indicates the active field.
2 Enter the numerical data using the numbers on the console's keypad. or the wheels.
To clear an entry

Press CE.

To enter an address in DMX universe 2

Use the keypad to enter an absolute value higher than 512. Example: for DM X universe 2,
offset 1 enter 513.

OR

Enter the universe number and then the offset separated by /. Example: for DM X universe 2,
offset 1 enter 2/1.

23
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Patching channels

Channels are, typically, lighting fixtures that use 1 DM X channel to control dimmer intensity.

To patch channels
1 Follow the steps to access the patch wizard.
Press CHANNEL.
Use wheel 1 or enter a number on the keypad to set the number of channels being added.
Set the first fixture number for the channels you are adding.
Set the starting DM X address.
Press STORE or ENTER to store and continue.

o o~ wWN

A list of the patched channels and their DM X addresses is displayed.

.Ch .Ch .Ch
ool 0oz 003

Figure 14: Channels patched to DMX port 1 addresses
7 TapOK.

The main patch wizard page is displayed.

8 Optiona - To continue, press SPOT to patch spots, press EXTRA to patch extras, or to add
channels repeat steps 3 though 7.

9 PressRESET to exit the patch wizard.

Patching spots

Spots, or moving lights, arelighting devices that have more than one parameter. spots may have pan
and tilt, color, beam shaping, and focus parameters. Generally, each parameter requires one DM X
channel, therefore a spot device is patched to more than one DM X address. When patching spots
Dlite automatically patches the required number of DMX channels to the device.

To patch spots

1 Follow the steps to access the patch wizard.
Press SPOT.

Set the number of spots being added.

Set the start number.

Set the starting DM X address.

Tap NEXT.

o g b~ WN

A list of devicesin useisdisplayed. Thelist is appearsin aphabetical order. The default
deviceis channel.

7 If your device does not appear in the list of devicesin use, tap FROM DISK.
A list of the device types, stored on Dlite's flash disk. is displayed.
8 Choose adevice from thelist. Use whedl 3 or the arrow keysto scroll the devicelist.

9 Tap STORE to apply.

24
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10 Tap OK.
A list of the patched spotsis displayed.
11 Press RESET to exit the patch wizard.
Note: If the device you need does not appear in thelist, insert the supplied floppy disk
into the floppy drive, and tap FLOPPY DRIVE. If the device is not found on the

floppy disk, check www.compulite.com/download for updates or use the
Device Builder to configure it yourself.

Patching extras

Extras include smoke machines and other DM X controlled devices. Extras are similar to the spot
patch behavior, asthey usually require more than one DMX Address

To patch extras

1 Follow the steps to access the patch wizard.
Press EXTRA.

Set the number of extras being added.

Set the start number.

Set the starting DM X address.

o o~ WN

Click NEXT to advance to the next step.
A list of extrasin useis displayed.

7 If thedevice has not been used and istherefore not availablein thelist of devicesin use, tap
FROM DISK.

8 Choose the device from the list.
9 Click STORE to apply.
The patched extras and their DM X addresses is displayed on the touch screen.
10 Tap OK to return to the main patch screen.
11 Press RESET to exit the patch wizard.

More patch features

Additional patch features are available when tapping MORE... in patch mode.

The features available are:

m Setting DM X addresses. Use this when soft patching (patching more than one dimmer to a
fixture number), patching scrollers, patching external dimmers.

m Clearing DM X addresses
m Deleting fixtures
m Deleting devices from the flash disk or floppy disk.

25
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Addr=s Default
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Device
B. 5 1. e
Q. Lo, . 2.
~Setup: Patch Select:
Device Back Page
<

Figure 15: More patch features display

To access more patch features

1
2

3

Press SETUP.
Tap PATCH.
The touch screen is now in patch mode.

Tap MORE....

Patching and clearing DMX addresses

26

Instead of using the patch wizard, you can manually set DM X address.

One fixture channel can control more than one dimmer by patching the channel to more than one
DMX address. Thisis known as soft patching. Example: a number of PAR cans always work
together. You can control all these PAR cans through one fixture channel.

DMX

address assignments are protected from accidental overwriting. To overwrite afixture's

DMX address, you must first clear the current address.

To patch a channel to multiple DMX addresses (soft patch)

Example: Patch DM X address 101, 201, 301, 401, to channel 11 which is currently patched to
DMX 11.

1
2

N O 0o MW

Press SETUP.

Tap PATCH.

The touch screen is now in patch mode.

Tap MORE....

Select channel 11.

Tap DMX ADDRS.

Tap SELECT ADDRESS.

Tap the new address. In this example, tap 101, 201, 301, 401. Page the DMX address
display as required.

Tap SET.

Fixture channel 11 controlls dimmers 11, 101, 201, 301, and 401.
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To unpatch fixtures

Press SETUP.
Tap PATCH.

The touch screen is now in patch mode.

3 Tap MORE....

Tap DMX ADDRS.

You are prompted for afixture channel number.
Select channel 10.

Tap CLEAR.

Channel 10s DMX addressis cleared. Asterisks (***) are displayed instead of the DMX
address.

To unpatch dimmers

Press SETUP.

Tap PATCH.

The touch screen is now in patch mode.
Tap MORE....

Tap DMX ADDRS.

Tap SELECT ADDRESS.

You are prompted for aDMX address.
Select channel 10.

Tap CLEAR.

Channel 10's DMX addressis cleared. Asterisks (***) are displayed instead of the DM X
address.

To change DMX addressing

Example: Fixture channel 10 is patched to DM X channel 10. Patch it to DM X 22.

1
2

Press SETUP.

Tap PATCH.

The touch screen is now in patch mode.

If necessary, tap MORE....

Tap DMX ADDRS.

You are prompted for a fixture channel number.
Select channel 10.

6 Tap CLEAR.

Channel 10's DMX addressis cleared. Asterisks (***) are displayed instead of the DM X
address.

Tap SELECT ADDRESS.
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8 Tap the new address. In thisexample, tap 22. If the required address does not appear on the
touch screen, use the arrow keys or the page wheel to page the DM X address display.

9 Tap SET.
Fixture channel 10 is now patched to DMX address 22.

Note: If you are overwriting DM X address, a warning message appears. Choosing No,
exits the procedure.

Deleting fixtures

To delete fixtures

1 PressSETUP.
2 Tap PATCH.
The touch screen is now in patch mode.
If necessary, tap MORE....
4 Press CHANNEL, SPOT, or EXTRA and select the fixtures for deletion.
5 Tap CLEAR, ON the touch screen, or press DELETE.

Patching scrollers

Channels with scrollers are defined as unique devices. The device list contains 4 channel/scroller
devices:

m Ch+Scrl 11F(rames)
m Ch+Scrl 16F(rames)
m Ch+Scrl 20F(rames)
m Ch+Scrl 32F(rames)

These devices use 2 DM X channels; one channel that controls the fixture’'s dimmer and a second
DMX channel that controls the scroller mounted on the fixture. It is necessary to select only the
fixture's channel number to access the dimmer and the scroller.

To patch scroller channels

Example: Patch the dimmer of scroller channels 1 through 12 to DM X address 1 through 12.
Then patch scrollers 1 through 12, mounted on the fixtures, to DMX 101 through 112.

1 PressSETUP.

2 Tap PATCH.

The LCD screen isnow in patch mode.

Tap MORE....

Press CHANNEL and select the channel numbers.

Tap DEVICE.

Select the Ch+Scrl device with the appropriate number of frames.

N O oMW

Tap SET.
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8 Select the channels and tap DMX ADDRS.
9 Tap SELECT ADDRESS.
10 Tap DMX address 1 to select it.
Dlite will automatically set consecutive DM X addresses for the selected channels.
11 Tap SET.
12 Select the channels again.
13 Tap SELECT ADDRESS.
14 Tap SCROLLER.
15 Page until DM X 101 isvisible and tap to select it.
Dlite will automatically set consecutive DM X addresses for the selected scrollers.
16 Tap SET.

IMPORTANT! The scroller’slocal address and its DM X address must be identical.

Patching spot external dimmers

Some spots use a separate external DM X address for dimming.

To patch external dimmers (spots)

Example: Patch DM X address 300 to spot 1 and DM X address 320 to spot 1.
Patch the spots using the patch wizard.

Tap MORE....

Tap DMX ADDRS.

Select the fixtures that use external dimmers.

Tap SELECT ADDRESS.

Tap EXTERN(a).

Choose addresses by tapping them.

0 N O o b~ W N P

Tap SET.

Viewing the patch

The patch is displayed on an external monitor in spread sheet format. If you are not using an
external monitor, the patch can be viewed on the touch screen.

To view the entire DMX grid

1 PressSETUP.
2 Tap PATCH.
3 Tap DMX Addresses.
The complete patch information is displayed on the external monitor.
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4 Usethe up and down arrows or the page wheel to page the display.

To view the spot, channel, or extra patch
1 PressSETUP.
2 Tap PATCH.
3 PressCHANNEL, SPOT, or EXTRA.

The patch information is displayed on the touch screen and on the external monitor.

To page the spot, channel, or extra patch
1 Pressand hold CHANNEL, SPOT, or EXTRA.
2 Turnwhee 1 to page the display.

DMX channel properties

DMX channel properties can be modified.
m Set dimmer curves
m Set aproportional patch
m Enable GM control

m Change pan and tilt orientation - invert or swap pan and tilt.

Dimmers

X¥ptch

L. Scfo00l

. Sofo002

2. Sofo003

B.S5cfo004

G.Chf2005

£ .Ch/o006

[1.Chf2007

[B.Chfo008

B . Chf2009

L0 Ch/2010

i1 Chfo0il

L2 Chfo012

FSetup: Fixt prop Select: Chn

Figure 16: DMX properties screen

Proportional Patch

30

The proportional patch defines the dimmer intensity limits. Example: The output for a channel
proportionally patched at 60%, when the dimmer wheel is at FL, the output level is actually 60%.

DMK GM on GM off Curire
Port 2
L. omf6n _gmf&0 B _omf60 _gmf&0
Linear inear Linear inear
4 4

Figure 17: Proportionate patch display
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To define the proportional patch
Example: Set 60% as the highest level output for dimmers 10-12.
1 PressSETUP.
2 Tap FIXT.
The DMX Channel screen is displayed.
3 Tap DIMMERS.

Dimmer information (curve, proportiona patch, and GM status) is displayed on the touch

screen and the external monitor.

Select the dimmers.

Tap PROP. PATCH.

Use wheel 1 to set the dimmers Full level at 60%.

~N o o1 b~

Tap OK.

Dimmer curves

The dimmer curve isthe dimmer behavior when fading from 0%-100%. There are 5 dimmer curves

available.
Curve Type | Description System | Output
Linear Dimmer behavior default. 10% 10%
Inverted Output isinverted 10% 90%
Non-dim Output is either 0 or FL < 50% 0
> 50% FL
Park Dimmer output level isaways at the parked level. — —
Dimmers can only be parked at 100%.
Preheat The dimmer is always maintained at 5%. — 5%
Pulse The dimmer fades from 0% to Full and back to 0%. 0% 0%
50% Full
Full 0%
25% -100% The dimmer begins its fade when reaching 25%/

To set the dimmer curve

Example: Set preheat for dimmer 10.
1 PressSETUP.
2 Tap FIXT.

The DMX Channel Properties screen is displayed on the touch screen. The patch is
displayed on the external monitor.

3 Tap DIMMERS.

Dimmer information is displayed on the touch screen and the external monitor.
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Select the dimmers.
Tap CURVE.

Tap PREHEAT.
Tap OK.

GM on or GM off

By default, al dimmers are under general master control. You can remove dimmers from general
master control. Thisis used for fixtures that should never go to black.

To remove dimmers from general master control

Example: Remove channel 10 from general master control.

1
2

4
5
6

Press SETUP.
Tap FIXT.

The DMX Channel Properties screen is displayed on the touch screen. The patch is
displayed on the external monitor.

Tap DIMMERS.

Dimmer information (curve, proportional patch, and GM status) is displayed on the touch
screen and the external monitor.

Select the dimmers.
Tap GM OFF.
Tap OK.

To return dimmers to general master control

Example: Remove channel 10 from general master control.

1
2

Press SETUP.
Tap FIXT.

The DMX Channel Properties screen is displayed on the touch screen. The patch is
displayed on the external monitor.

Tap DIMMERS.

Dimmer information (curve, proportiona patch, and GM status) is displayed on the touch
screen and the external monitor.

Select the dimmers.

5 Tap GM ON.

Tap OK.

Pan and tilt orientation

Sometimes spots are positioned so that the pan and tilt movement is not logically oriented to the
trackball. For example, one spot may be positioned with its head pointed to stage right, one with its
head pointed stage left, and another one lying on its back somewhere upstage.
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You can change the axes orientation, so work with the trackball islogical.

Symbols XY Patch

-Y Invert tilt
-X Invert pan
Xey Swap pan and tilt

NORMAL Return pan and tilt to normal orientation

Each fixture selected is automatically turned on so you can check the orientation using the X/Y
wheels or the trackball.

To set pan and tilt orientation

Example: Swap pan (X) and tilt (YY) orientation for fixtures 1 through 5.

1
2

Press SETUP.
Tap FIXT.

The DMX Channel Properties screen is displayed on the touch screen. The patch is
displayed on the external monitor.

Select spots 1 through 5.

The dimmers for spots 1 through 5 are automatically turned on so you can check their
orientation.

Tap XY PATCH.
TapX © Y.
Tap OK.

Tip! Use +/- keysto scroll through fixtures and set their orientation. Lock the X or the Y-
axis to check orientation on each axis.

Storing a default patch

You can save a specific patch as default patch. The default patch is not erased after clearing all
system data (See “Clear System” page 156). Each new show you open aready contains the default

patch.

To store a default patch

1 Follow the regular procedure for patching fixtures.

2 When patching is complete, tap SAVE AS DEFAULT.

Dlite always reverts to this patch after cold start.
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Patching in the editor
You can change the patch or patch any unpatched fixtures (channels, spots, extras) using the
keypad’'s' DIM key. Patch functions that can be done in the editor:
m Clearing patch
m Patching fixturesto DMX offsets

DM X numbers can be entered as absolute numbers or in port/DM X channel format. Example: 513,
or 2/1.isDMX channel 1 on port 2. Dimmer numbers can also be selected on the touch screen grid
in DMX Address mode or on the UKs.

Viewing the patch

You can view the patch on the touch screen grid or on the external monitor. DMX PORT 2 on the
touch screen toggles between viewing port 1 and port 2.

To view the patch
1 PressDIM.
The grid shows the DM X addresses on the selected port and the patched fixtures.
2 Tap DMX PORT 2 toggle between DMX port 1 and DMX port 2.

To view the patch for specific fixtures
1 PressDIM.
The grid shows the DM X addresses on the selected port and the patched fixtures.
2 If necessary, tap DMX PORT 2 toggle between DM X port 1 and DMX port 2.
3 Press CHANNEL, SPOT, or EXTRA.
The grid shows the selected fixture type and the fixture's DM X addresses.

Patching fixtures

To patch a single fixture
Example: Patch channel fixture 5 to DM X address port 1 dimmer 50.
Press CHANNEL and 5 to select the channel.
Press DIM.
Enter the dimmer number on the numeric keypad.

PressENTER or STORE.

g A W N P

Press RESET to exit the DM X port display.
OR

1 Press CHANNEL and 5 to select the channel.
2 PressDIM.
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Press 1 (the port) / (slash) 50 (dimmer) or use the direct dimmer number, in this example,
50.

PressENTER or STORE.
Press RESET to exit the DM X port display.

Press CHANNEL and 5 to select the channel.

Press DIM.

The touch screen isin DMX Address mode.

Page until dimmer 50 is visible and tap dimmer 50 to select.
Tap SET.

The new DM X offset for channel 5 is stored.

Press RESET to exit the DM X port display.

To patch arange of fixtures

Example: Patch channels 1 through 10 to dimmers 51 through 60.

1
2

5

Select channels 1 thorugh 10.

Press DIM.

The touch screen isin DMX Address mode.

Select DMX 51 either on the keypad or on the touch screen.

Press ENTER or STORE or tap SET.

Channel 1 is patched to DMX 51, channel 2, to DMX 52, channel 3to DMX 53, etc.
Press RESET to exit the DM X port display.

To patch scrollers

Example: Patch scrollers for channel fixtures 4 through 8 to DM X addresses 104 through 108.

1

g b~ W N

Select channels 4 through 8.

Press DIM.

Tap SCROLLER.

Enter the first DM X address, in this example the first DM X addressis 104.
PressENTER.

Or

Tap SET.

The scroller patch is stored.

To patch more than 1 DMX address to a channel (soft patching)

Example: Patch Port 2, DM X addresses 12 - 24 to channel 1.

1
2

Select channdl 1.
Press DIM.
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The touch screen isin DMX Address mode.
3 Select the DMX addresses on the keypad: 2/12 = 2/24.
4 PressENTER or STORE.

Press RESET to exit the DM X port display.

To clear patching
Example: Clear the patch assignment for channel 5 which is patched to port 1, DMX offset 5.
1 PressDIM.
The touch screen isin DMX Address mode.
2 Select dimmer 5.
3 PressDELETE.
Confirmation is requested.
4 PressDELETE or ENTER or tap OK.
The DMX addressis cleared. Now anew DM X offset can be set for channel 5.
5 PressRESET to exit the DMX port display.
OR
1 PressDIM.
2 Select dimmer 5.
3 Tap CLEAR.
You are prompted to confirm the delete command.
4 PressDELETE or ENTER or tap OK.
The DMX addressis cleared. Now anew DM X offset can be set for channel 5.
5 PressRESET to exit the DMX port display.

Using park

Fixture parameter levels, dimmer levels, and scenes can be parked at specific levels. Parked items
constantly output at their parked level and do not respond to level changesin the editor or to the
general master.

Note: Thegeneral black out key (B.O.) overrides parked items.

Pressing PARK, displays the park options on the touch screen.

Park Options What it does

PARK Park selected items at the specified levels.
UNPARK Free the selected items from their parked state.
UNPARK ALL Free the all parked items from their parked state.
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To park fixture parameters
1 Select the fixtures. Select the parameters you want to park and set the parked output level.
2 PressPARK. The park options are displayed on the touch screen.
3 Tap PARK.
4 Tap OK to exit the park options screen.

To park DMX channels

1 PressPARK.

The park options are displayed on the touch screen.

2 Tap PARK DIMMER.
DMX port 1 or 2 is displayed on the touch screen grid.
If necessary, toggle DMX PORT 2 to display the correct DM X port.
Select the DM X channels.
Tap PARK.

o o1~ W

Tap OK to exit the park options screen.

To unpark fixture parameters

1 Select the fixtures. Select the parameters you want to unpark.
2 PressPARK.

The park options are displayed on the touch screen.
3 Tap UNPARK.

The selected parameters are removed from their parked state.
4 Tap OK to exit the park options screen.

To unpark DMX channels

1 PressPARK.

The park options are displayed on the touch screen.

2 Tap PARK DIMMER.
DMX port 1 or 2 is displayed on the touch screen grid.
If necessary, toggle DMX PORT 2 to display the correct DM X port.
Select the DM X channels,
Tap PARK.

o o1~ W

Tap OK to exit the park options screen.

To unpark everything
1 PressPARK.
The park options are displayed on the touch screen.
2 Tap UNPARK ALL.
3 Tap OK to exit the park options screen.
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Testing dimmers

38

You can test the DM X channels. In test mode, the selected dimmer is automatically set to 80%.

To test dimmers

1 PressPARK.
2 Select aDMX address on the touch screen grid.
3 TapTEST.
The selected dimmer turns on at 80%.
4 PressNEXT or PREV to cycle through the dimmers.
5 PressRESET to exit.

OR
1 PressDIM and select a dimmer number.
The patch is displayed on the external monitor.
2 PressSHIFT + PARK.
The park screenis displayed. TEST is selected.
Dimmer 1isturned on at 80%. All other dimmers are forced to zero.
3 Press PREV or NEXT to cycle through the dimmers.
4 EXit by pressing RESET or clicking OK.



Chapter 3 Selecting Fixtures and Setting
Levels

This chapter includes:
m Selecting fixtures (see page 40)
m About groups (see page 44)
m Resetting the editor (see page 47)
m Activating spots (see page 48)
m Setting parameter levels (see page 48)

About selecting fixtures

Fixtures must be selected, so they are available for editing. Parameter levelsfor the selected fixtures
are output from the editor and comprise al or part lighting look. The lighting look can be stored as
ascene, achase step, or acuein aQList (See“ Show objects’ page 11).

The touch screen has a context sensitive display mode for each fixture types. The touch screen
includes soft buttons relevant to the fixture type and a touch screen grid that shows the fixtures, the
currently selected parameter, and the parameter’s output level. The touch screen grid can be used to
select fixtures.

Press What the touch screen Soft Buttons
shows
CHANNEL  All channels. Intensity levels = FAN « STEP UP
for channels. e ALL IF ACTIVE  STEP DN
¢ FLASH « RELEASE
« HOME « EXCLUDE

* LAST INT (ensity) * INCLUDE

EXTRA All extras. Parameter levels e FAN e STEP UP
for extras. « ALL IF ACTIVE ¢ STEP DN

* FLASH * RELEASE

« HOME « EXCLUDE

» LAST INT (ensity) * INCLUDE

GROUP Theexisting groupsand their  » LAST SELECTION
text tags. e SELECT EDITOR
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Press

What the touch screen
shows

Soft Buttons

SPOTS

All spots. Parameter levels * FAN STEP UP
for spots. e ALL IF ACTIVE STEP DN
e FLASH EXCLUDE
+ HOME INCLUDE
» LAST INT (ensity) FLIP
« RELEASE HOMEF, C, B

ATTENTION! When soft button text isitalicized, pressing SHIFT displays more options.

Selecting fixtures

Fixture selections can be made on the touch screen grid on the touch screen, by pressing the faders
Universal Keys, using console keys, or on the external monitor. The faders must be set to Context
(sensitive) mode to select fixtures using the UK.

Note: Although Dlite Compact has no faders, the playbacks SELECT keys can be used

to select objects.

Selecting fixtures using the console keypad

Console keys used for fixture selection

Key What it does

SPOT Set the keypad for spot selection.

CHANNEL Set the keypad for channel selection.

EXTRA Set the keypad for extra selection. Extras are DM X controlled devices,
such as smoke machines.

0-9 Use for numeric entries.

-> ‘Thru’ for range selections.

— Use to remove a channel/spot form arange selection.
Example: CHANNEL, 1, =, 5, —, 4, selectschannels 1, 2, 3, 5.

+ Functions as an “and” key when used between channel selections.
Example: CHANNEL, 1, +, 3, +, 7, +, 11, selects channels 1, 3, 7, and 11.

o Makes the last selection available.
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To select a single fixture

SPOT, 1

Spot is displayed in the command line. All spot 1 parameters can now be selected and
edited using the parameter wheels or console keys.

CHANNEL, 1
Chn1 is displayed in the command line. You can how set a dimmer level for the channel.
EXTRA, 1
Extral isdisplayed in the command line. You can now set alevel for the extra’'s parameters.
To select a sequential range of fixtures
SPOT, 1, -, 24. Selects all the spotsin the range.
CHANNEL, 1, -, 24. Selects all the channelsin the range.
EXTRA, 1, -, 20. Selects all the extrasin the range.
To select a non-sequential range of fixtures
SPOT, 1, +, 6, +, 9. Selects spots 1, 6, and 9.
CHANNEL, 1, +, 6, +, 9. Selects channels 1, 6, and 9.
EXTRA, 1, +, 6, +, 9. Selectsextras 1, 6, and 9.
To remove fixtures from a range selection

SPOT, 1, 2, 24, —, 12. Selects al the spotsin the range except spot 12.
CHANNEL, 1, 2, 24 —, 12. Selects all the channelsin the range except channel 12.
EXTRA, 1, 2, 20 —, 12. Selects al the extrasin the range except extra 12.

To cancel a selection

1 PressRESET.

To retrieve the last selection

1 Pressthe fixture type (channel, spot, or extra).

2 Press ®. Thefixturesin the last selection are now available for editing.

Selecting fixtures using the universal keys

A quick way to select fixturesisto use the U(niversal) K(eys).

ATTENTION! UKs are active when the faders are in Context mode.

To select fixtures

1 Select thefixture type by pressing CHANNEL, SPOT, or EXTRA.
2 Pressthe UKsthat correspond to the fixture numbers.
The respective UK LEDs are blinking. The fixtures are selected and can be edited.
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To deselect fixtures

Pressing a UK with a blinking LED (selected) removes the fixture from the selection.

To select a range of fixtures
1 Select the fixture type by pressing CHANNEL, SPOT, or EXTRA.
2 Pressthefirst UK in the range.
3 Pressand hold SHIFT and press the last UK of the range.
The LEDs for the selected range blink.

Selecting fixtures on the touch screen

You can select fixtures on the touch screen’sfixture grid. Thefixture grid isdisplayed after pressing
CHANNEL, SPOT, or EXTRA.

Edit Fan A1l If Flash
Library Active .

Eeo- .15 p.20 f.25 i)J 1 Intensity level
Zude Fh fn fn B

* Channel number
Rele- Foap a5 [t 50 g_55 Last

ase Iy fn fn fn Int..

B_70 o 50 i 30 L2 _FL

Fr Fn Fn = A black corner represents channels active on the wheel

> Chnl2 Dimmer
TIME In : Cut Out : Cut

Tiaw | | | Page

Dimmer is the active parameter
Figure 18: The touch screen in fixture mode showing channels
To select fixtures
1 Select thefixture type by pressing CHANNEL, SPOT, or EXTRA.
Thelive gird is now displayed.
2 Tapthelive grid numbersto select fixtures.
The selected fixtures appear on adark field. The fixtures' parameter levels can be set now.

Note: Thelive spot display shows the selected parameter.

To deselect fixtures

Tapping a selected fixture removes it from the selection.

To select a range of fixtures
1 Select thefixture type by pressing CHANNEL, SPOT, or EXTRA.
2 Tapthefirst fixturein the range.
3 Pressand hold SHIFT and tap the last fixture of the range.
The selected fixtures appear on adark field.
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Selecting fixtures on the external monitor
Fixtures can be selected on the external monitor also.

To select fixtures on the external monitor

Click on the spot, channel, or extralive displays, aswell asthe UK section, on the external
monitor. When selected the cell appears on adark field.

To deselect fixtures on the external monitor

Click again on the spot, channel, or extrain the live displays. The fixture now appears on a
light field.

Identifying fixtures

If there are many fixtures active, you may want some help identifying afixture. Dlite’s flash feature
can help you do this, by flashing the dimmer for the selected fixture.

To flash a fixture

1 Select thefixture.
2 Tap FLASH on the touch screen.
The selected fixture's dimmer flashes.

Command line numerical default

A command line default can be set so Dlite recognizes the first number entered as a belonging to
the default object. The default selection makes it unnecessary to select the object type. The
command line numerical default can be set for:

m Spot selection
m Channel selection
m Extra selection

To set the command line selection default

Example: Set the command line default for spot or channel.

1 PressSPOT twice. Spot appears in the command line. Dlite now recognizes the first
number selection as a spot selection, making it unnecessary to press this key before the
number selection.

OR

1 Press CHANNEL twice. Chn appearsin the command line. Dlite recognizes the first
number selection as a channel without needing to press this key.

Note: In the selection sequences examples, the instruction to press the keys SPOT or
CHANNEL isincluded for clarity. If the command line default is appropriate to
the type of fixture selection there is no need to press these keys.
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About groups

Groups are collections of frequently used fixture selections. They are used for quick selections.
Groups can be combined and manipulated like all other selection sequences. Dlite supports 108
groups. 60 groups can be defined by you, 24 generic system generated groups, and up to 24 groups
for devices.

Dlite automatically creates fixture groups according to the patched devices. You can, of course,
define groups to suit your show and work methods.

Auto Group # Auto Group

61 All Chns (channels)

62 Even Chns (channels)

63 Odd Chns (channels)

64 3rd Chns (every third channel)
66 All spots

67 Even spots

68 Odd spots

69 3rd spots

from 70 One group for each device type

Auto Groups cannot be edited or updated manually. They are updated when fixtures are deleted
from or added to the patch.

Working with groups

Groups are stored, updated, and copied like all other objects.

Storing groups

Groups can contain any number of fixtures and fixture types.

To store groups
1 Select fixtures using any selection sequence.
2 PressSTORE.
3 Press GROUP and enter a number on the numeric keypad.
4 PresseNTER
The group is stored
OR
1 Select fixtures using any selection sequence.
2 PressSTORE.
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3 PressGROUP and select agroup number using the touch screen grid, or, if the fadersarein

context mode, the UKs.

The group is stored

Tip! The selection order is saved with the group. Selection order controls how effects and
fan are applied to the selection.

Deleting groups

To delete groups

4

Press DELETE.

Select the group or select more than one group: GROUP # - #.
Press ENTER.

Dlite requests confirmation.

PressENTER again or tap OK.

OR

1
2

3

Copying groups

Press DELETE.

Select the group on the touch screen grid.
Confirmation is requested.

PressENTER again or tap OK or tap DELETE again.

To copy groups

Example: Copy group 4 from group 2.

1
2

Press EDIT.
Press GROUP.
The Edit Group screen is displayed
Select the target group - group 4.
Tap COPY.
The message Edit: Group 4 Copy from Group is displayed in the command line.
Select the source group 2 - on the keypad and press ENTER.
Or
Tap number 2 on the touch screen.
Or
Press UK 2 with the fadersin Context mode.
Group 4 is stored.
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Editing groups

To add fixtures to groups

1
2
3

Select the fixture(s).

Press UPDATE.

Press GROUP.

The touch screen shows the existing groups.

Tap the target group on the touch screen. The message Group Stored is displayed.
Or

Choose the target group’s number on the keypad and press ENTER.

To remove fixtures from groups

o o1~ W

Press EDIT.

Select the group.

The touch screen displays the fixtures in the selected group.

Press CHAN, SPOT, or EXTRA to select the type of fixture.

Select the fixture(s) using the keypad or tap the fixture(s) on the touch screen.
Press RELEASE.

Press UPDATE.

The message Group Stored is displayed.

Adding text tags to groups

Giving meaningful text tags to groups makes it easy to identify them. Groups' text tags are
displayed on the touch screen in Group mode.

To add text tags to scenes

Example: Tag group 5.

a A W N P

Press EDIT.

Press GROUP.

Select group 5.

Tap TEXT and type your text on the keyboard or use the soft keyboard on the touch screen.
Press ENTER or STORE or tap OK.

Using groups to select fixtures

To select fixtures using groups

1
2

46

Press GROUP.

Tap the group on the touch screen or choose the group number on the editing keypad or
press the UK, with the fadersin Context mode, corresponding to the group number.

The fixtures in the selected group are now available for editing.
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To select arange of groups

1 PressGROUP.

2 Select arange of groups using the editor keypad (# = #) or the UKs.
To remove a group from the selection

Press SHIFT + GROUP # to remove a group from the range selection.

Selecting the last selection
You can instantly recall the last selection

To recall the last selection

1 Press GROUP.
2 Tap LAST SELECTION.

The last selection is now active.

OR
1 Select afixturetype by pressing CHANNEL, SPOT, or EXTRA.
2 Presse.

To select the active editor

Example: Some channels and spots are active in the editor. You want to select all of them.
1 PressGROUP.
2 Tap SELECT EDITOR.

All the fixtures in the editor are selected.

Resetting the editor
Resetting the editor clears all selections and levelsin the editor.

To reset the editor
Press RESET. All levels held in the editor are released in a 2 second fade.

Or
Press RESET RESET quickly. All levels held in the editor bump out.
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Activating spots
CONTROL isadedicated key for spot ignition, shut down, and reset.

To turn the lamp on
1 Select the spots.
2 PressCONTROL.
3 Thetouch screen is now in control mode.

4 Tap LAMP ON.

To turn the lamp off
1 Select the spots.
2 Press CONTROL.
The touch screen is now in control mode.

3 Tap LAMP OFF.

To reset spots
1 Select the spots.
2 Press CONTROL.
The touch screen is now in control mode.

3 Tap RESET.

IMPORTANT! The lamp on, lamp off, and reset are mapped to a dedicated control
channel by the device’'s manufacturer.

Setting parameter levels

Channels usually have 1 parameter, usually dimmer. Spots contain more than one parameter. The
number and type of parameters controlled by a spot depends on the type of device.

Spot parameters are organized into parameter banks:
m Focus (F)
m Color (C)
m Beam (B)

Parameter bank | Possible parameters

F(ocus) Dimmer, strobe, pan, tilt, movement speed
C(olor) Cyan, yellow, magenta, color wheels, color speed.
B(eam) Focus, zoom, iris, gobo wheels, prism, gobo spin
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Parameter levels are set using:
m Wheels
m Editing keypad

Wheels in parameter mode

When fixtures are selected, the wheels are available for setting parameter levels. The first wheel
defaults to dimmer (intensity) for both channels and spots. For multiparameter spots, the wheels are
organized in banks according to the parameter type. Parameters are organized into F(ocus), C(olor),
or B(eam) types. Dimmer belongs to parameter type F(ocus).

Wirhesl 1 wihesl 2 Withesl 3
Figure 19: Wheel assignments are displayed on the touch screen above the wheels

Paging wheel banks

If the number of parametersin the selected bank exceed three parameters, then there is more than
one page in the wheel bank.

To page wheel banks
Page to the next layer by pressing F, C, or B again.
Pressing and holding SHIFT and pressing a bank key will return to the previous layer.
Wheel and trackball resolution
Some parameters may require finer wheel or trackball resolution.

To switch to fine wheel or trackball resolution
Press the wheel (or trackball) and turn it.
OR

Press and hold SHIFT while turning the wheel (or trackball).

Selecting parameters

You may want to select specific parameters and set levels using the keypad.
To select a parameter

1 Select the spots.

2 PressF, C, or B to select the parameter bank.
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3 Pressthe whed for the required parameter. If the parameter is not in the first wheel layer,
page the layers until it appears.

The parameter is now selected in the editor. You can set alevel using the keypad.

Setting dimmer intensity

Dimmer intensity can be set for all fixtures using:
m The dimmer wheel
m The keypad
m Quick level keys

m Faders -Dimmer intensity for channels and spots can also be set using the faders in Context
mode. When the faders are in Wide or 2 Preset modes they control dimmer intensity for chan-
nels only.

m Thetrackball, if the selected fixtures do not have pan and tilt parameters.
Quick level keys are:

m Full - Fades the selected fixture's dimmer to 100%.

m On - Fades the selected fixture's dimmer to 50%.

m Zero - Fades the selected fixture’s dimmer to black (0%).

To set dimmer levels using quick level keys

1 Select thefixtures.
2 PressFULL, ON, or ZERO.

To set dimmer levels using the wheel
1 Select the fixture(s) using the editor keypad or on the touch screen.
2 Usewhed 1to set theintensity level.

Dimmer levels are displayed on the touch screen (in channel mode) or, if present, on the
external monitor.

To set dimmer levels using the keypad

Example: Set the dimmer level for spots 1 through 12 at 85%.

1 Select spots1 through 12 (SPOT 1 = 12).

2 Pres@.

3 Press8 and 5. The selected fixtures fade to 85% intensity.
To set dimmer levels for channels using the faders

1 Select thefixtures.

2 Make surethe faders are in Wide mode.

3 Raisethefader handlesto the desired level.
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IMPORTANT! If the dimmers of the selected fixtures are output from the editor or
from a playback, you must move the fader handle until the fader level matches the
output level. When the fader reaches the output level, the fader grabs control of the
fixture's dimmer.

Setting pan and tilt

Pan and tilt are controlled by the trackball.

You can lock either pan or tilt in order to adjust just one of the axes.

Trackiall O

Pon lockho
Tiflock  °

Figure 20: The trackball with pan and tilt locks
To set position

Select the fixtures and use the trackball to set pan and tilt

To set only pan or only tilt

1 Lock one of the axes, by pressing the itslock key.
2 Usethetrackball to set the pan or tilt level.

Spot parameter modes

There are two modes of parameters:
m Continuous parameters wheel up from 0 (zr) to 100% (FL) with no internal divisions.

m Step parameters are defined with internal divisions. There can be continuous control between
steps or a step can transmit a preset value. Steps are commonly used for channels controlling
both dimmer intensity and strobe, for gobo wheels, and for color wheels.

The display format for step parameters depends on the step’s definition in the device builder
application. Some examples of step displays are: 2.FL (step at its maximum value) or text,
such as, Fast Strobe. See “Device Builder” page 167.

FULL, ON, and ZR can also be used to set parameter levels.

To set parameter levels

Example: Set levelsfor color and beam parameters.
1 Select the spots.

2 Set the dimmer intensity.

3 Press C to switch wheelsto the color bank.

4 Set levelsusing the wheels.

Or
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Select a parameter press @ and choose alevel using the keypad.

Note: If the parameter you are looking for is not visible, press C again to page
to the next 3 parameters in the bank.

5 Press B to switch wheels to the beam bank.
6 Setlevelsusing the wheels.
Or
Select a parameter press @ and choose alevel using the keypad.

To step through indexed parameters
Example: Jump from color to color on the color wheel (CW).
1 Select the spots.
2 Set the dimmer intensity.

3 Press C to switch wheels to the color bank.

Note: If the parameter you are looking for is not visible, press C again to page
to the next 3 parameters in the bank.

4 Pressthe (CW) whesl.

5 Tap STEP UP OR STEP DN.

The color wheel jumps from color to color.

Using the faders to set parameter levels

You can also use the faders in Context mode to set parameter levels. Example: You have selected 4
spots of the same device type. This device uses 10 DM X channels. Pressing PARAM CONTROL
results in each fader controlling one parameter.

To set spot parameter levels using the faders

1 Select the spots.

2 Make surethe faders are in Context mode.

3 Tap param CONTROL.

4 Raisethefader handles to fade a parameter to the desired level.

IMPORTANT! If the parameter is output from the editor or from a playback, you must
move the fader handle until the fader level matches the output level. When the fader
reaches the output level, the fader grabs control of the parameter.
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Flip pan and tilt

Theflip feature reverses the pan and tilt axes 180 degrees, returning to the fixture's current position.
Thisisuseful for yokes and fixtures whose heads have 360 degree movement.

Example: Inits current position, ayoke is at the limit of its pan movement. To continue moving the
yoke on its pan axis, apply the flip feature. The yoke returnsto its current position without the
movement limit.

To flip pan and tilt
1 Select the spot(s).

The touch screen is now in spot mode.
2 Pressand hold SHIFT.
More options are displayed on the touch screen.

3 TapFLIP.

Changing pan and tilt orientation

See “Pan and tilt orientation” page 32.

Resetting parameter levels

Pressing RESET returns all parameters, for fixtures active in the editor, to their home levels. Home
levels are defined in the Device Builder application for each device type.

You can home al active parameters, selected parameters, or parameters grouped in the same wheel
bank. The HOME button appears on the touch screen in spot mode.

Occasionally, there are specific fixtures and parameters that require home levels that are different
than those in the device definition. You can create a specia “home” scene for these specific levels
See “create a scene for unusual home level requirements’ page 54.

To home all active parameters

Select the spots and tap HOME.

To home parameters grouped in the same wheel bank
Example: Home levelsfor all parametersin the beam bank.
1 Select thefixtures.
2 PressBEAM.
3 Pressand hold SHIFT and tap HOME FCB.
All parameters in the selected bank fade to their home levels.

To home selected parameters

1 Select the spots.
2 Select the parameters.
3 PressHOME.
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To create a scene for unusual home level requirements

Parameters in some fixtures may require home levels that are different than those defined in
the device definition. A few examples of this: an unusual hanging position that requires special
home levels for pan and/or tilt, agobo or color wheel that is not identical to the wheelsin the
same devices. In these instances, you create a scene that contains levels that are referenced
when the parameters return to their home values.

1 Select the spots that have special home level requirements.

2 Select the parameter that has special home value requirements and set its unique home
level.

Repeat steps 1 and 2 for al fixtures and parameters as necessary.
4 Saveasascene: STORE, SCENE #, ENTER.

Tip: Label thisscene as* special homelevels’ or any other namethat helpsidentify it asthe
special home value scene.

Press SETUP.
Tap SYSTEM OPTIONS.
Tap DEFAULTS.

0 N o O

Tap SPOT HOME VALUES.
The touch screen grid is now is scene mode.
9 Select the specia home value scene.

10 Tap OK.

Releasing parameter levels

You can release fixtures, single or multiple parameters, or al parameters in the selected bank from
the editor. Released parameters and fixtures are not included when storing a scene, chase step, or
cue. Released parameters fade to home levels.

To release fixtures

Select fixtures and tap RELEASE.

To release one or more parameters
1 Select fixtures.

2 PressF, B, or C to choose the parameter bank and then press one or more parameter wheels.
3 Tap RELEASE.

To release all the parameters in a parameter bank

Example: Release all parametersin the color bank.
1 Select fixtures.

2 PressC.

3 Tap RELEASE.



Chapter 4 Programming Scenes

This chapter includes:
m About scenes (see page 55)
m Working with scenes (see page 55)
m Setting fade times (see page 64)

About scenes

A sceneisalighting state. Scenes can contain channels, moving light parameters, extras, libraries,
and effects. Dlite supports up to 240 scenes. Scenes run on the playbacks.

Scenes may be acomplete lighting look or used modularly as building blocks. You can also storea
single spot parameter in a scene, use the scene to roll the parameter on the playback faders and
build the lighting look live using the playbacks.

Fade times can be set for the entire scene or for parameters stored in the scene.

The touch screen has a context sensitive display mode for scenes. The touch screen includes soft
buttons relevant to scenes and a touch screen grid that shows the existing scenes. The touch screen
grid can be used to select scenes.

Press Soft Buttons What it does

SCENE TEXT Allows you to add text tags to scenes. Tapping this
button opens atext field with letter selections.

VIEW SOLO Fades out all console output except the selected scene.

Working with scenes

Scenes are stored using the editing keypad, the touch screen grid, or UK's. Scenes can also be stored
directly on the playbacks using the playback’s SELECT key. Dlite gives the new scene thefirst avail-
able scene number or you can choose a specific scene number.

There are three options available when storing a scene. The store options are displayed on the touch
screen after STORE is pressed. All store options and the include/exclude parameters features can be
used when storing scenes. Unless you choose one of the store options, the fixtures and parameters
active in the editor are stored in the scene.
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Store Options What it does
INCLUDE FADERS Include fader output in the stored scene.
INCLUDE ALL STAGE Include all output comprising the stage picture in the stored scene.
ALL IF ACTIVE Include al parametersin stored scenes for fixtures whose dimmer
level is more than zr.

Pressing STORE+ stores the current ook and increments the scene by one whole number, so you
can continue building new scenes.

Storing scenes

To store scenes using the keypad - method 1

1
2
3

Select fixtures and set levels.

Press STORE.

Press SCENE.

The Store Options buttons are displayed on the touch screen.
Choose the scene number on the keypad.

Press ENTER or STORE.

The sceneis stored.

To store scenes using the touch screen grid - method 2

Select fixtures and set levels.

Press STORE.

Press SCENE.

The Store Options screen is displayed on the touch screen.
Tap the scene number on the touch screen grid.

The sceneis stored.

To store scenes using UKs - method 3

Select fixtures and set levels.

Press STORE.

Press SCENE.

The Store Options screen is displayed on the touch screen.

With the faders in Context mode, press the UK that corresponds with the scene number.

The sceneis stored.

To store scenes directly on the playbacks

Example: Store a scene and store it directly on playback 1.

1
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2 PressSTORE.
3 Pressthe seLECT key for playback 1 or tap playback 1 on the touch screen grid.

@ Fress hers
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Figure 21: Playback with select key and flash key

Thefirst available scene number is given to this scene. The touch screen display showsthe
scene loaded to playback 1. The editor is cleared.

4 Repeat steps 1 through 4 to store the next scene and store it to the next playback.

Dlite automatically increments the scene number by 1.

To store specific scenes directly on the playbacks
Example: Store scene 12 and store it directly on playback 1.
1 Select fixtures and set levels.
2 PressSTORE.
3 Press SCENE and press 12 on the keypad.
4 Pressthe SeLECT key for playback 1.
The touch screen display shows the scene loaded to playback 1. The editor is cleared.

Storing the next scene

To store the next scene
1 Select fixtures and set levels.
2 PressSTORE+.

The next available scene number is assigned.

Excluding or including parameters in scenes

Parameters in the editor can be excluded when storing a scene. Parameters that were excluded can
be later included in ascene. Thisis useful, for example, when programming a scene with color
levels only, but obviously you need to bring up the dimmer to see what you are doing.

To exclude a parameter from the scene

Example: Store a scene that contains only color parameters, excluding the dimmer parameter.
1 Select spots, turn dimmer on, and set color parameters levels.
2 Select spots, turn dimmer on, and set color parameters levels.

3 Return to the F(ocus) wheel bank and press the dimmer wheel to select the dimmer
parameter.

4 Tap EXCLUDE.
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A tilde (~), signifying that this parameter will not be included when storing the step,
appears next to the dimmer levels

Store the scene using your preferred method.

The dimmer is not included in the stored scene.

To include an excluded parameter

Example: While programming a scene you have excluded the dimmer parameter. You decide
that you want the dimmer parameter included in the scene.

1
2

Select the dimmer parameter again.
Press and hold SHIFT and tap INCLUDE.

Thetilde (~) disappears from the dimmer parameter display. The dimmer levels will be
included when storing the scene.

Grabbing all parameters for fixtures in the editor

The ALL IF ACTIVE feature grabs al the parameters, for al fixtures active in the editor, when
storing a scene. The stored scene includes the levels for al parametersin the selected fixtures. This
ensures that the lighting look is reproduced no matter where the parameters were |eft after the last
playback or editing operation.

To grab all parameters

Example: Grab all parameters even though levels are set only for pan, tilt, cyan, and magenta.

g A W N P

Select fixtures and set levels for pan, tilt, cyan, and magenta.

Tap ALL IF ACTIVE.

Press STORE.

Press SCENE.

Select the scene number on the keypad and press ENTER.

Or

Tap the scene number on the touch screen.

Or

Press the UK for the desired scene number. The faders must be in Context mode.

All parameter levels, those active in the editor and those in gray tracking, will be stored in
this scene.

Using scenes as building blocks

58

You can use scenes as building blocks for programming new scenes. Example: You have a scene
containing blue back wash, specials for the musicians, and a projection on back wall of the stage.
You can use this scene to create a new scene.

To use scenes as building blocks

1

Press SCENE and select a scene.
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PressENTER.

The contents of the scene (fixtures and levels) are entered to the editor.

3 Select fixtures and adjust levels and/or add new fixtures or call more scenes to the editor.

Press STORE.

Press SCENE, choose the new scene number on the keypad, and press ENTER.
Or

Tap the new scene number on the touch screen.

Or

Press the UK for the new scene number. The faders must be in Context mode.

Note: You can call more than one scene to use as a building block.

Using the faders to create lighting states

In WIDE mod (See “Wide mode” page 112), the faders control channel levels. You can build a
lighting state, with channels. Call the lighting state to the editor, saving as a scene, chase step, cue,
or library, or merge it with the output from the editor or playbacks (see Merging console output).

Merging console output

You can capture the current lighting look, whether it comes from the editor, playbacks, or faders
and storeit asascene. The Include All Stage feature enables you to use scenes as building blocks for
lighting looks. Example: A scene includes mirror balls and their light sources which is output from
aplayback, a blue wash that is channels output from the faders in wide mode, and a scene that has
some moving lights running an effect in the editor. To merge these scenes and store a new scene use
Include All Stage.

To merge output when storing

Example: Store the stage lighting state to the scene.

1
2
3
4

Build the lighting picture using the editor, playbacks, and faders.
Press STORE.

Tap INCLUDE ALL STAGE.

Press SCENE.

The Edit Scene screen is displayed.

Select the scene number on the keypad and press ENTER.

Or

Tap the scene number on the touch screen.

Or

Press the UK for the desired scene number. The faders must be in Context mode.
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Storing roll up parameter scenes

Scenes that contain just one parameter can be used, when loaded on a playback, to fade the param-
eter levels during live operation.

The parameter fades proportionately from zr to the stored value. Example: Store a scene with the
iris set to 80%; when the playback isat FL theirisis at 80%. To alow the full level range, set the
parameter to full before storing the roll up scene.

Of course, roll up parameter scenes can be used as building blocks when creating lighting states and
storing scenes using the Include features.

IMPORTANT! Roll up scenes can contain as many fixtures as required, but only one
parameter.

To store aroll up scene

Example: Capture the color wheel at pink, for spots 1 through 12, in scene 6.
1 PressSPOT and select spot 1 through 12.
2 Press C to change the color parameter bank.
3 Movethe wheel labelled Cwhl (color wheel) until pink appearsin the moving light live
display.
4 PressSTORE.
Press SCENE.
The Store Options screen is displayed.
6 Select the scene number on the keypad and press ENTER.
Or
Tap the scene number on the touch screen.
Cr

With the faders in Context mode, press the UK for the desired scene number.

Copying Scenes

Scenes can be copied from existing scenes.

To copy scenes

Example: Copy scene 2 (source) to scene 4 (target).
1 PressEDIT.
2 PressSCENE.

The Edit Scene screen is displayed

3 Select the target scene 4.

4 PressCOPY.
The message Edit: Scene 4 Copy from Scene is displayed in the command line.
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5 Select the source scene (scene 2) on the keypad and press ENTER.
Or
Tap number 2 on the touch screen.
Or
With the faders in Context mode, press UK 2.
Scene 2 is stored.

Editing scenes

UPDATE and STORE are used to edit scenes.
Asarule of thumb:
m Use UPDATE to add new information to the scene.

m Use STORE to overwrite all current datain the scene.

The exception to thisrule is when the entire sceneis active in the editor. In this case, either
UPDATE or STORE can be used to store the editor. When a few scenes or cues comprise the stage
picture, you can isolate a particular scene by tapping VIEW SOLO.

To update scenes

Example: Edit scene 5 by adding some channels.
1 Select channels and set dimmer levels.
2 PressUPDATE.
3 PressSCENE.
4 Select scene 5.
5 Select the scene number on the keypad and press ENTER.
Or
Tap the scene number on the touch screen grid.
Or
With the faders in Context mode, press UK 5.

Scene 5 is updated with the new information.

To update scenes directly on playbacks

1 Select fixtures and adjust levelsin the editor.
2 PressUPDATE.

3 PressseLECT for the playback loaded with the scene.

Note: If some levels originate from F(ocus) libraries, you have the option of updating
the library now.
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To overwrite a scene

Example: Scene 6 contains channels 1 through 4 at 100%. The new scene 6 will contain only

channel 10 at 50%.

1
2
3

Select channel 10 and set the dimmer to 50%.

Press STORE.

Press SCENE, select 6 on the keypad, and press ENTER.
Or

Tap scene 6 on the touch screen

Or

With the faders in context mode, press the UK for scene 6.
Confirmation is requested.

PressENTER or STORE or tap OK.

Scene 6 is stored. It now contains channel 10 at 50%.

To call a scene into the editor and update it

Example: Edit scene 6.

1
2
3

Press EDIT.

Press SCENE and select scene 6.

Press CHANNEL, SPOT, or EXTRA.

All of the fixtures and levelsin scene 6 are now active in the editor.
Select fixtures and adjust levels.

Press UPDATE.

Scene 6 is stored. All fixtures and levels active in the editor are stored in scene 6.

To call a scene from a playback and update it

Example: Edit scene 6, which isloaded to playback 1.

1
2
3

Press EDIT.

Press seLECT for the playback 1.

Tap EDIT SCENE.

Dlite warns you that you are editing an existing object.

Tap OK to confirm.

The Edit Scene screen is displayed. Scene 6 is automatically selected.

Optional - Tap VIEW SOLO To see only the scene you are editing (See “ use view solo
page 63).

Press CHANNEL, SPOT, or EXTRA.

All of the fixtures and levelsin scene 6 are now active in the editor.

Select fixtures and adjust levels.

Press STORE or UPDATE.
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Scene 6 is stored. All fixtures and levels active in the editor are stored in scene 6.
Note: You can also store the modified scene as new scene.

To use VIEW SOLO

Example: Scenes 1 through 6 are output from the playbacks. You want to isolate scene 2 for
editing.
1 Select scene2.
2 Tap VIEW SOLO.
All output, except the selected scene, fades to zero.
3 Optiona - edit the scene and press UPDATE to store.

To remove fixtures from scenes

1 PressEDIT.

2 Press SCENE and select the scene number.

3 Select the fixture.

4 Press RELEASE or tap RELEASE on the touch screen.
5 Press UPDATE.

The fixture is removed form the cue.

Adding text tags to scenes

Giving meaningful text tags to scenes makes it easy to identify them. Scenes' text tags are
displayed on the touch screen, in the Scene mode and in the Playback Assignment screen.

To add text tags to scenes

Example: Tag scene 5.

Press EDIT.

Press SCENE.

Select scene 5.

Tap TEXT and type your text on the keyboard or use the soft keyboard on the touch screen.

ga b W N P

PressENTER or STORE or tap OK.

Deleting Scenes

To delete scenes
Example: Delete scene 4.
1 PressDELETE.
2 Press SCENE.
The Edit Scene screen is displayed
3 Select scene 4.
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Confirmation is requested.
4 PressENTER or tap OK.
Scene 4 is deleted.

Setting fade times

The default fade time for scenesisfadein 0:02.0 seconds and no delay. The default fade time can be
changed in System Settings > Scene. Unique fade in and delay fade times can be set for each scene.
More than one scene can be selected when editing fade times.

Parameter banks may have different fades than the overall scene. For instance, set a unique fade
time for the beam bank, so gobos jump in while al other parameters are fading in.

Fade times are set in the Edit Time screen. The options are:

Buttons What they do

OVERALL Set fade time for the entire scene. This is the default selection.

FADE Fade in time for entire scene or parameters. Thisis the default selection.
DELAY Delay (wait) time. How long the scene or parameters waits before beginning
tofadein.

Use the wheels to set time:
m Wheel 1 - Minutes
m Wheel 2 - Seconds
m Wheel 3 - Tenths (1/10) of seconds

Time values can also be set using the keypad, entering the time in seconds. Example: To set afade
time of 1 minute and 30 seconds, enter 90 (seconds) on the keypad.

Navigate the fields in the time screen by:
m Tapping FADE or DELAY
m Pressing =

To set overall fade times

Example: Set scene 4 to fade in time over 1 minute and 30 seconds.
1 PressEDIT.
2 Press SCENE.
The Edit Scene screen is displayed.
3 Select scene 4.
4 PressTIME.
The fade time fields are displayed.
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Turn wheel 1 until arriving at 1 (minute).

Turn wheel 2 until arriving at 30 (seconds).
Note: Instead of using the wheels, you can enter 90 (seconds) on the keypad.

PressENTER or STORE or tap OK.

OR

1
2

Press SCENE.

Select scene 4.

Press TIME.

The fade time fields are displayed.

Select the time field and use the wheels to set the fade times.
Press ENTER or STORE or tap OK.

To set delay times

Example: Delay the beginning scene 4's fade by 6 seconds.

1
2

7

Press EDIT.

Press SCENE.

The Edit Scene screen is displayed.
Select scene 4.

Press TIME.

The fade time fields are displayed.
Tap DELAY.

Turn wheel 2 until arriving at 6 (seconds).
Note: Instead of using the wheels, you can enter 6 (seconds) on the keypad.

Press ENTER or STORE or tap OK.

OR

1
2

Press SCENE.

Select scene 4.

Press TIME.

The fade time fields are displayed.
Tap DELAY.

5 Turnwheel 2 until arriving at 6 (seconds).

Note: Instead of using the wheels, you can enter 6 (seconds) on the keypad.

Press ENTER or STORE or tap OK.
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To set fade times for multiple scenes

You can set the same fade time for more than scene. Example: Set fade times for scenes 1
through 6.

1 Select scenes 1 through 6.
2 PressTIME.

The fade time fields are displayed.
3 Select the time option.

4  Usethe wheels to set the time.

Or

Enter the fade time, in seconds, on the keypad.
5 PresseENTER or STORE or tap OK.

the selected scenes all have the same fade time.

To set parameter fade times

Example: Set scene 4 to fadein over 15 seconds and set the beam bank to fadein O (zero)
seconds.

1 PressEDIT.
2 Press SCENE.

The Edit Scene screen is displayed.
3 Select scene 4.

I

Press TIME.

The fade time fields are displayed.
5 Turn wheel 2 until arriving at 15 (seconds).
6 PressB to select the beam bank.

7 Turnwheel 2 until Cut is displayed.

8 PressENTER or STORE or tap OK.

OR

1 Press SCENE.

The Edit Scene screen is displayed.

2 Select scene 4.

w

Press TIME.

The fade time fields are displayed.

Turn wheel 2 until arriving at 15 (seconds).
Press B to select the beam bank.

Turn wheel 2 until Cut is displayed.

~N o o b~

Press ENTER or STORE or tap OK.
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This chapter includes:
m About chases (see page 67)
m Working with chases (see page 68)
m Setting chase fade times (see page 76)

m Chase attributes and run modes (see page 80)

About chases

Chases are dynamic lighting looks. Chases consist of one or more steps. You can store up to 72
chases. Each chase can have up to 48 steps.

Chases attributes include:
m Run patterns
m Infinite or finite number of loops
m Unique fade times for each step
m General fadein time
m Chase playback rate

m Chase character - hard or soft
Chases are run on the playbacks.

The touch screen has a context sensitive display mode for chases and chase steps. The touch screen
includes soft buttons relevant chases and their steps and atouch screen grid that showsthe chases or
steps. The touch screen grid can be used to select chases or steps.

Press What the touch screen Soft Buttons
shows
CHASE Stored chases and their text o TEXT
tags. * PREVIEW CHASE
STEP Steps for the selected chase e ALL IFACTIVE * EXCHANGE
and their text tags. e TEXT e VIEW SOLO
¢ STORE STAGE
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Working with chases

Chase steps are stored using the editing keypad, touch screen grid, or UKs. Chase steps can also be
stored directly on the playbacks using the playback’s SELECT key. Dlite gives the new step the first
available step number or you can choose a specific step number.

All store options and the include/exclude parameters features can be used when storing steps.
Unless you choose one of the store options, the fixtures and parameters active in the editor are
stored in the chase step.

There are three options available when storing a step. The store options are displayed on the touch
screen after STORE is pressed.

Store Options What it does

INCLUDE FADERS Include fader output in the stored step.

INCLUDE ALL STAGE Include all output comprising the stage picture in the stored step.

ALL IF ACTIVE Include all parametersin stored steps for fixtures whose dimmer
level ismore than zr.

Storing chases

To store chases using the keypad - method 1

Example: Create chase 1 and store step 1.
1 Select fixtures and set levels.
2 PressSTORE.
3 PressCHASE.
The Store Options buttons are displayed on the touch screen.
4 Press1to storechasel.
PressENTER or STORE.
The chase and itsfirst step are stored.

To store chases using the touch screen grid - method 2

1 Select fixtures and set levels.
2 PressSTORE.
3 PressCHASE.
The Store Options buttons are displayed on the touch screen.
4 Tap the chase number on the touch screen grid.
The chase and itsfirst step are stored.

5 Repeat procedure steps 1 through 4 to store more steps. Each time you tap the chase
number, the next step is saved. Dlite increments the current step by 1.
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To store chases and chase steps using UKs - method 3

Select fixtures and set levels.

Press STORE.

Press CHASE.

The Edit Chase is displayed on the touch screen.

With the faders in Context mode, press the UK that corresponds with the chase number.
The chase and step 1 is stored.

Repeat procedure steps 1 through 4 to store more steps. Each time you press the UK, the
next step is saved. Dlite increments the current step by 1.

To store chase steps directly on the playbacks

Example: Create a chase and store steps 1 and 2 directly on playback 6.

1

2
3
4

7

Select fixtures and set levels.

Press STORE.

Press CHASE.

Pressthe SELECT key for playback 6 or tap playback 6 on the touch screen grid.
Thefirst available chase number is assigned to playback 6 and step 1 is stored.

@ Fress hers

|

U
To add the next step, select fixtures and set levels.
Press STORE and the same SELECT key.
Step 2 is stored in the chase.
Repeat step 5 through 6 until the chaseis complete.

Each time you press the SELECT key, the next step is saved. Dlite increments the current
step by 1.

Note: Thissequenceis not valid for Dlite Compact.

To store specific steps

Example: Store step 25 in chase 1.
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Select fixtures and set levels.

Press STORE.

Press CHASE.

Select chase 1 on the keypad.

Press SHIFT + STEP.

The chase steps are displayed on the touch screen grid. Dlite prompts for a step number.
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6
7

Select step 25 on the keypad or tap step 25 on the touch screen grid.
If you choose the step number on the keypad, press ENTER or STORE.
The editor is stored as step 25.

Inserting chase steps

Inserted steps replace the original step and the original step is bumped to the next step number.
Example: Chase 1 has 5 steps. You want to insert a step between steps 2 and 3. Store the inserted
step as step 3. The original step 3 isnow step 4, step 4 becomes step 5, step 5 becomes step 6.

To insert steps

Example: Add a step, between steps 2 and 3, to chase 1.
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Select fixtures and set levels.

Press EDIT.

Press CHASE.

Select chase 1 on the keypad.

Tap INSERT STEP and tap cell 3.

Or

If you choose the step number on the keypad, press UPDATE or STORE or ENTER.

The editor is stored as step 3. The original step 3 is bumped to step 4 and any subsequent
steps are a so bumped to the next step number.

Optional: Tap TEXT and type atext tag the step. Enter the text on the keyboard and tap OK.

Excluding or including parameters in steps
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Parameters in the editor can be excluded when storing a step. Parameters that were excluded easily
recalled. Thisis useful, for example, when programming a step with color levels only, but obvi-
ously you need to bring up the dimmer to see what you are doing.

To exclude a parameter when storing a step

Example: Store a scene that contains only color parameters, excluding the dimmer parameter.

1
2

Select spots, turn dimmer on, and set color parameters levels.

Return to the F(ocus) wheel bank and press the dimmer wheel to select the dimmer
parameter.

Tap EXCLUDE.

A tilde (~), signifying that this parameter will not be included when storing the step,
appears next to the dimmer levels

Store the step using your preferred method.

The step contains only the cyan and yellow parameters.
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To edit a step and exclude a parameter

Example: Store a scene that contains only color parameters, excluding the dimmer level.

1
2
3
4

Press EDIT.
Press CHASE.
Select the chase and choose a step.
Press SPOT.
The step is now active in the editor.
Select spots.
Press the dimmer wheel to select the dimmer parameter.
Tap EXCLUDE.

A tilde (~), meaning that this parameter will not be included in the step, appears next to the
dimmer levels.

Press STORE or UPDATE.

The step is updated and contains only the cyan and yellow parameters.

To include an excluded parameter

Example: While programming a step you have excluded the dimmer parameter. You decide
that you want the dimmer parameter included in the step.

1
2

Select the dimmer parameter again.
Press and hold SHIFT and tap INCLUDE.

The tilde (~) disappears from the dimmer parameter display. The dimmer levelswill be
included when storing the step.

Grabbing all parameters for fixtures in the editor

The ALL IF ACTIVE feature grabs all the parameters, for fixtures in the editor, when storing a step.
The stored scene includes the level for all parameters in the selected fixtures. This ensures that the
lighting look is reproduced no matter where the parameters were |eft after the last playback or
editing operation.

To grab all parameters

Example: Grab all parameters even though levels are set only for pan, tilt, cyan, and magenta.
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Select fixtures and set levels for pan, tilt, cyan, and magenta.
Tap STORE.

Tap ALL IF ACTIVE.

Press CHASE.

Select the Chase number on the keypad, then select the step number on the keypad, and
press ENTER.

Or
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Tap the step number on the touch screen.
Or
Pressthe UK for the desired step number. The faders must be in Context mode.

All parameter levels, those active in the editor and those in gray tracking, will be stored in
this step.

Copying chases and steps

Copy new chases from existing chases. Chase steps can be copied from existing chase steps and
from scenes.

To copy chases

Example: Copy chase 4 from chase 2.
1 PressEDIT.
2 PressCHASE.
The Edit Chase screen is displayed
3 Select chase 4.
4 Tap COPY.
The message Edit: Chase 4 Copy from Chase is displayed in the command line.
5 Select the source chase (chase 2) on the keypad and press ENTER.
Cr
Tap number 2 on the touch screen.
Or
With the faders in Context mode, press UK 2.
Chase 4 is stored.

To copy steps

Example: Copy step 1in chase 4 from step 3 in chase 2.

1 PressEDIT.

2 PressCHASE.
The Edit Chase screen is displayed.

3 Select chase 4 (target chase).

4 Choose step 1 (target step).

5 Tap COPY.
The message Edit: Chase 4 Step 1 Copy from Chase is displayed in the command line.

6 Select the source chase and step (chase 2, step 3) on the keypad and press ENTER.
Or

Select the source chase and step. Then tap number 1 on the touch screen grid.
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Chase 4, step 1 is stored.

To copy steps from scenes

Example: Copy step 1 in chase 2 from scene 25.

1
2
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Press EDIT.
Press CHASE.
The Edit Chase screen is displayed
Select chase 2.
Select step 1.(target step)
Tap COPY.
Press SCENE.
Select the source scene (scene 25) on the keypad and press ENTER.
Cr
Tap number 25 on the touch screen.

Chase 2, step 1 is stored.

Updating chase steps

UPDATE and STORE are used to edit chase steps.

Asarule of thumb:

m Use UPDATE to add new information to the step.

m Use STORE to overwrite all current datain the step.

The exception to this rule iswhen the entire step is active in the editor. In this case, either UPDATE
or STORE can be used to store the editor.

To update steps in the editor

Example: Update step 1 in chase 5 by adding some channels.

1
2
3
4
5

»

Press EDIT.

.Press CHASE.

Select chase 5.

Choose step 1.

Optional - press VIEW SOLO to black out all output except the selected step.
Step 1 is output from the editor.

Select channels and set dimmer levels.

Press NEXT or PREV.

The contents of chase 5 step 1 are now updated. The next or previous step is now ready for
editing.

OR
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Select fixtures and set levels.
Press UPDATE.

Press CHASE.

Select chase 5.
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Select the step number on the keypad and press ENTER.
Cr

Tap the step number on the touch screen grid.

Or

With the faders in Context mode, press UK 5.

Chase 5, step 1 is updated with the new information.

Note: If some of thelevels originated from F(ocus) fixture libraries, you are offered the
option of updating the library at thistime.

To overwrite a step

Example: Chase 1 Step 6 contains channels 1 through 4 at 100%. The new step 6 will contain
only channel 10 at 50%.

1 Select channel 10 and set the dimmer to 50%.
Press STORE.

Press CHASE and select chase 1.

Select step 6.

Press ENTER.
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Confirmation is requested.
6 PressENTER or STORE.
Step 6 is stored.

To use VIEW SOLO

Example: The lighting look is comprised of scenes and chases output from the playbacks. You
want to isolate chase 1 step 5 for viewing or editing

1 Select chase 1l step 5.
2 Tap VIEW SOLO.

All output, except the selected step, fades to zero.
3 Optiona - edit the step and press UPDATE to store.

Changing step order

74

You can swap steps.
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To change step order

Example: Exchange step 1 and step 5 in chase. Step 1 becomes 5 and step 5 becomes 1.

1
2
3
4

(&)

Press EDIT.

Press CHASE.

Select chase 1.

Press STEP.

The touch screen shows the stepsin chase 4.

Choose step 1.

Tap EXCHANGE.

Tap step 5.

The message Step Stored is displayed. The selected steps have been exchanged.

Adding text tags to chases

Giving meaningful text tags to chases and steps makes it easy to identify them. Chases’ text tagsare
displayed on the touch screen, in the Edit Scene screen and in the Playback Assignment screen

To add text tags to chases

Example: Label chase 5.

1
2
3
4
5

Press EDIT.
Press CHASE.
Select chase 5.
Tap TEXT and type your text on the keyboard or use the soft keyboard on the touch screen.
Press ENTER or STORE or tap OK.

Deleting chases and steps

You can delete entire chases or chase steps.

To delete chases

Example: Delete chase 4.

1
2

Press DELETE.
Press CHASE.
The Edit Chase screen is displayed

Select chase 4 by pressing UK 4 (with the faders in Context mode) or tap chase 4 on the
touch screen.

PressENTER.

Confirmation is requested.
Press ENTER again or tap OK.
Chase 4 is deleted.
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To delete chase steps
Example: Delete step 2 in chase 4.
1 PressDELETE.
2 PressCHASE.
The Edit Chase screen is displayed
3 Select chase 4 using one of the selection methods.
4 PressSTEP.
The touch screen shows the stepsin chase 4.
5 Select step 2.
6 PresseENTER.
Confirmation is requested.
7 PressENTER again or tap OK.
Chase 4, step 2 is deleted.

Setting chase fade times

Chases' fade-in timeis the speed at which the chase fades in. Each step can have unique fade and
delay times and parameters within steps can have different fade and delay times. The actual length
of the chaseis the total fade and delay times set for the steps.

The chase's fade-in time can be longer than the fade time of the first few steps. Example: the fade
timefor a6 step chaseis 10 seconds. All steps are set to fade in 4 seconds. In this case, the dimmers
that are fading in will reach their maximum level during the fade to step 3.

The default fade-in time for chases and chase steps is 0:02:0 seconds and no delay.

The chase fade percentage determines the general speed of the chase:

Fade time options are:

Wheel What they do
1 TIME This setting determines the time it takes the chase to fade in.
2 RATE This determines the speed of fades from step to step. Example:

Steps are programmed to fade in 6 seconds. If therate is set at
200, the steps fade in 3 seconds.

2 FADE Determine the speed of the chase. When set to 0% the chase
jumps from step to step. Any percent greater than 0, the chase
fades from step to step. The larger the percent, the slower the
fade from step to step.

To further refine chase looks give parameters unique fade times.
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To set chase fade time

Example: Set chase 4 to fade in over 1 minute and 30 seconds and delay the beginning of the
fade by 6 seconds.

1
2

Press EDIT.
Press CHASE.
The Edit Chase screen is displayed.

3 Select chase 4.

4 PressTIME.

The fade time fields are displayed.
5 Turnwheel 1 until 1:00.0 isdisplayed.
6 Turnwheel 2 until 1:30.0 is displayed.

Note: Instead of using the wheels you can enter 90 (seconds) on the keypad.

7 Tap DELAY.
8 Turnwheel 2 until 0:06.0 is displayed.

Press ENTER or STORE or tap OK.
OR
1 PressCHASE.

The Edit Chase screen is displayed.
2 Select chase 4.
3 Tap TIME.

The fade time fields are displayed.
4 Select thetime field and use the wheel s to set the fade times. Repeat as hecessary.

PressENTER or STORE or tap OK.

To set step fade times

Example: Set step 6 in chase 4 to fade in time in 8 seconds.

1
2

Press EDIT.

Press CHASE.

The Edit Chase screen is displayed.
Select chase 4.

Select step 6.

Tap TIME.

The fade time fields are displayed.
Turn wheel 2 until 0:08.0 is displayed.

Note: Instead of using the wheels you can enter 8 (seconds) on the keypad.
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Press ENTER or STORE or tap OK.

Or
Press NEXT and PREV to store and set time parameters for the next or previous step.

OR

Press CHASE.

The Edit Chase screen is displayed.

Select the chase.

Select the step.

Tap TIME.

The fade time fields are displayed.

Select the time field and use the wheels to set the fade times. Repeat as necessary.
Press ENTER or STORE or tap OK.

Or

Press NEXT and PREV to store and set time parameters for the next or previous step.

To set parameter fade times

Example: Set step 6, in chase 4, to fadein time over 3 seconds and set the beam bank to fadein
0 (zero) seconds.

1
2

Press EDIT.
Press CHASE.
The Edit Chase screen is displayed.

3 Select chase 4.

Select step 6.

5 Tap TIME.

8
9

The fade time fields are displayed.
Turn wheel 2 until 0:03.0 is displayed.

Note: Instead of using the wheels, you can enter 3 (seconds) on the keypad.

Press B to select the beam bank.
Turn wheel 2 until Cut is displayed.
Press ENTER or STORE or tap OK.

OR
Example: Set fade for the beam bank.

1

2
3

78

Press CHASE.

The Edit Chase screen is displayed.
Select the chase.

Select the step.
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4 Tap TIME.
The fade time fields are displayed.
5 PressB to select the beam bank.
6 Usethewheelsto set the fadetime.
7 PressENTER or STORE or tap OK.
Or
Press NEXT and PREV to store and set time parameters for the next or previous step.

Note: Navigate fieldsin the time screen by: Tapping FADE or DELAY or pressing —.
To set fade times for multiple chases

You can set the same fade time for more than chase. Example: Set fade times for chases 1
through 6.

1 Select chases 1 through 6.
2 PressTIME.
The fade time fields are displayed.
3 Select the time option.
4 Usethewheelsto set the time.
Or
Enter the fade time, in seconds, on the keypad.
5 PressENTER or STORE or tap OK.

To change the chase’s fade mode
1 Select the chase.
2 Tap TIME.

3 Usewheel 3to set the chase to hard (bump from step to step) or soft (fade from step to
step).
4 PresseENTER or STORE or tap OK.
To set fade times for chase steps
1 Select the chase.
2 Select one or more chase steps.
3 PressTIME.
The fade time fields are displayed.
4 Select the time option.
Use the wheels to set the time.
Or
Enter the fade time, in seconds, on the keypad.
6 PressENTER or STORE or tap OK.
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Chase attributes and run modes

There are two operation modes for running chases:

m Automatic - Chases that run automatically are initiated on receiving a go command; the chase
continues running until a stop command is given or until it completes its number of loops.

m Manual - Chases that are operated manually require ago command to initiate afade to each
step.
The number of repeats depends on the number of loops set for the chase.
Chase attributes are:
m Number of repeats (loops) - Chases can loop infinitely or the number of loops can be specified.
m Direction - Set the chase direction.

m Pattern - A prebuilt pattern can be assigned to the chase.

The chase direction and operation modes can be set on-the-fly for chases running on the playbacks
or by editing the chase. When setting these attributes through the chase edit screen, the direction
and operation modes are saved with the chase. When changing the direction or operation mode for
chases running on playbacks, these attributes can be temporary or you can save them to the chase.

Chase patterns
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Dlite provides four chase patterns:
m Normal - Thisisthe default pattern.
m Build - Adds each step to the previous steps
m Random - Runs chase stepsin random order

m Bounce - The pattern runs the step forwards and backwards. Example: A 5 step chase runs
steps 1,2, 3, 4, 5, and then steps 4, 3, 2, 1.

The default pattern is Normal. The default pattern can be changed in System Options > Defaults >

Chase Pattern.

To assign a chase pattern

1 PressEDIT.

2 PressCHASE.

The Edit Chase screen is displayed.
Select the chase.

Tap PATTERN.

Tap the required pattern.

Press STORE or UPDATE.
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Setting the number of loops

The number of loops determines how many times the chase repeats. When the loop setting is 0
(zero) the chase repeats an infinite number of times. Chases are to loop infinitely require operator
action to stop the chase.

Use the keypad or the wheels to set the number of loops:

Whed 1 - x1 (unitsof 1)

Wheel 2 - x10 (units of 10)

Wheel 3 - x100 (units of 100)

To set the number of loops

Example: Set chase 4 to repeat 26 times

1
2

Press EDIT.
Press CHASE.
The Edit Chase screen is displayed.

3 Select the chase.

Tap # OF LOOPS.

The wheels or the keypad can be used to set the number of loops.
Turn wheel 2 until arriving at 20.

Turn wheel 1 until arriving at 6.

Press STORE or UPDATE.

Automatic rewind mode

When rewind is enabled, a chase is automatically reset to begin at step 1 each time it receivesa go
command. When rewind is not enabled, the chase continues running from the step where it stopped.

To set chase for rewind

1
2

Press EDIT.

Press CHASE.

The Edit Chase screen is displayed.
Select the chase.

Tap REWIND.

Press STORE or UPDATE.

Reversing chase direction

Chase steps can run increment consecutively (step 1, 2, 3, etc) or run in the opposite direction (step
3,2, 1, etc.). You can reverse the direction and save the chase or reverse direction on-the-fly
(See “reverse chase direction on-the-fly” page 103)
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To reverse chase direction

1 PressEDIT.
2 PressCHASE.
The Edit Chase screen is displayed.
3 Select the chase.
4 Tap ©.
Press STORE or UPDATE.

The chase now runsin the reverse direction.

Setting chases for manual operation

The default playback for chases is automatic fading from step to step. A single go command
initiates the chase and, once it is running, the fade from step to step occurs automatically. You can
save chases as manual operation chases or change to manual operation on the fly (See “set chase for
manual operation on-the-fly” page 103).

Manually operated chases require a go command to advance each step. Go commands are given by
pressing the flash key or the select key for the playback.

IMPORTANT! When the chase is saved as a manual chase, the go command for each
step is pressing the playback’s SELECT key. When the manual operation was chosen on
the fly, advance from step to step by pressing on the playback’s flash key.

To set and save a manual operation chase
1 PressEDIT.
2 PressCHASE.
The Edit Chase screen is displayed.
3 Select the chase.
4 Tap MANUAL.
5 Press STORE or UPDATE.

Now each press on the playback’s select key advances the chase by one step.
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Chapter 6 Programming QLists and Cues

This chapter includes:

m About QLists and cues (see page 83)
m Working with QLists (see page 83)

m Working with cues (see page 85)

m Setting fade times (see page 92)

m L oops (see page 97)

About QLists and cues

QLists are acollection of sequential cuesthat are played back on the crossfader. Dlite supports up
to 72 QLists. Each QList can contain up to 999.9 cues.

You can create anew QList and storeitsfirst cue at the same time.

The touch screen has a context sensitive display mode for QLists and cues. The touch screen
includes soft buttons relevant QLists and their cues and a grid that shows the QLists or cues. The
touch screen grid can be used to select QLists or cues.

Press What the touch screen Soft Buttons
shows

CUE The cuesin the selected e TEXT
QList and their text tags.

QLIST Theexisting QListsand their  » TEXT
text tags.

Working with QLists

Storing QLists

To store new QLists using the keypad - method 1

1 PressSTORE.

2 PressQLIST.

3 Choose the QList number on the keypad.

4 Optional - tap TEXT to attach atag.
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5 PressENTER or STORE.
Anempty QList is stored.

To store new QLists using the touch screen grid - method 2

1 PressSTORE.
2 PressQLIST.
3 Tap an available number on the touch screen grid.

Anempty QList is stored.

To store new QLists using UKs- method 3

1 PressSTORE.

2 PressQLIST.
The faders, in Context mode, represent QLists.

3 Pressthe UK that corresponds to the QList number.
Anempty QList is stored.

To store new QLists directly on the crossfader

1 PressQLIST.
2 Choose anumber for the QList by selecting a number on the keypad.
3 Pressthe crossfader’s SELECT key.

Anempty QList is stored and loaded on the crossfader.

To store new QLists with cue 1

1 Sdlect fixtures and set levels.
2 PressSTORE.
3 PressSELECT (A/B).

The editor isstored ascue 1 in anew QList. The new QList is given the first available
number.

Copying QLists
When copying QL.ists, you first select the target QList before selecting the source QList. All cuesin
source QList are copied to the target QList.
To copy a QList to a new QList
Example: Copy QList 1to QList 6.
1 PressEDIT.
2 PressQLIST and select QList 6 (the target QList).
3 PressCOPY.
The command line displays: Edit QList 6 Copy from.
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Select the source QList (scene 1) on the keypad and press ENTER.
Or

Tap number 1on the touch screen.

Or

With the faders in Context mode, press UK 1.

QList 6 isnhow acopy of QList 1.

Adding text tags to QLists

Giving QLists meaningful text tags makesit easy to identify them.

To add text tags to QLists

1
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Press EDIT.

Select the Qlist.

Tap TEXT.

Type the text on the external keyboard or use the soft keyboard on the touch screen.
Press ENTER or STORE or tap OK.

The QList text isdisplayed under the QList number on the touch screen in cue mode and on
the external monitor when the QList isloaded on the crossfader.

Deleting QLists

To delete QLists

Example: Delete QList 1.
1 PressDELETE.

2 PressQLIST.

The Edit QList screen is displayed
Select QList 1.

Confirmation is requested.
PressENTER or STORE or tap OK.
QList 1isdeleted.

Working with cues

Cues are dways stored in a QList. Cues can be numbered from 0.1 to 999.9

Each cue can have:

m Unique fade times

m Text tag
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All store options and the include/exclude parameters features can be used when storing cues.
Unless you choose one of the store options, the fixtures and parameters active in the editor are
stored in the scene.

There are three options avail able when storing a scene. The store options are displayed on the touch
screen after STORE is pressed.

Store Options What it does

INCLUDE FADERS Include fader output in the stored scene.

INCLUDE ALL STAGE Include all output comprising the stage picture in the stored scene.

ALL IF ACTIVE Include all parameters for fixtures whose dimmer level is more
than zr.

Storing cues
There afew methods you can use to store cues.

To store cues using console keys - method 1

Example: Store cue 2 in QList 1.

1 Select the fixtures and set levels.

Press STORE.

Press QLIST and press 1 on the keypad.
Press CUE and select 2 on the keypad.
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PressENTER or STORE.
Cue 2 is stored.

To store cues using the touch screen grid - method 2

Example: Store cuein QList 1.

Select the fixtures.

Set parameter levels.

Press STORE.

Press QLIST.

Tap Qlist 1.

The editor is stored to the first available cue number.
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To store cues using UKs - method 3
Example: Store cuein QList 1.
1 Select the fixtures.
2 Set parameter levels.
3 PressSTORE.
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4 PressQLIST and select the QList number on the keypad.
The Store Options screen is displayed on the touch screen.

5 With the fadersin Context mode, press the UK that corresponds with the cue number.
The cue is stored.

To store cues directly on the crossfader

Example: Cue 1in QList 1 isthe current cue on the crossfader. Store the next cuein QList 1.
1 Select thefixtures.

2 Set parameter levels.

3 PressSTORE.

4 Optional - select store options or include/exclude parameters.

5 Pressthe crossfader’'s SELECT key.

Pr@ e
[-]
[-]

—

[

Cue2isstored in QList 1. The crossfader executes afade from cue 1 to cue 2.

To store the next cue

Example: Cue 1in QList 1 isthe current cue on the crossfader. Store the next cuein QList 1.
1 Select the fixtures.
2 Set parameter levels.
3 Press STORE+.
Cue2isstored in QList 1.
4 If desired, press GO to fade to cue 2.

To store a cue to the Qlist on the crossfader
Example: Store cue 25 to the QL.ist loaded on the crossfader.
1 Select the fixtures and set levels.
2 PressSTORE.
3 Press CUE and select 25 on the keypad.
4 PresseENTER or STORE.
Cue 25 is stored.

To store a point cue

Example: Insert cue 5.2.

1 Select thefixtures.
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Set parameter levels.

Optional - select store options or include/exclude parameters.
Press STORE

Press QLIST and select the QList number using the keypad.
Press CUE and press 5, @, 2 on the keypad.

Press ENTER or STORE or tap OK

Cueb.2 isstored.

To store a cue without selecting a QList

This sequence assumes there is no QList on the crossfader. A new QList is automatically
stored on the crossfader when storing the cue.

1
2
3

Select fixtures and set parameter levels.
Press CUE and select a cue number.
Press STORE.

The editor is stored asacuein anew QList using the first available QList number.

OR

1
2
3
4

Select fixtures and set parameter levels.
Press STORE.

Press CUE and select a cue number.
PressENTER.

The editor is stored asacuein anew QList using the first available QList number.

For programming cues using libraries. See “Using libraries to program scenes, steps, and cues’
page 127.

Excluding or including parameters in cues

88

Parametersin the editor can be excluded when storing a cue. Parameters that were excluded can be
later included in acue. Thisisuseful, for example, when programming a cue with color levelsonly,
but obviously you need to bring up the dimmer to see what you are doing.

To exclude a parameter from the cue

Example: Store a scene that contains only color parameters, excluding the dimmer parameter.

1
2

Select spots, turn dimmer on, and set color parameters levels.

Return to the F(ocus) wheel bank and press the dimmer wheel to select the dimmer
parameter.

Tap EXCLUDE.

A tilde (~), signifying that this parameter will not be included when storing the step,
appears next to the dimmer levels

Store the cue using your preferred method.

The cue contains only the cyan and yellow parameters.
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To include an excluded parameter

Example: While programming a cue you have excluded the dimmer parameter. You decide
that you want the dimmer parameter included in the cue.

1
2

Select the dimmer parameter again.
Press and hold SHIFT and tap INCLUDE.

Thetilde (~) disappears from the dimmer parameter display. The dimmer levels will be
included when storing the cue.

Store the cue.

Grabbing all parameters for fixtures in the editor

The ALL IF ACTIVE feature grabs al the parameters, for al fixtures active in the editor, when
storing a cue. The stored cue includes the levels for all parametersin the selected fixtures. This
ensures that the lighting look is reproduced no matter where the parameters were |eft after the last
playback or editing operation.

To grab all parameters

Example: Grab all parameters even though levels are set only for pan, tilt, cyan, and magenta.
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Select fixtures and set levels for pan, tilt, cyan, and magenta.
Tap ALL IF ACTIVE.

Press STORE.

Press QLIST.

Select the QList number on the keypad, then sel ect the cue number on the keypad and press
ENTER.

Or

Tap the QList number on the touch screen. The lighting state is saved to the first available
cue number.

Or
Select the QList and press the UK for the cue number. The faders must be in Context mode.

All parameter levels, those active in the editor and those in gray tracking, will be stored in
this cue.

Using cues as building blocks

You can use cues as building blocks to store new cues, scenes, or chase steps. Example: You have a
cue that contains blue back light wash, specials for the musicians, and a projection on back wall of
the stage. You can call this cue to the editor and edit it to create a new object or saveit asis.

To use cues as building blocks

1

Press CUE and select a cue.
Note: If the cueisnot on the crossfader, select a QList before selecting a cue.
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2 PressENTER.

The contents of the cue (fixtures and levels) are entered to the editor.

3 Optiona - Adjust levels and/or add new fixtures.

4 Saveasanew cue, scene, or chase step.

Note: You can call morethan one cueto use asabuilding block. This procedure can also

be used to copy cues.

Merging console output

Copying cues
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The Include All Stage feature captures the current lighting look, whether it comes from the editor,
playbacks, or faders and store it as a cue. Example: You have a scene that includes al the mirror
balls and their light sources which is output from a playback, a blue wash that is channels output
from the faders, a cue that has some moving lights running an effect in the editor., and some fixtures
activein the editor. To merge all these objects and store a new cue use Include All Stage.

To merge output when storing

Example: Store the stage lighting states a new cue.

1

2
3
4

Build the lighting picture using the editor, playbacks, and faders.
Press STORE.

Tap INCLUDE ALL STAGE.

Store as a cue.

The current lighting picture is stored as a scene.

When copying cues, you first select the target QList and cue before selecting the source QList and

Cue.

To copy a cue

Example: Copy QList 1 cue 1to QList 6 cue 6.

1
2
3
4

)]

Press EDIT.

Press QLIST and tap QList 6 (target QList).

Press CUE and tap cue 6 (target cue).

Press COPY.

The command line displays: Edit QList 6 Cue 6 Copy from.
Press QLIST and select QList 1 (source QList).

Press CUE and select cue 1(source cue).

Press ENTER or STORE or tap OK

QList 6 cue 6isnow acopy of QList 1 cue 1.
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There are 2 methods for updating cues. The method you chose depends on whether the cue is
currently output or not.

To update cues active on the crossfader

Example: Cue 1in QList 1 is currently output on the crossfader. Update this cue.

1
2
3

Select fixtures and set levels.
Press UPDATE.
Press SELECT for the crossfader.

To update cues

Example: Call cue 1in QList 1 and update it.

o oA WN P

Select fixtures and set levels.

Press UPDATE.

Press QLIST and press 1.

Press CUE and press 1 (on the editing keypad).

Optional - select store options or include/exclude parameters.
PressENTER or tap OK.

A confirmation message is displayed.

PressENTER or tap OK.

Adding text tags to cues

Giving cues meaningful text tags makes it easy to identify them.

To add text tags to cues

1

o o~ WN

Deleting cues

Press EDIT.

Select the Qlist.

Select the cue.

Tap TEXT.

Type the text on the external keyboard or use the soft keyboard on the touch screen.
PressENTER or STORE or tap OK

The cue'stext is displayed under the cue number on the touch screen in cue mode and on
the external monitor when the cue is playing back on the crossfader.

To delete cues

Example: Deletecue 4 in QList 1.

1

Press DELETE.
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2 PressQLIST and select QList 1.
3 Press CUE and select cue 4.

Dlite requests confirmation.

4 PressENTER or tap OK.
QList 1, cue 4 isdeleted.

Removing fixtures from cues

To remove fixtures from cues

1 PressEDIT.

Note: If the cueisnot on the crossfader, select a QList before selecting a cue.

g A W N

Press cue and select the cue number.

Select the fixture.

Press RELEASE or tap RELEASE on the touch screen.
Press UPDATE.

The fixture is removed form the cue.

Setting fade times
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The default fade time for scenesisfadein 0:02.0 seconds and no delay. The default fade time can be
changed in System Settings > Object Time. Unique fade in and delay fade times can be set for each

Cue.

Fadetimes are set in the Edit Cue screen. Tap the fade type buttons on the touch screen to access the

time field options.

Buttons What they do

IN EnabletheIn field for fade in time.

ouT Enable the Out field for fade out time.

FADE Set fade in/out times. Thisisthe default selection.

DELAY Set delay (wait) infout times. How long the scene or parameters wait before
beginning their fades.

FOLLOW Enable the Follow field for follow on cues.

SMPTE Enable the SMPTE field for setting SMPTE time codes.

Use the wheels to set fade times.
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Wheels
Wheel 1 Minutes or hours. Minutesis the default. Hours are valid only for SMPTE.
To set hours
Press and hold SHIFT and turn wheel 1.
Wheel 2 Seconds
Wheel 3 Fine. Tenth of seconds or SMPTE frames. SMPTE time code can be set for
up to 30 frames.

Tapping atime option button gives you accessto the time field. There are seven time fields. The
activefield is designated by an arrow head.

Options What fades

IN Set cue fade time for levels that are fading up from their current levels.
ouT Set cue fade time for levels that are fading down from their current levels.
FOCUS Set fade times for the parameters belonging to the focus (F) bank.
COLOR Set fade times for the parameters belonging to the color (C) bank.

BEAM Set fade times for the parameters belonging to the beam (B) bank.
FOLLOW Store afollow on cue.

SMPTE Set the time for automatic fades using SMPTE.

Navigate the fields in the time screen by:
m Tapping FADE or DELAY

m Pressing =

Setting overall cue times

The overall cue times control the fade in and fade out of the al fixture levels. [Fade] In determines
the speed of the levels that are fading to a higher level. [Fade] Out determines the speed of the
levelsthat are fading to alower level.

If no [fade] out timeis set, the out timeisidentical to thein time.

Note: Dimmer (intensity) usesthe overall cue time. Pan and tilt times belong to the
F(ocus) bank time.

To set cue fade times

Example: Set cue 4 to fade in over 1 minute and 30 seconds and delay the beginning of the
fade by 6 seconds.

1 PressEDIT.
2 If thecueisnot inthe active QList, press QLIST and select aQList.
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3 PressCUE.

The Edit Cue screen is displayed.
4 Select cued.

Press TIME.

The fade time options are displayed on the touch screen.
6 TapIN.

The fade time fields are displayed.
7 Turnwheel 1 until arriving at 1 (minute).
8 Turnwheel 2 until arriving at 30 (seconds).

Note: Instead of using the wheels, you can enter 6 (seconds) on the keypad.

9 Tap DELAY.
10 Turn wheel 2 until arriving at 6 (seconds).
11 PressENTER or STORE or tap OK
OR
1 If thecueisnotinthe active QList, press QLIST and select aQList.
2 PressCUE.

The Edit Cue screen is displayed.
3 Select acue.
4 PressTIME.

The fade time options are displayed on the touch screen.

5 Seect thetimefield and use the wheels or the keypad to set the fade times. Repeat as
necessary.

6 PressENTER or STORE or tap OK.
Or

Press NEXT and PREV to store and set time parameters for the next or previous cue.

To set fade times for multiple cues

You can set the same fade time for more than cue. Example: Set fade times for cues 1 through
6.

1 SelecttheQList.
2 Select cues 1 through 6.
3 PressTIME.
The fade time fields are displayed.

I

Select the time option.

Use the wheels to set the time.

Or

Enter the fade time, in seconds, on the keypad.
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Press ENTER or STORE or tap OK.

Setting fade times for parameter banks

Parameter banks have different fades than the overall cue. For instance, set a unique fade time for
the beam bank, so gobos jump in while all other parameters are fading in.

To set parameter fade times

Example: Set cue 4 to fade in time over 15 seconds and set the beam bank to fade in O (zero)
seconds.

1
2
3

Press EDIT.

If the cueisnot in the active QLigt, press QLIST and select aQList.
Press CUE.

The Edit Cue screen is displayed.

Select cue 4.

Press TIME.

The fade time fields are displayed. on the touch screen.
Turn wheel 2 until arriving at 15 (seconds).

Press B to select the beam bank.

The Beam field is enabled.

Turn wheel 2 until arriving at Cut is displayed.

Press ENTER or STORE or tap OK.

OR

If the cueisnot in the active QList, press QLIST and select aQList.
Press CUE.
The Edit Cue screen is displayed.

3 Select cue 4.

Press TIME.

The fade time fields are displayed. on the touch screen.
Press B to select the beam bank.

The Beam field is enabled.

Use the wheels to set the fade times. Repeat as necessary.
PressENTER or STORE or tap OK.
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Programming a dark move

If your cue has moving lights that are changing positions, you use fade times to change the position
in the dark.
To program a dark move

Example: This procedure presumes the dimmer is not in the previous cue. The dimmer param-
eter takes its fade time from the general cuetime. A unique fadetimeis set for pan and tilt (the
focus parameter).

1 PressEDIT.
2 If thecueisnotintheactive QList, press QLIST and select aQList.
3 PressCUE.
The Edit Cue screen is displayed.
4 Select cue 4.
Press TIME.
The fade time fields are displayed on the touch screen.
6 Tap DELAY.
The cue Delay field is enabled.
7 Set adelay time using the wheels.
8 PressF.
The Focus bank field is enabled.
9 Tap FADE.
The Focus bank fade column is enabled.
10 Set thefade in for focus at Cut (0).
11 PressENTER or STORE or tap OK.

12 Optional - make thisafollow on cue (seetip).

Tip! If you want adark move, but the dimmer is onein the cue preceding the move, insert
acue that brings the dimmer to zero.

Programming a follow on cue
You can program a cue to automatically begin its fade when the preceding cue completes its fade.

To program a follow on cue
Example: Program cue 5 to begin fading in as soon as cue 4 compl etes its fade.
1 PressEDIT.
2 Select cue 4.
3 PressTIME.
4 Tap FOLLOW.
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The Follow field is enabled.
Use the wheels to set the fade time.
Press ENTER or STORE or tap OK.

Programming for automatic playback using SMPTE

To program automatic playback with SMPTE time codes

1

2
3
4

Loops

Press EDIT.

Select cue 4.

Press TIME.

Tap SMPTE.

The SMPTE field is enabled.

Use the wheels to set the fade time.

The loop feature strings together sequential cues. Loops can be used within QLists, like mini
chasers, to repeat a series of cues. Cuesin loops fade according to their set fade times.

Setting the number of loops

The number of loops determines how many times the sequence of cues repeat. When the loop
setting is 0 (zero) the loop repeats an infinite number of times. Use the wheels to set the number of

loops:

m Whesl 1 - x1 (units of 1)
m Whesl 2 - x10 (units of 10)
m Wheel 3 - x100 (units of 100)

To set the number of loops

Example: Set aloop for QList 5, cues 4 through 8 to repeat 12 times

© 00 N oo g b~ W N P

Press EDIT.

Press QLIST.

Select the QList and first cuein the loop.

Tap LOOP. The command line displays: Edit: QList 5 Cue 4.0 Loop to cue .
Select cue 8.

Turn wheel 2 until arriving at 10.

Turn wheel 1 until arriving at 2.

Tap OK.

Press RESET to exit the edit QList mode.
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To clear loops

1 PressEDIT.

Press QLIST.

Select the QList.

Select thefirst cuein the loop.

Tap LOOP.

Tap CLEAR LOOP.

Tap OK.

Press RESET to exit the edit QList mode.

o N OO 0o b~ W N
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Chapter 7 Playbacks and the Crossfader

This chapter includes:
m About playbacks (see page 99)
m Playing back scenes and chases (see page 101)
m Playback behavior (see page 104)
m Controlling fade rates (see page 105)
m About the crossfader (see page 106)

About playbacks

Dlite runs scenes and chases on its 20 playbacks. Each playback has a SELeCT (multi-purpose) key
with acolored LED, adlider that controls the dimmer intensity, and aflash key. Playback |oads can

be saved in snaps for quick retrieval.

[Jselect key
OnfOff

% Playtoack Slider

[]Flash Key

Figure 22: A playback and its control keys
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Playback screen and options

When the editor isidle, the touch screen grid shows the playbacks and what is loaded on the
playbacks.

What the touch screen grid

Soft Buttons
shows

Press

PLAYBACK The scenes and chases |oaded on * UPDATE SNAP - Save the current

the playbacks. Thisis the default snap. See “Updating snaps’
display. It is always shown when page 149
the editor isin idle. * ALL OFF - Fade all playback output
to zr.
* CUT ALL OFF - Bump all playback
output to zr.

» TEXT - add atext tag

I I The scenes and chases loaded on e HOLD ALL - Pause all chases and
the playbacks. effects.
Pause e GOALL - Restart all paused
playbacks.
* HOLD ALL EFFECTS - Pause all
effects.
¢ RESUME ALL EFFECTS - restart
paused effects.

Playback controls

Control What it does
SELECT and ON/ » Load playbacks or store scenes and chase steps.
OFF « The On/Off function turns the playback on or off for playing back

scenes and chases. See, Touch screen grid.

Slider Controlsthe dimmer level of fixturesin the scene or chase step.

Moving the dider off its bottom end stop may turn the playback on and
initiate afade. Slider on/off behavior is determined by the PB GO OFF
ZERO setting in System Options.

Flash Key » When the playback is off, flash the scene loaded on the playback or
advance the chase step.

* PressLATCH to lock the flash keys. Pressing a flash key turnsthe
playback on and its output remains until pressing the flash key again.

» Usewith SOLO to blackout all playback output except the selected
one. Use with -SOLO to blackout the output from the selected play-
back only. Not implemented yet.

Touch screen grid | Inidle, the touch screen gird shows the playbacks. Tapping a playback
togglesit on or off.
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ATTENTION! QListsrun only on the crossfader.

Playbacks’ LED color code

The colored LEDs are coded according to the type of object |oaded to the playback and indicate the

playback status.
Color What it means
Red A chase isloaded.
Red flashing A chaseisrunning.
Green A sceneis|loaded.
Green flashing A sceneisactive.

Amber flashing e The playback’s output is paused.

» The playback is running a manual chase. See “ Setting chases for
manual operation” page 82

Green & amber A roll up scene when the playback is off. See “ Storing roll up parameter
flashing scenes’ page 60

Playback priority can be LTP (Latest takes Precedence) or HTP (Highest Takes Precedence)
depending how the parameters were defined in the Device Builder.

Playing back scenes and chases

Loading scenes and chases to playbacks

Scenes and chases are |oaded to the playbacks. You can load up to 20 scenes and chases, per snap,
to playbacks. You can fade or flash scenes on the playbacks. When there is a scene or chase loaded
to a playback, the playback soft key operates as a GO key.

A scene or chaser that isloaded to a playback isimmediately active if the playback dlider is off its
bottom stop (above 0%)

To load scenes or chases to playbacks
1 Press SCENE or CHASE.
2 Select the scene or chase number on the keypad.
Or
Tap the scene or chase you want to load.
Cr

With the fadersin Context mode, press SCENE or CHASE and select a scene or chase using
the UKs.

3 Dlite Compact only! PressPLAYBACK.
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4 Pressthe playback’s SELECT key.
Cr
Tap the playback on the touch screen grid.
5 Repeat steps 1 through 3 for each scene or chase.

ATTENTION! For Dlite Compact only! Press PLAYBACK before loading to a specific
playback.

Playback commands for scenes and chases

When there is a scene or chase |loaded on the playback, the SELECT keys function as ON and OFF
keys. Moving the slider off its zero limit turns the playback on. The fade behavior is determined by
the PB Go Off Zero setting in the Setup menu. See “Playback behavior” page 104.

To fade in scenes and chases

Press the playback’s ON key.

OR

Move the playback dlider off zero.
To fade out scenes and chases

Press the playback’s OFF key.

OR

Move the playback slider to zero.
To flash scenes and chases

With the playback dlider at zero, press the playback’s flash key.

Note: Enabling LATCH, makes the flash key an ON/OFF key.

Global off control
The buttons ALL OFF and CUT ALL OFF give you one press control over all the active playbacks.
m ALL OFF - Fades all active playbacks to zero in system time.
m CUT ALL OFF - Bumps all active playbacks to zero.

Pausing the playbacks

You can pause one or multiple playbacks at the same time.

To pause one playback

1 Pr%s".

2 Press seLECT for the playback you want to pause.
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To pause multiple playbacks

1 Pressand hold 1B

2 PressseLECT for as many playbacks as is necessary.
To pause all playbacks

Press and hold SHIFT and press -

Note: This pausesthe crossfader also.

Restarting paused playbacks

Pressing ., changes the soft buttons available on the touch screen. See “Pause” page 100. Use
these options to restart paused playbacks.

Chases on-the-fly

Some chase settings can be changed on the fly.

To set chase for manual operation on-the-fly
Example: Set chase 5, loaded to playback 5, for manual operation.
1 Press]l.
2 Pressthe oN key for playback 5.

Now press the flash key to advance the chase by one step.
To reverse chase direction on-the-fly

Example: Reverse the direction for chase 5, running on playback 5.
1 Presse.

2 Pressthe sSeLECT key for playback 5.

To reverse chase direction on multiple playbacks

1 Pressand hold ©.

2 PressseLECT for as many playbacks as is necessary.

To reverse chase direction on all playbacks

Press and hold SHIFT + ©.

Note: Thisreversethe cue sequence on the crossfader also.

Freeing playbacks
You can free just one or multiple playbacks at the same time.

To free one playback

1 PressFREE.
2 Press seLECT for the playback you want to unload.
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To free multiple playbacks

1 Pressand hold FREE.

2 PressseLECT for as many playbacks as is necessary.

To free all playbacks

Press and hold SHIFT and press FREE.

Note: Thisfreesthe crossfader aso.

Playback behavior

Behavior setting Operation Playback behavior
EE a(;;)e;)ff zero - Move a playback All parameters, except dimmer, jump to their
dlider off zero. stored levels. The dimmer value is controlled by
the dlider and fades with the playback silder
movement.

Pressand hold SHIFT | All parameters fade to their stored levels.
and move a playback
slider off zero.

Withthedlider at zero, | All parameters, except dimmer, fade to their
pressthe select key to | stored levels. The slider controls the dimmer
initiate a go. level.

With the slider at full, | All parameters are released and fade to their
toggle the select key. | home levels. Dimmer fades to zero.

Ei:bcl) e(gff zero - Moving the slider off | Nothing happens.

zero (without pressing
the ON key).
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Behavior setting Operation Playback behavior
Press ON. All parameters, except dimmer, fade to their
stored levels. The slider controls the dimmer
level.
Playback Stomp When all parameters output from a playback are
(for LTP parameters) overridden, the playback isreleased or turned off.
Enabled Example: Playback 1 is active and outputs

fixtures 1 through 4 set to blue and focussed on
the drum riser. If you now activate playback 2
which outputs the same moving lights running
position and color effects, playback 1 isreleased
and no longer active. If you stop playback 2, the
parameters go to their home levels or tracking.

Playback Stomp The system never stomps (overrides) the previ-
(for LTP parameters) ously active playback. Referring to the example
Disabled above, if you stop playback 2, the moving lights

revert to the output from playback 1.

To set the slider behavior
1 PressSETUP.
2 Tap SYSTEM OPTIONS.
3 Tap BEHAVIOR.
4 Enable or disable SLIDER GO OFF ZERO or PLAYBACK STOMP.

Controlling fade rates

Wheels 1, 2, and 3 provide override controls for fade rates on individual playbacks.
m Wheel 1, labelled RATE, controls the fade rate for scenes and chases.
m Wheel 2, |abelled EFFECT, controlsthe fade rate for effects.
m Wheel 3, labelled% FADE controls the jump/fade percentage for chases.

Fade rates set in override can be saved in snaps.

Fade rates for al playbacks can be controlled using the general master in its rate master mode.

To control fade rates
1 PressRATE.
Wheels 1 isavailableto control fade rates.
2 Tap the playback on the touch screen or press the playback’s SELECT key.
3 Turnwheel 1 to override the scene’s or chase’s fade rate.

The adjusted rate is displayed on the external monitor.
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4 Press RESET to exit rate mode.

5 Optiona - update the snap to store the new fade rate. (See “Updating snaps’ page 149).

To control fade rates with the general master

1 PressRATE, which islocated under the general master slider.

2 Usethedider to set therate.

IMPORTANT! Using the general master as arate master mode affects all playbacks

and the crossfader.

About the crossfader

QLists are played back only on the crossfader. When a QList is loaded on the crossfader, cue O is
the active cue and thefirst cue isthe incoming cue. You can sequence through the cues or preload a
cue out of sequence. Cues fade according to the fade times stored in the cue. On-the-fly, you can
fade to a cue using system time, ignoring the cue time.

@
B QG
@ :IZ

[-]
-]
[—

oo0e®

M CUT
Figure 23: The crossfader for QList playback

No. | Controls No. Controls

1 SELECT key to load the device 5 Next or current cue display

2 Next or current cue display 6 GO - initiate a fade to the next cue.
3 HOLD - pause the fade 7 Master incoming values

4 BACK - fade back to previous cue || 8 Master outgoing values
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Crossfader masters

The masters can be at the bottom end stop, the top end stop, or split.

In/Out master position Active cue/output

In master at bottom end stop Lower display - cue on stage

Out master at bottom end stop Upper display - next cue in the sequence
In master at top end stop Upper display - cue on stage

Out master at top end stop Lower display - next cue in the sequence
In master at top end stop There isno active cue

Out master at bottom end stop

In master at bottom end stop Both the current cue (shown in the lower display)
Out master at top end stop and the next cue (shown in the upper display) are
active.

Fade controls

The crossfade has three dedicated playback controls.

Control

What it does

GO

Pressing GO initiates a fade to the next cue in the sequence. The fade takes place
in cuetime.

HOLD

Pressing HOLD stops an ongoing fade.

BACK

Pressing BACK initiates afade to the previous cue. the fade takes place in system
time.

Playing Back QLists on the crossfader

To load QLists

1 PressQLIST.

2 Select the QList on the keypad or the touch screen.

3 Press SELECT above the crossfader.

The QList isloaded to the crossfader. Pressing GO, fades to the first cue.

To playback QLists

Press GO to fade to the next cue.

Press BACK to fade to the previous cue.

Press HOLD to pause the crossfade.
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To preload the crossfader out of sequence
Example: Cue 5 isthe active cue. Cue 6 is the incoming cue. From cue 5 fade to cue 10.
1 Select cue 10.
2 PressSELECT above the crossfader.
The next go command initiates a fade to the cue 10.
To fade to a cue out of sequence in cue time
1 Select the cue number.
2 PressGO.
The selected cue fades according to its stored time.
To fade to a cue out of sequence ignoring cue time

1 Select the cue number.
2 PressSHIFT + GO.
The selected cue fades according to system time. See “Defaults’ page 155.

To pause acue

PressHOLD.

To restart a paused fade

Press GO.

To return to the previous cue

PressBACK.

Controlling fade rates on the crossfader
Use the rate key to access rate control for the A/B crossfader.

To control the fade rate on the crossfader

1 PressRATE.
2 PressSELECT (A/B).
3 Usethe RATE wheel to control the fade speeds on the A/B crossfader.
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Chapter 8 Faders

This chapter includes:
m About faders (see page 109)
m Fader modes (see page 111)
m Using the grab fader (see page 113)

About faders

Dlite 36/72 has 72 faders. Dlite 24/48 has 48 faders.

Faders and fader controls

] @
©
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FADER COMT ROLE
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Figure 24: Dlite’s front panel detail - faders and fader controls
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No. Panel Controls No. Panel Controls
1 LEDS 5 Grab fader - Grab the current editor
See “Fader LEDS’ page 110 output.
See “Using the grab fader” page 113
2 Fader handles 6 Fader mode selector - Cycles the fader
modes (Wide, Context, 2 Preset)
See “Fader modes’ page 111
3 Universal Keys (UKs) - In context 7 Fader flash level master - Set the flash
mode, store and select objects feature’s maximum dimmer value.
Fader flash keys - In wide and 2
preset mode, flash channels.
4 Crossfader handles for fading 8 Fader rate master -
between presetsin 2 Preset mode.

Fader hande

o Colored LED
Huk

Figure 25: Fader - detail
Each of Dlite’'s faders has:
m A fader handle to control levels.

m A universal key (UK) for selecting fixtures and objects or storing objects. this key also func-
tionsas aflash key in 2 preset mode.

m A color coded LED.

Fader LEDs

Thefaders LED color indicates the contents of each fader. Blinking L EDsindicate sel ected objects
and active fixtures

LED color code

Mode | Color What it represents

Wide Green The channel is active in the editor or output from a play-
& back source.

2-Preset | Red The channel is not active in the editor and not output

from a playback source.

Orange The fader level does not match the output level in the
editor.
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Mode | Color What it represents
Context | Green Scenes
Red All objects except scenes

Orange Spot parameters (See “Using the faders to set parameter
levels’ page 52)

LED intensity

You can adjust the minimum LED intensity. Thisisthe LED intensity when the fader is at its
bottom stop (0%).

To adjust the LED intensity

Press and hold SHIFT, press SETUP, and turn wheel 3 to set the minimum LED intensity.

Paging faders
See “Paging displays’ page 8.

Fader modes

Dlite’'s multi purpose faders work in three modes:
m Wide - faders control channel levels.

m Context - context sensitive, universal keys (UK) can be used to store and select objects. 2
Preset - use for manual playback.

Note: Dlite Compact has no faders.
To switch fader modes
Press MODE until the LED next to the required mode is on.

Note: 2-Preset and Wide modes have red LEDs. Context mode's LED is green.

Context mode

In context mode, you can select using the UKs and preview objects using the fader.

Previewing objects, turns on the dimmers for fixtures used by the object. Example: Group 1
contains all the even channels. Selecting the group on the UK s and bringing up the fader turnson all
the even channels. They are not available for editing.

To select objects
Example 2: Select scene 3.
1 When the faders are in context mode, press SCENE.
2 Pressthe UK (Universa Key) 3.
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Scene 3 is selected. Either load it to a playback or edit the scene.

See “ Selecting fixtures using the universal keys’ page 41.

To preview objects
Example 3: Preview group 2.
1 When the faders arein context mode, press GROUP.
2 Raisefader 2.

The dimmers, for fixturesin the group, fadein.

Wide mode

When the faders are in Wide mode, they control 48 or 72 channels. In Wide mode, you can:
m Use the faders to manually fade channels.

m Press aflash key to bump the channel to the level alowed by the flash master setting.
Releasing the flash key bumps the channel to zr.

In wide mode, the fader that controls preset 1 can be used a s ageneral master, controlling the fader
output level.

Tip! Inwide mode, faders can be used to program scenes, chase steps, and cues.
See “Merging console output” page 59

Two preset (manual board) mode

When the faders arein 2 Preset mode, they control 24 or 36 channelsin 2 presets. Each preset (row
of faders) has a dedicated fade master.

@’T@
z=0
OHIE

OHG

Figure 26: 2 preset controls
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No. | Controls No. Controls
1 Flash key for preset 1 5 Fader mode indicator
2 Flash key for preset 2 6 Time master for incoming levels
3 Fade master for preset 1 7 Time master for outgoing levels
4 Fade master for preset 2

The fade masters' position determines which preset is output:
m Both fade masters at the top limit of travel - preset 1 isactive.
m Both fade masters at the bottom limit of travel - preset 2 is active.
m Preset 1 fade master at the bottom end stop and present 2 fade master at the top end stop - there
is no output as both fade masters are at their zero level.

To set faders for 2 preset mode

Press the mode key until the LED labelled preset islit.

Using the grab fader

The grab fader capturesfixtures and their parameter levelsthat are active in the editor. The captured
lighting look istemporarily saved as scene 0.

[ Select key for Grab fader
- LED

% orab fader

[ Grab FLASH

Figure 27: Grab fader
To grab the active editor
1 Select fixtures and set parameter levels.
2 PressSTORE.
The STORE options are displayed.
3 Optional - choose a store option.
4 Pressthe grab fader’s SELECT key.

Temporary scene 0 isload to the grab fader. Control the grab fader’s output level with the
fader handle.

To free the grab fader

1 PressFREE.
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2

Press the grab fader’s SELECT key.

Faders as editor

14

When FADERS AS EDITOR is enabled, values from the faders are active in the editor. Thelevelsin
the editor are determined by afader’s amplitude. Example: In wide mode, fade up channel 1. This
level is now active in the editor. and appears on awhite field.

This feature can provide a convenient way to build alighting look, which can be saved as a scene,
chase step, or cue.

To enable/disable fader as editor

1

2
3
4

Press SETUP.

Tap System Options.

Tap the Behavior tab.

Tap FADERS AS EDITOR.

When enabled, the button’s filed is dark. When enabled, the button’s field is dark. When
disabled, the button’sfield islight.



Chapter 9 Show and Device File
Management

m About file management (see page 115)

m Saving shows (see page 115)

m L oading shows (see page 116)

m Deleting shows (see page 117)

m Deleting devices (see page 118)

m Using your PC for file management (see page 119)

About file management

Shows are saved to and loaded from Dlite’s flash disk or afloppy disk. Load, save, and delete func-
tions are avail able through menus appearing on the Setup screen.

Menu Display grid Submenus Features
LOAD Showsstoredonthe | FLOPPY DRIVE | Select a show from the flash disk or
SHOW flash disk floppy and load it to Dlite for editing or

playback.
SAVE Showson flashdisk | FLOPPY DRIVE | Save ashow to Dlite'sflash disk or to a
SHOW floppy disk.

TEXT Attach atext tag to the new show.

DELETE | Showsfrom flash FLOPPY DRIVE | Select a show from the flash disk or
SHOW disk floppy and deleteiit.
DELETE | Devices stored on FLOPPY DRIVE | Select a device from the flash disk or
DEVICE | flash disk floppy and delete it.

Saving shows

You can save shows at any time during programming.
There three methods for assigning show numbers:
m Tap the appropriate number on the touch screen
m Press the UK that corresponds to the show number
m Enter a number on the keypad.
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Shows can be saved to Dlite'sinternal flash disk or to afloppy disk. Giving shows meaningful text
names makes it easy identify the shows on the disk.

Tip! Save your show frequently during lighting sessions!

To save shows to the flash disk
Example: Save show 10.
1 PressSETUP.
Tap SAVE on the touch screen.
Select the show number.

Optional - tap TEXT and give the show a meaningful tag.

g b~ W N

Tap SAVE.
When the show is saved the message Save Successful is displayed.

To save shows to the floppy disk
Example: Save show 10.
1 PressSETUP.
2 Tap SAVE on the touch screen.
3 Press FLOPPY DISK.
Dlite activates the floppy disk drive.
4 Optional - tap TEXT and give the show a meaningful tag.
5 Select the show number.
6 Tap SAVE.
When the show is saved the message Save Successful is displayed.

Loading shows

You can view shows saved on the flash or floppy disk, on the touch screen data grid. Show file
names are also shown on the external monitor’s playback display. Select the show to load by
tapping the show on the touch screen or pressing the UK that corresponds to the show number.

Use the page wheel or arrow up/arrow down to view shows not visible on the first screen.

There are two load options. You can load the entire show, which includes the patch and all objects,
or load the patch only.

To load shows from the flash disk

Example: Load show 10.
1 PressSETUP.
2 Tap LOAD on the touch screen.
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Select the show by tapping it on the touch screen or pressing the UK that correspondsto the
show number.

Tap LOAD.
When the show is loaded the message Load Successful is displayed.

To load shows from a floppy disk

Example: Load show 10.

1
2
3

Press SETUP.

Tap LOAD on the touch screen.

Tap FLOPPY DISK to activate the floppy disk drive.
The contents of the floppy disk are displayed.
Select the show.

5 Tap LOAD.

When the show is loaded the message Load Successful is displayed.

To load patch only

Press SETUP.
Tap LOAD on the touch screen.

Tap ashow on the grid, if loading from Dlite's flash disk, or tap FLOPPY DISK to activate
the floppy disk drive and select a show from the floppy disk files.

Tap LOAD PATCH.
The message Load Successful is displayed.

Deleting shows

You can delete shows saved on the flash or floppy disk. Select the show to del ete by tapping the
show on the touch screen or pressing the UK that corresponds to the show number.

Use the page wheel or arrow up/arrow down to view shows not visible on the first screen.

To delete shows from the flash disk

1

2
3
4

Press SETUP.

Tap DELETE on the touch screen.

Select the show by tapping it on the touch screen or pressing a UK.
Tap DELETE.

Confirmation is requested.

Tap DELETE again.

The message Delete Successful is displayed.
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To delete shows from a floppy disk

1 Pressthe SETUP key.

2 Tap DELETE on the touch screen.

3 Tap FLOPPY DISK to activate the floppy disk drive.
The contents of the floppy disk are displayed.

4 Select the show.

5 Tap DELETE.
Dlite requests confirmation of the delete command.

6 Tap DELETE again.
The message Delete Successful is displayed.

Deleting devices

You can delete devices saved on the flash or floppy disk. Select the device to delete by tapping the
device name on the touch screen.

Use the page wheel or arrow up/arrow down to view shows not visible on the first screen.

To delete devices from the flash disk
1 PressSETUP.
2 Tap PATCH.
3 If necessary, tap MORE....
4 Tap DELETE DEVICE on the touch screen.
The touch screen displays the devices stored on the flash disk.

)]

Select the device by tapping it on the touch screen.
6 Tap DELETE.
Confirmation is requested.
7 Tap DELETE again.
The message Delete Successful is displayed.

To delete devices from a floppy disk
1 Pressthe SETUP key.

Tap PATCH.

If necessary, tap MORE....

Tap DELETE on the touch screen.

a A W N

Tap FLOPPY DISK to activate the floppy disk drive.
The contents of the floppy disk are displayed.
6 Select the device.
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7 Tap DELETE.
Confirmation is requested.
8 Tap DELETE again.
The message Delete Successful is displayed.

Using your PC for file management

You can connect Dlite to a PC to store back up files for shows and devices. See “ Connecting to a
PC” page 158
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Chapter 10 Programming Libraries

This chapter includes:
m About libraries (see page 121)
m Working with libraries (see page 121)

m Using libraries to program scenes, steps, and cues (see page 127)

About libraries

Effects starting, saving you the bother of individually updating each object. Libraries can be used
for setting base levels when programming effects.

The touch screen has a context sensitive display mode for libraries. The touch screen includes soft
buttons relevant to libraries and a grid that shows the existing libraries. The touch screen grid can
be used to select libraries.

Press What the touch screen shows Soft Buttons
LIBRARY  Theexisting libraries and their text tags. + BY FIXTURE
Thereisonedisplay each for F, C, B libraries « INCLUDE ALL
o TEXT

Working with libraries

Libraries are organized by the F, C, and B (Focus, Color, and Beam) banks. Dlite supports up to 72
libraries of each library type.

Dlite automatically generates color libraries 49 through 64:

49 - Yellow 54 - Cyan 59- CTO 68 - Color Spin
50- Orange 55- Blue 60- CTB

51- Red 56 - Congo Blue 61- UV

52 - Pink 57- Aqua 62 - Purple

53- Magenta 58 - Green 63 - Open White
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Storing libraries

To store libraries

Example: Store a position library 1 with spots 1 through 5.
Select spots1 = 5.

Turn on the dimmer so you can see what you are doing.
Set the pan and tilt positions.

Press STORE.

pressLIB.

Press F(ocus).

~N O o~ WN P

Choose number 1 on the keypad and press ENTER.
Or

Tap number 1 on the touch screen grid.

Or

Press UK 1 with the fadersin Context mode.

Focus library 1 is stored and can be used as a building block for scenes, steps, and cues.

Storing fixture or device libraries

Libraries can be stored as fixture libraries or device libraries.
m Fixture - Library levels are specific to individual fixtures.

m Device- Thelibrary levels are specific to the type of device. The parameter levelsfor the first
fixture, of the device type, are stored in the library. These levels can be applied to any fixture
belonging to the same device type.

The default for focus librariesis by fixture. The default for color and beam librariesis by device.

To store fixture libraries

Example: Store color library 5 for fixtures.

1 Select fixtures.
2 PressC and set levelsfor the color parameters.
3 PressSTORE.
4 PressLIB.

The touch screen grid displays the color libraries.

(&)

Tap BY FIXTURE.
6 Choose number 5 on the keypad and press ENTER.

Or

Tap number 5 on the touch screen.

Or
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Press UK 5 with the faders in Context mode.

To store device libraries

Example: Store color library 5 for device.

o 0o b~ WON P

Select fixtures.

Press C and set levels for the color parameters.

Press STORE.

PressLIB.

BY FIXTURE should be, by default, enabled. Tap to disable and store a device library.
Choose number 5 on the keypad and press ENTER.

Or

Tap number 5 on the touch screen.

Or

Press UK 5 with the faders in Context mode.

Grabbing all bank parameters

When the INCLUDE ALL optionisenabled, thelevelsfor all the parametersin the bank are stored in
the library. When INCLUDE ALL isdisabled only the edited parameters are stored in the library.

The default for focus and color librariesisINCLUDE ALL enabled. The default for beam librariesis
INCLUDE ALL disabled.

To grab all bank parameters

Example: Grab all parameters when storing beam library 5

1
2
3
4

Select fixtures.

Press B and set levels for some beam parameters.
Press STORE.

PressLIB.

The touch screen grid displays the beam libraries.
Tap INCLUDE ALL.

INCLUDE ALL appearson adark field.

PressB.

Choose number 5 on the keypad and press ENTER.
Or

Tap number 5 on the touch screen.

Or

Press UK 5 with the faders in Context mode.
Thelibrary is stored with all the parameters belonging to the beam bank.
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To store libraries with active parameters only

Example: The device's color bank includes cyan, magenta, yellow, color wheel 1, and color
wheel 2. When storing color library 5, grab only the cyan, magenta, and yellow parameters.

1 Select fixtures.
2 PressC and set levelsfor cyan, magenta, and yellow.
3 PressSTORE.
4 PressLIB.
The touch screen grid displays the color libraries.
5 Tap INCLUDE ALL to disable.
INCLUDE ALL appears on apaefield.
6 PresscC.
7 Choose number 5 on the keypad and press ENTER.
Or
Tap number 5 on the touch screen.
Or
Press UK 5 with the fadersin Context mode.

The library includes the cyan, magenta, and yellow parameters. Color wheel 1 and color
wheel 2, also part of the color bank, are not stored n the library.

Copying libraries
You can copy libraries from existing libraries.

To copy libraries
Example: Copy C(olor library) 2 to C(olor library) 4.
1 PressEDIT.
2 PressC, for color libraries.
3 Select thetarget library - color library 4.
4 PressCOPY.
The message Edit: Lib Color4 Copy from Lib Color isdisplayed in the command line.
5 Select the sourcelibrary - color library 2 - and pressENTER.
Or
Tap number 4 on the touch screen.
Cr
Press UK 4 with the faders in Context mode.
Color library 4 is stored.
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Adding text tags to libraries

Giving meaningful text tags to your libraries makes it easy to identify them. Thetext is displayed
on the touch screen grid in Library mode.

To add text tags to libraries

Example: Add atext tag for focus library 4.

1
2
3

Press F to view the focus libraries.
Select library 4.

Tap TEXT, or press SHIFT + COPY, and type your text on the keyboard or use the text char-
acters on the touch screen.

Tap OK or press STORE.

Editing Libraries

UPDATE and STORE are used to edit libraries.

Asarule of thumb:

m Use UPDATE to add new information to the library.

m Use STORE to overwrite all current datain the library.

To update libraries in the editor

Example: Update color library 1.

1
2

Press EDIT.

PressC.

The color libraries are available on the touch screen grid.

Optional - press VIEW SOLO to black out all output except the selected library.
Color library isactive in the editor.

Select spots and set color levels.

Press UPDATE.

The new information is added to color library 1.

OR

Select fixtures and set levels.

Press UPDATE.

PressLIB.

The color libraries are available on the touch screen grid.
Select the library number on the keypad and press ENTER.
Or

Tap the library number on the touch screen grid.

Or
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With the faders in Context mode, press UK 1
Color library 1 is updated with the new information.

To overwrite libraries

Example: Focuslibrary 1contains spots 1 through 4 with pan at 30% and tilt at 45%. Overwrite
the library so it contains only spot 4 with pan at 60% and tilt at 45%.

1 Select spot 4 and set the pan and tilt levels.
2 PressSTORE.
3 PressF.
The touch screen grid displays the focus libraries.
4 Choose number 1 on the keypad and press ENTER.
Or
Tap number 1 on the touch screen.
Or
Press UK 1 with the fadersin Context mode.
Confirmation is requested.
5 PresseENTER or STORE or tap OK.

The information in the editor is stored as focus library 1.
To use VIEW SOLO

Example: The lighting look is comprised of scenes and chases output from the playbacks. You
want to isolate color library 5 for viewing or editing

1 PressEDIT.
2 PressC to accessthe color libraries.
3 Select color library 5.
4 Tap VIEW SOLO.
All output, except the selected library, fades to zero.
5 Optiona - edit the library and press UPDATE to store.

Deleting libraries

Deleting libraries breaks the links with scenes, steps, and cues that were programmed using the
library levels. The levels originating from the library are now stand alone. All future scenes, chase
step, or cue updates must be done in each object.

To delete libraries

Example: Delete color library 1.
1 PressDELETE.
2 PressLIB.

3 Press C to access the color libraries.
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Select color library 1.
Confirmation is requested.
Press ENTER or tap OK.
Color library 1 isdeleted.

Using libraries to program scenes, steps, and cues

Using libraries to build lighting looks makes scene, chase step, and cue editing easier, quicker, and
more accurate.

Use of position librariesis particularly important. If your show moves to a new venue, you only
need to update the position libraries to ensure that the positions stored in scenes, chase steps, and
cues will be on the mark.

If you have created your own color palette in the color libraries, applying a color library to fixtures
saves you fiddling to get exactly the right shade.

You al so have the option of updating libraries when updating cues, scenes, and chase steps.

To program using libraries

Example: Program scene 6 using color library 1.

A w N R

0 N O O

Select arange of moving lights and set the dimmer levels.
PressLIB.

Press C to access the color libraries.

Select color library 1.

The color parameter levels are retrieved from the library.
Continue selecting fixtures and setting parameter using libraries or wheels.
Press STORE.

Press SCENE.

Choose number 6 on the keypad and press ENTER.

Or

Tap number 6 on the touch screen.

Or

Press UK 6 with the faders in Context mode.

To update libraries while updating cues, scenes, and chase steps

Example: Update the x and y levels for spot 2 where these levels are from a position library.

1
2
3

Press EDIT.
Select the cue, scene, or chase step.

Select spot 2.
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4 Changethex andy levels.

5 Press UPDATE.
You are prompted to update the library.

6 To update thelibrary, tap YES. To save the x/y levelsin this cue without updating the
library, tap NO.

Note: If you choose NO, thelink to thelibrary islost.
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Chapter 11 Effects

This chapter includes:
m About effects (see page 129)
m Movement attributes (see page 131)
m Time attributes (see page 137)
m Basic effect programming (see page 139)
m Programming effect libraries (see page 140)
m Advanced effect programming (see page 142)

About effects

Effects are continuously running fades of parameter levels, spread among a number of fixtures.
Effects on the pan and tilt parameters can be used, for example, to create circles and figure 8s.
Effects running on color parameters can be used to create arainbow effect. The use of effectsisas
unlimited as your imagination.

Effects are applied to a parameter like any other value. It can be applied at any time during the
programming sequence and stored in scenes, chase steps, and cues.

Effect attributes

Effect attributes are programmed and modified in the Effect screen.

Effect buttons on the touch screen

Button What it does

Wave/ One-On Cycle among:

* Wave - runs the effect with an offset.

* One - the effect runs on one fixture at atime.

e All - no offset.

See “ Setting an effect to run in awave or one-on offset” page 137

Customize/Generic Basic movement types. See “ Customize” page 132

+Base Include base when storing. See “Include baselevelsin stored effects”
page 140

More... Additional options for building and fine tuning effects. See next

table.
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There are additional effect controls accessed by pressing the effect screen’s MORE... button.
Swing Swing settings determine the value range of the effect.
Direction Switch effect direction. See “ Setting the effect direction” page 143
©
Normal These settings control the progression of the effect. See “ Determining
Center fixture progression in effects’ page 143
Random
Sync Synchronize effects that are running simultaneously.
Invert Size Inverting the size reverses the direction of the effect.
Customize/Generic | Basic movement types. See “ Customize” page 132
Release Release???? from effect.

When the Effect screen is open, the parameter wheels control effect attributes:

Wheels in effect mode

Wheel What it does

Time Sets the number of secondsit takes to complete one effect cycle.

Size Determines direction and scope of the effect in relation to the base
value.

Base Change the base value for parameters participating in the effect.

Offset Controls the point at which a parameter begins its action within the

time cycle.

# (number) of Fixt(ures)

Fixture grouping with offset determines how the offset is spread
among the devices.

Example: Anintensity jump effect is running on spots 1 through 10.
All 10 spotsturn on and off at the sametime. Set the fixture grouping
to 2 and tap WAVE. Now the odd spots are on when the even spots
are off and vice verse.

# of Loops

Set the number of times the effect repeats.
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Fixture selection order

The order in which fixtures are selected determines the order in which the effect is executed.
Example: If the spot selection was 1 = 12, spot 1 isthefirst spot to respond, spot 2 is the next, etc.
If the spot selection was 12 = 1, spot 12 isthe first spot to respond, spot 11 isthe next, etc. Thisis
also true for non-sequential spot selections.

Generic effects

Dliteis supplied with generic effects. All generic effects attributes can be modified. Note that some
of the generic effects are pre-programmed to run on specific parameters, such as Cyan Mag that
runs on the cyan and magenta parameters. You can also build your effects from scratch using the
movement types and attributes that are available in the Effect screen.

Generic effects range from effect 49 through effect 68.

Dliteis supplied with 20 pre-programmed effects. Pre-programmed effects start at number 49.
49, Circle 54. Triangle 59. Cyan Mag(enta) 64. Iris Pulse
Yel(low)

50. Scan 55. Square 60. Dim On Of 65. Foc(us) Fade

51. Fly Out 56. Cyan Mag(enta) 61. Dim Fade 66. Zoom Fade

52. Scissor 57. Mag(enta) 62. 3 Circ(le) 67. Frost Fade
Yel(low) Shadow

53. Spird 58. Cyan Yel(low) 63. Iris Fade 68. Frost Pulse

To use generic effects
1 PressSPOT and select fixtures.
2 PressEFFECT.
3 Choose an effect by tapping it on the touch screen.
The effect starts running immediately.

Movement attributes

Effects movement attributes are:
m Generic or Customize
m Base
m Up, Down, Center

m Size
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Customize

Customize is the effect’s basic movement pattern. Different effect types can be assigned to each
parameter. Combining effect typesis aquick way to create complex effects.

Movement type What it does

None No effect is running.

Jump The parameter level jumps from the base to FL and jumps back
to the base.

Fade The parameter level fades from the base to FL and fades back
to the base.

Pulse The parameter level fades from the base to FL, pauses, fades
back to the base, and pauses again before repesating.

Other basic customize types, accessed by tapping MORE..., are;
m Cos(ine)
m Trpz (trapezoid)
m Tri(angle)
m Hold
m SpriX (spiral on the pan axis)
m SprlY (spiral on thetile axis)
m Saw

Note: When no parameter is selected, the effect screen opens to the Generic effects. If
you have selected a parameter, the screen opens to Customize effects.

To set a movement type

Example: Set the jJump movement type for the dimmer parameter for moving lights 1 through
6.

1 Select moving lights 1 through 6.
2 Pressthe dimmer wheel to select the dimmer parameter.
Or
Set abase dimmer level.
Press EFFECT.
4 Tap JUMP.
The effect begins working immediately.
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Base

Base isthe parameter level that definesthe effect’s starting point. Base level are parameter and spot
specific. Set the base level prior to accessing the Effect Editor screen. When the effect is running,
the wheel 1abelled with the last parameter selected can be used to change the base level.

Base levels can be set:

m Before accessing the effect editor by simply setting levels for the parameters that will be
participating in the effect.

m Using the base wheel (whedl 3) in the Effects Editor.
m Using libraries.
To modify base levels

Select the fixtures and the parameter. Use the base wheel to change the parameter value.

Using libraries as base value for effects

Libraries may be used as templates for base levels.

To set base levels using libraries

Example: Use beam library 3 to set base levels for a new effect.
1 Select fixtures.
2 Apply beam library 3.
3 Press B to access the beam bank and select one of the parameters.
4 PressEFFECT.
The touch screen is now in effect mode.
5 Select the effect.
The effect begins running immediately on the selected beam parameter.
6 Repeat steps 3 thorugh 5 until the effect is running on the required parameters.

7 Store the effect as a scene, chase step, cue, or effect library.

IMPORTANT! Tap +BASE to save the base levelsin effect libraries.

133



Compulite |

| Chapter 11

Direction and scope

Up, down, and center determine the direction and scope of the effect in relation to the base value,
the starting point. Swing can be up, center, or down.

Up
Value
Base+Size
__________________________ W
i
: /’/
+ -~ ;
Base+Size/2 // 13 Size
AT e
/’/’ T -
Base | ——
Down
Value
Base
“\.\ m“""ﬁm.,ﬂ_
Base-Sizef2: | iommasns “?“_\_\_\ ________ Thmdlie s Size
~
Base-Size \
Center
Value
Base +Size/2 | . .. .. . ]
Base — ] Size
Base -Size/2 Hn““‘ .......
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Swing examples

Example 1
m Base 30
m Size 60%
m Swing Up

DLITE

Effects |

The effect runs from the base (30) to 60 and to 90.

Value

Base+Size/2=60 TSR <SR |

Base=30m

Example 2
m Base 60
m Size 60%
m Swing Down

The effect runs from the base (60) to 30 and to 0

Value

Base=60 |u

Base-Size/2=30 |------------ t\.,;_; ..... et 1N NN Size=60

Base-Size=0

To set the swing

1 Select the fixtures and set parameter levels.

2 Press EFFECT to open the Effect screen.

3 Tap SWING until the desired swing setting is displayed next to the fixture number on the

touch screen grid.
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Size

Size determines how much movement takes place from the effect’s starting point (the base). Sizeis
apercentage. The size range is from 0% to 100%. The size default is zr or 50 or FL depending on
the type of parameter.

Value

Base +Size/2 -F"'l_
Base -:_f"'f-_-

Base -Size/2 -

Figure 28: Size schematic

Example 1: The baseis 60, sizeis 60, swing is center. The range of movement is base +30 and base
- 30.

Value

Base+Size/2=90 |- e B EEDREE

Base=60 s

Base-Size/2=30 |----—-rreemtaeeaaa i 38 FPE

Example 2: The base is 30, sizeis 60, swing is center. The range of movement is base +30 and base
- 30. The parameter value limits are 60 at the top of the effect and 0 (zero) at the bottom of the
effect.

Value

Base+Size/2=60

Base=30 |mm. l

—n | Size=60

Base-Size/2=0 i ainns
To change the size

1Select the fixtures and the parameter.
2Press EFFECT to open the Effect screen.
3Use the size wheel to set the value.
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Time attributes

The time attributes are:
m Rate
m Offset

Rate

The effect’s rate is how many seconds it takes to complete an effect cycle. Example: A rate setting
of 4 seconds means that the entire effect cycle is completed in 4 seconds.

Rates can be positive or negative. A negative rate causes the effect to switch directions. Example: A
circle effect assigned arate of 10 seconds runs clockwise. A circle effect assigned arate of -10
seconds runs counter clockwise.

To change the rate

1 Select the fixtures and the parameter.
2Press EFFECT to open the Effect screen.
3Use the time wheel (wheel 1) to set the rate value.

Offset
The offset controls when a spot begins its action within the time cycle.

To set an offset

1 Select the fixtures and the parameter.

2Press EFFECT to open the Effect screen.

3Tap PAGE WHEELS to see the next page of wheels.
4Use the wheel to set the offset.

Examples of Offset uses

Example: Program an effect where the dimmers channels 1 through 4 are sequentially on or off in a

jump effect.
Channel | Offset
1 0
2 25
3 50
4 75

Setting an effect to run in a wave or one-on offset

The WAVE/ONE-ON button is a quick way to set a simple offset.
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m Wave - The effect is fanned evenly over the parameters for selected fixtures.

m One-On - The effect is spread over the parametersin the range of selected fixtures, so that one
fixture is moving while the others are waiting.

m All - The effect runs simultaneously on the selected parameters for all the participating
fixtures.

To use wave or one-on in an effect

Example: Offset ajump effect running on the dimmers for moving lights 1 through 6.

1
2
3

Fixture grouping
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Select moving lights 1 through 6.

Set dimmer levels.

Press EFFECT.

The touch screen is now in effect mode.
Tap JUMP.

The effect begins running.

Tap WAVE/ONE-ON.

The effect is now running with the wave offset. Wave appears next to the fixture number on
the touch screen.

Tap WAVE/ONE-ON again to use the One-On offset.

The effect is now running with the one-on offset. One appears next to the fixture number
on the touch screen.

Tap WAVE/ONE-ON again cancel the offset and return to the default functioning.

All appears next to the fixture number on the touch screen.

Fixture grouping with an offset determines how the offset is spread among the devices and which
fixtures are synchronized.

Example: An intensity step effect is running on spots 1 through 10. All 10 spots turn on and off at
the same time. Set the fixture grouping to 2 and set an offset. Now the odd spots are on when the
even spots are off and vice versa.

To set the fixture grouping

1

A W N

0 N O O

Select moving lights 1 through 6.

Set dimmer levels.

Press EFFECT.

Tap JUMP.

The effect begins running.

Tap WAVE/ONE ON.

Tap PAGE WHEELS.

Tap # OF FIXT.

Turn wheel 2 (# of Fixt.) until the required fixture grouping is displayed.
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Basic effect programming

All effects parameters can be fine-tuned in order to achieve maximum flexibility.

To program an effect for selected parameter

1

2
3
4

Select fixtures.

Select the parameter by pressing on its whesl.

Optional, set a parameter level that will be used as the base.
Press EFFECT.

The Effect screen is displayed.

Chose a movement type by tapping JUMP, FADE, or PULSE.
The effect begins running.

Optional - adjust base, size, offset, rate, swing.

Store effect as a scene, chase, step, cue, or effect library.

To program an effect without selecting a parameter

If you do not select a parameter before pressing EFFECT, to open the effect editor, the pre-
programmed effects are automatically displayed.

1
2

Select fixtures.

Press EFFECT.

The Effect screen is displayed, showing Dlite's pre-programmed effects.
Tap on one of the pre-programmed effects.

The effect begins running on the appropriate parameters.

Optional - adjust base, size, offset, rate, swing.

5 Store effect as ascene, chase, step, cue, or effect library.

Releasing effects

You can release all or some of the participating fixtures.

To release effects from the editor

Example: An effect is running, in the editor, on fixtures 1 thorugh 10. Release fixtures 1-3.

1
2

Select fixtures 1 thorugh 3.
Tap RELEASE.

The effect stops running on fixtures 1 through 3, but continues on fixtures 4 through 10.

To release effects stored in scenes, chase steps, or cues

Example: An effect is running, in scene 1, on fixtures 1 thorugh 10. Release fixtures 1-3.

1
2

Press EDIT.
Press SCENE.
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The touch screen is now in Scene mode.
3 Select the scene.
4 Select fixtures 1 through 3.
5 Tap RELEASE.
The effect stops running on fixtures 1 through 3, but continues on fixtures 4 through 10.

6 Press UPDATE to store the scene.

Programming effect libraries

You can store effects as libraries that can be retrieved at any time and reused.

Effect libraries are used as patterns and are applied sequentially, as arepeating pattern, to fixtures
participating in the effect. Example: The effect library contains levelsfor fixtures 1, 2, and 3. Apply
to fixtures 1 thru 9. The level in thelibrary isapplied to every third fixture.

— Thelevelsfor fixture lare applied to fixture 1, 4, 7.
— Thelevelsfor fixture 2 are applied to 2, 5, 8.
— Thelevelsfor fixture 3 are applied to 3, 6, 9.

Effect libraries can be applied to the same parameter types for any fixture. Example: You
programmed an effect running on channels' dimmers. You can apply this effect to any moving
light’s dimmer parameter.

To store effect libraries
1 Set up the effect.
Press STORE.

Press EFFECT.
Page to the desired effect number.

a A W N

Tap the effect number on the touch screen grid.

The message: Effect Stored is displayed.

(o3}

Tap TEXT and type a meaningful tag for the effect.
7 Tap OK or presseENTER.

Include base levels in stored effects

140

Base levels are not automatically stored with effects. In some instances, it is desirable to store the
base level with the effect. For instance, an effect running on cyan & magenta parameters must have
abase level saved with the effect, otherwise when the effect is applied you might get completely
different results since the parameters will be referencing different bases.
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To include the base level when storing an effect
Example: Include the base value when storing an effect library for cyan
Select moving lights 1 through 6.
PressC.
Set cyan levels. Thiswill be the base level.

A W N P

Press EFFECT.

The touch screen is now in effect mode.
Select amovement type.

Tap +BASE.

Press STORE.

Press EFFECT and choose an effect number.

© 00 N o o

PressENTER.
When this effect starts running it will always start from the stored base level.

Copying effect libraries

You can copy effect librariesto new effect libraries and then edit the new libraries, changing the
look of the effect.

To copy an effect
Example: Copy effect 6 (target effect) from effect 2 (source effect).
1 PressEFFECT.
The touch screen is now in effect mode.
2 Tap effect 6 or press UK 6 to select effect 6.
Effect 6 isthe target effect.
3 PressCOPY.
The message Effect 4 Copy from Effect isdisplayed.
4 Select effect 2 (source effect) by tapping it on the touch screen grid or pressing UK 2.
Effect 6 is stored.
5 Edit the effect to create a new look.

Deleting effect libraries
You can delete a single effect.

To delete an effect

Example: Delete effect 4.
1 PressDELETE.
2 PressEFFECT.

The touch screen is now in effect mode.
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3 Tap effect 4 or press UK 4 to select effect 4.
Confirmation is requested.

4 PressDELETE again or press ENTER or tap OK.
Effect 4 is deleted.

Adding text tags to effect libraries

Giving meaningful text tags to effects makes it easy to identify them. Effects’ text tags are
displayed on the touch screen, in the Scene mode and in the Playback Assignment screen.

To add text tags to effects

Example: Label effect 5.

1 PressEFFECT.

2 Select effect 5.

3 Tap TEXT and type your text on the keyboard or use the soft keys on the touch screen.

4 Tap OK or press STORE.

Using effect libraries as building blocks
You can use existing effect libraries as the basis for programming new effects.

To edit effect libraries

1 Select fixtures.

2 PressEFFECT and select an effect.
3 Edit the effect.
4

Store as anew effect library.

Advanced effect programming

Advanced effect attributes are accessed on the touch screen when tapping MORE... in effect mode.

Inverting effect size
Inverting the effect size reverses the order in which the effect is executed.

Consider this example. The original effect is dimmer base 25 set to the jJump movement type.
Therefore the participating fixtures' dimmers jump from zr to 25. Inverting the effect resultsin the
dimmers jumping from 25 to FL

To invert the effect

1 Program an effect.
2 Tap MORE....
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3 Tap INVERT SIZE.

Setting the effect direction

You can switch the direction of an effect.

Example: You have ajump, one-on effect running on the dimmer parameter for 6 fixtures. Which
means, fixture 1 jumps, then fixture 2, then fixture 3, etc.

To switch direction

1 Program an effect.
2 Tap MORE....
3 Tape.

Determining fixture progression in effects

Normal, Center, and Random control the effect’s progression through the participating fixtures.

m Normal isthe default progression with the effect running sequentially on the participating
fixturesin the order they were selected (1-3 isnot like 3-1, or 2,1,3).

m Center progression causes the effect to run in pairs from the center out or reversed if the direc-
tion is changed.

m Random progression is a single fixture random sequential motion.

To change the progression

Example: Apply effect library 1 to fixtures 1 through 6 and modify the effect by changing the
fixture progression to center.

1 Select spots[1-6].
2 PressEFFECT.

The touch screen is now in effect mode. The pre-programmed and user defined effects are
displayed on the touch screen grid.

3 Tap effect 1.

Effect 1 isimmediately applied to the participating fixtures.
4 Tap MORE....
5 Tap CENTER.

Note: Switching the direction runsthe effect from the edge to the center instead of from
the center to the edge.

Synchronizing effects

The sync feature allows you to synchronize two or more effects that are running on different param-
eters. You can synchronize one parameter to another by selecting the synchronization typein F, C,
or B banks.
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Example: You want the pan effect to start when the cyan color effect is at Open White and to reach
the maximum pan point when the color effect isat cyan FL. In this case, you apply the sync feature.

To synchronize effects

Example: Program effects on the pan and cyan parameters and synchronize them.
1 Select fixtures.
2 Select pan, by pressing its wheel.
3 PressEFFECT.
The touch screen is now in effect mode.
4 Choose a movement type.
It isimmediately applied to the participating fixtures.
5 Tap WAVE.
An offset on the participating fixtures.
6 PressC to switch to the color bank and then press the cyan wheel to select cyan.
7 PressEFFECT.
8 Choose the same movement type and press WAVE.
The effect isimmediately applied to the participating fixtures.
9 Tap MORE....
Advanced effect options are available on the touch screen.
10 Tap SYNC.
The active effects are displayed on the touch screen grid.
11 PressF (ocus) and select the pan parameter by pressing its wheel.

12 Store as a scene, chase step, cue, or new effect library.



Using fan

The fan feature applies spread levels to spot parameters, channel intensity, and scroller levels
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according to their selection order. The parameter wheels are used to assign the spread. Spot param-
eters, scrollers, and channels can be fanned from the side, center, or mirrored. The side fan usesthe
first fixture in the selection as the base reference. The fan is applied to the rest of the selection.

Fan direction is set using the touch screen buttons in fan mode:

Fan options

What it does

=

Left - Spread parameter values from the first fixture in selection. The
base value is taken from the first fixture in the selection. The offset
values decrease from the base value (the first fixture) to the last fixture.

Right - Spread parameter values from the last fixture in selection. The
base value is taken from the first fixture in the selection. The offset
values increase from the base value (the first fixture) to the last fixture.

Center mirror - Fan equally from center. The base value is taken from
the center fixture. Parameter values are fanned from the selection’s
center fixture to the last fixture and from the center fixture to the first
fixture. The offset values increase from the middle to the ends.

Center diagonal - Fan from the center. The base value is taken from the
center fixture. Fan from the center fixture to the last fixture in the selec-
tion with ascending values and from center to the first fixture in the
selection with descending values. This can be used to create a see-saw
effect with pan or tilt.

NEGATIVE

Flip the direction of the fan offset.

Examples of fan use:

m Colors- Apply fan to cyan. Theresult islight cyan to dark cyan according the selection order.
You can add a fan applied to yellow and get graduated shades of green.

m Iris- Applying fan to the iris, when the starting value of the first spot in the selection isasmall
iris, gives you beams that ascend or descend in size.
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Examples of fan types

Fan Left
The selection order:
fixtures 1 --=> 7

Values decredse

>
Q0O®®® OO

Fan Right
The selection order:

fixtures 1 --> 7

Values increase

>
0O®®W®B OO

A A

Base value Base value

Center diagonal
The selection order:
fixtures 1 --> 7

Center mirror
The selection order:
fixtures 1 --=> 7

Values increase  Values increase Values decrease  Values increase

« } ' « } '
Q@6 ®O Q26 e
A A

Base value Base value

Figure 29: Fan types

Tip! Usefan for quick library programming.

To set the fan direction and spread

1 Select fixtures.

Select the parameter by pressing on its wheel.
Tap FAN.

Tap the fan direction.

Move the parameter wheel to adjust the spread.

o 0o b~ WN

Store as a scene, cue, chase step, or library.
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Chapter 12 Snaps

This chapter includes:

m About snaps (see page 147)

m Working with snaps (see page 147)

m Triggering snaps (see page 151)

m Snap fade time (see page 152)

About snaps

A snap is asnapshot of the playbacks' |oads and state (on or off). Dlite stores up to 72 snaps. Trig-
gering a snap loads the playbacks and the crossfader with the contents of the snap.

There is aways an active snap. The active snap’s number is displayed in the Page/Mode display.
Each new playback load is added to the active snap

When opening a new show, snap 1 is automatically active. When you begin programming a hew
show all scenes and chases |oaded on the playbacks are automatically stored as snap 1. When
loading a show, snap 1 is automatically loaded.

The touch screen has a context sensitive display mode for snaps. The touch screen includes soft
buttonsrelevant to snaps and agrid that shows the existing snaps. The touch screen grid can be used

to select snaps.

Working with snaps

Snaps are stored using the editing keypad, the touch screen grid, or UKs.

There are three options available when storing a snap. The store options are displayed on the touch

screen after SNAP is pressed.

Store Options for Snaps

What it does

UPDATE SNAP

Update current snap.

ALL OFF When the snap istriggered, al the playbacks are turned on and
their output fades up in system time.
CUT ALL OFF When the snap istriggered, all the playbacks are turned off

and their outputs fade to zero in cut time.
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Storing snaps

You can store anew snap of the playbacks' current state or store an empty snap. Storing a new snap
replaces the active snap.

To store new snaps using the keypad - method 1

1

2
3
4

L oad the scenes and/or chases on the playbacks.
Press STORE.
Press SNAP and choose the snap number on the keypad.

Optional - tap TEXT, or press SHIFT + COPY, and type your text on the keyboard or use the
text characters on the touch screen.

Press ENTER or tap OK.
The snap is stored and active.

To store new snhaps using the touch screen grid - method 2

1
2
3

L oad the scenes and/or chases on the playbacks.
Press STORE.

Press SNAP.

The snap is stored and active.

To store new snaps using UKs - method 3

1

2
3
4

L oad the scenes and/or chases on the playbacks.

Press STORE.

Press SNAP and choose the snap number on the keypad.
Tap the snap number on the UKs.

The snap is stored and active.

To store empty snaps

1
2

Press SNAP and choose the snap number on the keypad.

Select the snap number on the keypad and press ENTER.

Or

Tap the snap number on the touch screen.

Or

Pressthe UK for the desired snap number. The faders must be in Context mode.

The snap is stored and active.

ATTENTION! Notice that when storing an empty snap, the procedure does NOT begin
by pressing STORE.
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Copying snaps
Snaps can be copied from existing snaps.
To copy snaps
Example: Copy snap 4 (target) from snap 2 (source).
1 PressEDIT.
2 PressSNAP.
3 Select the target, snap 4.
4 Press COPY.
The message Edit: Snap 4 Copy from Snap is displayed in the command line,
5 Select the snap 2 (the source snap) on the keypad and press ENTER.
Cr
Tap number 2 on the touch screen.
Or
Press UK 2 with the fadersin Context mode.
Snap 4 is stored.

Updating snaps

Each time you load a scene or a chase to an empty playback or a Qlist to the crossfader, thisinfor-
mation is added to the active snap.

To savethe playbacks setup after freeing playbacks, or freeing and reloading, requires updating the
snap. Snaps can also be updated to save changed fade rates and other properties, such as patterns,
manually run chases, etc. The UPDATE SNAP button is available on the touch screeninidle and
snap modes.

The edit snap mode, offers additional snap options.

Options What it does

STORE PBS AS SNAP Updates the selected snap, storing the current playback loads.

PBS ON Triggering the snapsturnsal playbacks on.

PBS OFF Triggering the snapsturnsall playbacks off.

To update snaps

1 Load or free the playbacks as required.
2 PresssSELECT keysto turn the playbacks on or off.
3 Tap UPDATE SNAP on the touch screen.

The snap is updated with the new playback setup.
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To update the current snap using the edit options
Tap UPDATE SNAP.
OR
1 PressEDIT.
2 PressSNAP.
The touch screen isin Edit Snap mode.
3 Tap STORE PBS AS SNAP.
The snap is updated with the new playback setup.

To update snaps using the edit options

1 PressEDIT.
2 PressSNAP.
The touch screen isin Edit Snap mode.
3 Optional - tap PBS ON or PBS OFF.
4 Tap STORE PBS AS SNAP.
The snap is updated with the new playback setup.

Adding text tags to snaps

Giving meaningful text tagsto snaps makesit easy to identify them. Snaps’ text tags are displayed
on the touch screen, in Snap mode and in the external monitor’'s UK display.

To add text tags to snaps
Example: Label scene 5.
Press EDIT.
Press SNAP.
Select snap 5.
Tap TEXT and type your text on the keyboard or use the soft keyboard on the touch screen.

ga A W N P

PressENTER or STORE.

Deleting snaps

To delete snaps
Example: Delete snap 4.
1 PressDELETE.
2 PressSNAP.
The Edit Snap screen is displayed
3 Select snap 4.
4 PresseENTER or STORE.

150



Dlite requests confirmation.

5 PresseENTER or STORE or tap OK.

Triggering snaps

Snap 4 is deleted.

Snaps have three trigger modes:
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m Forcing - The current playback loads are released and the incoming snap is loaded to all target
playbacks.

m Merging - The playback loadsin the active snap are not rel eased. Playbacks that are empty in
the active snap, but have loads in the incoming snap are loaded.

m Waiting - When playbacks are active (on), playback loads in the incoming snap wait in the
wings until the target playback is off.

Example:
Snap 1 - Scene 1 on playback 12
Snap 2 - Scene 2 on playback 11
Snap 3 - Scene 3 on playback 12

Note: All the playbacks are on

éggge Isnr(]:;)gning Snap Triggering Mode What happens
Snapl |Snap?2 Forcing Playback 12 is released.
To trigger a forcing snap Scene 2 isloaded to playback 11.
SNAP, #, ENTER
Snapl |Snap2 Merging Playback 12 is not released.
To trigger a merging snap Scene 2 isloaded to playback 11.
SNAP, #, SHIFT+ ENTER
Snapl | Snap3 Waiting Playback loads for active play-

To trigger a waiting snap

SNAP, SNAP, #, ENTER

Note: In waiting mode, the SNAP
LED blinks.

backs wait until the playback is
turned off by pressing the On/Off
key or returning the dlider to zero.
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Snap fade time
Fixture levelsin scenes and chase steps that are loaded to playbacks via snaps can fade in under
these conditions:
m In the snap, the playback stateis on.
m The playback dlider is off its zero limit.

m The snap hasafadein time.

To set a snap fade time

1 PressEDIT.

Press SNAP.

If setting time for a snap other than the current snap, select the snap.
Press TIME.

Use the wheels to set the fade time.

o o~ WN

Press ENTER or STORE or tap OK.

Press SNAP.
If setting time for a snap other than the current snap, select the snap.

Use the wheels to set the fade time.

1

2

3 PressTIME.
4

5 TapOK.
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Chapter 13 System Setup and Operations

This chapter includes:
m About the setup screen (see page 153)
m System options (see page 154)
m Connecting to a PC (see page 158)
m Clearing all dataon start up (see page 159)

About the setup screen

The setup screen is the portal to some basic system functions and system configuration.
Setup screen menus:

m Access the system options.

m Shut down the application.

m Access diagnostics for panel hardware.

m Manage In/Out protocols - SMPTE and MIDI

m Load - Load a show from the flash disk or afloppy disk. See “Loading shows’ page 116

m Save a show to the flash disk or afloppy disk. See “ Saving shows” page 115

m Delete - Delete a show from the flash disk or afloppy disk.

m Delete Device - Delete devices from the flash disk or afloppy disk. See “Deleting devices”
page 118

m Access the patch menu. See “Patching” page 21
m View and edit DM X address assignments. Thisis also available as a submenu under Patch.

m View and edit DM X channel properties. Thisis also available as a submenu under
Patch.See “DMX channel properties’ page 30

To access the setup screen

Press SETUP.
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System options

The system options are used to configure basic Dlite default behaviour.

The main System Options screen displays the operating software version and the amount of free

memory in KBytes.

Choosing and configuring an option in the System Option screen immediately operates the option
without storing or tapping OK.

Behavior

Press SETUP > SYSTEM OPTIONS > BEHAVIOR

Feature

Setting

Description

Playback Stomp
for LTP parameters

ON

When al parameters output from a playback are overridden,
the playback is released for turned off. Example: Playback 1is
active and outputs fixtures 1 through 4 set to blue and focussed
on the drum riser. If you now activate playback 2 which
outputs the same moving lights running position and color
effects, playback 1 isreleased and no longer active. If you stop
playback 2, the parameters go to their home levels or tracking.

OFF

The system never stomps (overrides) the previoudly active
playback. Referring to the example above, if you stop playback
2, the moving lights revert to the output from playback 1.

PB Go off Zero

ON

Moving playback sliders off their bottom end stop (0) automat-
ically turns on the playback. There is no need to press the on/
OFF key.

OFF

Moving playback sliders off their bottom end stop (0) does not
automatically turn on the playback. You must pressthe ON/OFF

key.

Track

ON

When released from the editor or from a playback device,
parameter levels are tracked at their last level.

OFF

When released from the editor or from a playback device,
parameter levels return to their home levels. See “Resetting
parameter levels’ page 53
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Feature Setting | Description
Object Info ON When editing objects (example: Press EDIT, SCENE, #)
display this screen:
cenel:
Press 'Text' to name
Press 'Time' to set timing.
Press 'Back' or number to select a
ifferent Scene
OFF Do not display the information screen.
Paging on Faders | ON Allows paging fadersin wide and 2 preset modes.
OFF Does not alow paging faders in wide and 2 preset modes.
Defaults
Press SETUP > SYSTEM OPTIONS > DEFAULTS
Feature Description
Object Time Default fade time for scenes, chase steps, and cues.
Dimmer Curve Set system default dimming curve. See “ Dimmer curves’ page 31
Chase Pattern Set the chase pattern default for new chases. See “ Chase patterns’ page 80
Spot Home Values | Designate a specific scene that is referenced when homing fixtures.
Fixtures or parameters not included in this home scene, default to home
levels as defined in fixture's devicefile.
System Time Used for all system controlled fades. For example, fading out playbacks or
clearing the editor by pressing RESET.
Settings

Press SETUP > SYSTEM OPTIONS > SETTINGS

In this menu, you can limit the access different users have to system functions.

By default there are two users:

m Programmer - Programmers have access to all system features. Programmers can edit and
store show objects (libraries, scenes, cues, etc)

m Operator - Operators are limited to playback functions. Operators cannot edit or store new

show objects.
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Feature

Sub menus

Description

Config Users

Change User

Enter the User password.

Define Password

Enter unigue passwords for Programmer and User.

Enable Require passwords, by enabling this button.
Password When disabled, no passwords are required to access all
programming and playback functions.
Clear System | Objects Only Clear everything except the patch.
All Data Clear everything, including the patch.

Press SETUP > SYSTEM OPTIONS > I/O

The In/Out option control s transmission and reception of V Cs over Ethernet, SMPTE, MIDI.

Feature Sub Menus | Description
Ethernet Enable VC Enable / disable DM X transmission over Ethernet.
ATTENTION! If the Ethernet cableis not connected
make sure that V C transmission is disabled
Wheels * Set the console's | P address.
* Set the consol€e’s Subnet mask.
» SettheVC.
Note: Use @ (dot key) to jump from byte to byte.
Connect to PC See “Connecting to a PC” page 158.
ATTENTION! If the modem cableis not connected
make sure that Connect to PC is disabled.
SMPTE Enable Enable SMPTE communication.
Start Clock | Restart the SMPTE clock where it stopped.
Stop Clock | Stop SMPTE clock.
Restart Restart clock from 0:0:0:0
Clock
Teach Teach SMPTE for automatic playback.
SMPTE
Frame Wheel 3 setsthe number of frames.
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Feature Sub Menus | Description
MIDI Enable MIDI
Load
Defaults
Wheels Wheel 1 for channels.
Wheel 2 for MIDI offset.

To enable VC transmission over Ethernet

o o~ wWN

Connect the Ethernet cable

Turn on Dlite.

Press SETUP.

Tap 1/0.

Tap ETHERNET.

Click ENABLE VC.

ENABLE VC appearson adark field.

Dlite now transmits VC's over Ethernet.

To stop VC transmission

A W N

Press SETUP.

Tap 1/0.

Tap ETHERNET.

Click ENABLE VC.

ENABLE VC appearson alight field.

System upgrades

System Option | Description

SW Upgrd Update the application software.
OS Upgrd Update the operating system.
Panel Upgrd Update the panel software

Output Upgrd Update the output controller.
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Shutdown

It is recommended to use this option to shut down application prior to switching off the power. this
action will extend the consol€'s battery life.

Diagnostics
Allows you to run atest for LEDs, keys, faders, and playback sliders.

To use the diagnostic program
1 PressSETUP.
2 TapDIAG.
3 Pressany key or move any dider.

The keys and diders mapped ID appearsin the crossfader LED display or in the Page/
Mode LED display. All key LEDs are turned on and blink. Fader or dider amplitudeisalso

displayed.
To exit diagnostics

Press SETUP again.

Connecting to a PC

You can connect Dlite to a PC and use its hard-drive to backup Dlite data or manage show and
device files. The connection is enabled with Microsoft ActiveSync and a Null Modem Cable.

IMPORTANT! Connect the modem cable before turning on Dlite.

To connectto a PC
1 Connect the Null Modem Cable to the seria connection on Dlite’'s back panel.
2 TurnonDlite.
3 Open ActiveSync and setup the PC port [COM 1 or COM2].
4 OnDlite, press SETUP.
The setup main screen is displayed.

ol

Tap SYSTEM OPTIONS.

6 Tap IN/OUT.

7 Tap CONNECT TO PC.

If the connection is successful, CONNECT TO PC will toggle to ON.

Check for the file “Mobile Devices’ in My Computer. This file contains all the show and
device data that belongsto Dlite.
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ATTENTION! If the modem cable is not connected make sure that Connect to PC is
disabled.

Clearing all data on start up

You may want to occasionally clear Dlite of all data. Thisis called cold starting the console.
To cold start Dlite

1 PressCLEAR + ENTER and switch on Dlite.
2 Continue holding CLEAR + ENTER until the message Loading Application is displayed.
3 Tap YES to continue the operation or NO to cancel the operation.

If you tapped YES, all old datais cleared.

If you tapped NO, the current data stored on the flash disk is |oaded.
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Appendix A Automated Playback

m SMPTE (see page 161)
m MIDI (see page 163)
m Sound-to-Light (see page 164)

SMPTE

SMPTE time codes can be used to trigger automatic playback of scenes, chases, and cues.

The SMPTE trigger originates from an external SMPTE source or the internal SMPTE clock.

The frames per seconds default is 30 frames per seconds.

Setting up Dlite for SMPTE operation

Using the SMPTE clock

Theinternal SMPTE clock is used in conjunction with the Teach function to assign SMPTE time

codes and for playback.

To use theinternal SMPTE clock to teach SMPTE triggers for playback the SMPTE function must
be turned on. If it is not turned on the system ignores the SMPTE time clock even though it is

running.
Button What it does
START CLOCK The SMPTE clock begins counting from its current time.
STOP CLOCK Tap to stop the clock. The clock stops at it s current time.
RESTART CLOCK Resets the SMPTE clock counter to 0:0:0:0.

To enable SMPTE operation

1

ga A W N
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Press SETUP.

Tap SYSTEM OPTIONS.

Tap I/0

Tap SMPTE.

Tap ENABLE.

ENABLE appears on adark field.
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To disable SMPTE operation
1 PressSETUP.

Tap SYSTEM OPTIONS.

Tap 110

Tap SMPTE.

g b~ W N

Tap ENABLE.
ENABLE appearson alight field.
To set the number of frames

In the SMPTE menu (SETUP > SYSTEM OPTIONS > I/0O), use whedl three to set the number
of frames. Up to 50 frames per second is the maximum allowed.

Setting SMPTE triggers for cues
You can manually set atime for SMPTE to trigger cues or use the Teach SMPTE feature.

To set SMPTE time

1 PressEDIT.

Select the Qlist and cue.
Press TIME.

Tap SMPTE.

a A W N

Use the wheels to set the time.
Note: To set hours, press and hold SHIFT and turn wheel 1.

To use Teach SMPTE with the internal clock

1 LoadaQList tothe crossfader.
Press SETUP.

Tap SYSTEM OPTIONS.

Tap 110

Tap SMPTE.

o o~ WN

Tap TEACH SMPTE to enable.

The SMPTE clock starts running. It can be seen in the command line.

~

Each press on GO, to fade from cue to cue, captures the SMPTE clock time.
8 When complete, disable TEACH SMPTE.
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Dlite supports MIDI input/output. You can use MIDI to carry out panel commands. When MIDI is
enabled, Dlite either transmits or receives MIDI commands. When MIDI is disabled, Dlite ignores

al MIDI communication.

To enable MIDI operation

1 PressSETUP.

Tap SYSTEM OPTIONS.

2

3 Tapl/O

4 Tap MIDI.

5 Tap ENABLE.

ENABLE appears on adark field.

To disable MIDI operation

1 PressSETUP.

Tap SYSTEM OPTIONS.

2

3 Tapl/O.

4 Tap MIDI.

5 Tap ENABLE.

ENABLE appears on alight field.

To set the MIDI channel

Use wheel 1 to set the MIDI channel.

To set the MIDI offset

Use wheel 2 to set the MIDI offset.

MIDI commands

MIDI Console command

Note On 61 through 80 PB ON for playbacks 1 thorugh 20

Note Off 61 through 80 PB OFF for playbacks 1 thorugh 20

Note On 0 through 19 Select playbacks 1 through 20 for solo, change direction, and

Note On 20 through 39 freeze modes.
Select playbacks 21 through 40 for solo, change direction, and
freeze modes.

Note On 55 Turn off all active playbacks

Note On 56 Enable/disable Solo mode
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MIDI Console command
Note On 57 Enable/disable direction mode.
Note On 58 Enable/disable freeze mode.

Control Change 7 + 0-127 | Control the general dimmer (rate) master.

Note On 60 Enable/disable the BO key.

Sound-to-Light

Sound-to-Light operates playbacks automatically. Playbacks |oaded with scenes flash on the beat.
Chasers on playbacks advance one step on the beat.

The wheels control 3 sound-to-light parameters:
m Whesel 1 - F(requency), measured in Hertz.
m Wheel 2 - Q, how much of the band affects the range of frequencies.
m Wheel 3 - T(hreshold), the level at which the fade or flash istriggered.

To connect a sound source
Plug a sound source into the audio 3 pin XLR connector on Dlite's back panel.

Note: Input voltage must be between 1.5 - 30 volts peak to peak. For optimal perfor-
mance use 3.5 - 10 volts peak to peak inputs.

To enable sound-to-light operation

1 PressSETUP.
2 Tap SYSTEM OPTIONS.
3 Tapl/O
4 Tap SOUND-TO-LIGHT.
5 Tap ENABLE.
ENABLE appearson adark field.

To set sound-to-light operation for playbacks
1 PressEDIT.

Press select for a playback or for the crossfader.

Tap SOUND.

Usethewheelsto settheF, Q, and T levels.

g b~ W N

Tap OK.

On the touch screen grid, sound-to-light controlled playbacks are flagged with a musical
note. On the external monitor, sound-to-light controlled playbacks are flagged with the
word ‘ Sound'.

164



Appendix B Device Builder

About the Device Builder

The Device Builder is an application used to define devices (personalities) for Vector, Dlite, and
Rave consoles. The devices can then be imported to Vector’s patch manager or copied to afloppy
disk and loaded to Dlite or Rave.

The device builder is an application used to define devices (personalities). The devices can then be
loaded Dlite/ Rave using afloppy disk, and used in your show. The file extension for Dlite and
Rave devicesis*.dev.

Opening the Device Builder in Dlite or Rave

To open the Dlite / Rave off-line device builder
1 Open Windows Explorer.

2 Gotothedrive where the Device Builder isinstalled.

3 Doubleclick on DevBuilder.exe.

Tip! Put ashortcut to the Device Builder on your desktop.

To exit the Device Builder

Tap | o].

The Device Builder closes.
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Previous / Next screen Save options Exit
| Compulite - Devi e B iilder |
e |v o - New | Save | Saveln | 00" | ‘[EZ;LM | Delete I Diraclmyl About | J |
Device list oo — Device Details Parameters Setup |
B 1200 _ _
B 1200 Scan XT [ Device Properties —
B 150 DIScanxT Device ID '
£ 150 SPOT XT e COMBULITE "%
B 150 Wash XT
B 150ColoMixAT .
B 160 SPOT XT pencaliane Device Builder
B 170AT IVLZSUU Spot Merfin 4]
B 240CIorMixAT o
B 250 BEAM XT i e
B 250 DIScanxT ,T i
B 250 MSZomXT
B 250 Scan XT
B 250 Spot AT IV Moving Head
B 250 Spot XT
B 250 Wash XT
B 250Ecolor XT [ ExtraData
g 2;2 Sgaor;);'; Span Pan: Span Tilt:
B 575Wash XT il 2l
B Acrobatio250
g AcrobatPE250 — B
AF-1000
Free TexT areq ! AlienSpot 02 j VL2500 Spot. 22 DMX Channels. (Improvment of the YL.2000)
| S e— |
[Dlite/Rave | vector |
3 Device : |VL25CIJ Spot |Loaded Device Yoke n Control Status :

Selected device Last device loaded
Figure 1: Device details tab - Dlite/Rave

« Dlite/Rave: The left pane shows alist of existing devices organized al phabetically by device
name.

» Thefieldsin the right pane tabs are used to edit existing devices and define new devices

Tab What you do here

Device details » Enter thedevice ID, device name, pan and tilt spans.
» Writeremarks.

Parameter Setup | = Map parametersto their DM X offset.
 Set step ranges and properties.
 Enter the control channel settings.

» Set external DMX devices (yoke, scroller, etc.)
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Building and editing devices

The work flow for building devicesis:

Tab What you do here

Device Details * Name and identify the device.
» Each device must have a unique name and identifier.

Device names can be up to 12 characters.

Device IDs can be up to 5 digits.

Parameter Setup » Map parametersto their DM X offsets and edit parameters.

Consult the manufacturer’s manual for parameters DM X offsets.

Wheel Assignments < Map parameters to parameter banks and whesel layers.
» Set wheel sensitivity.

To build a new device

1 Make surethat the Device Details tab is on top and the device list is set for your console.
2 Locate the folder for the fixture's manufacturer in the device list and open it.
3 Tap NEW located on the upper button bar.
The New Device dialog box opens.
4 Typethe device'snamein the text field and tap OK.
The device is added to the list in the folder that was selected.
5 Under Device Properties, enter aunique identifier in the Device ID field.
Note: An error messageisdisplayed, if the ID number that is already in use. Correct the
identifier and continue working.
6 Thetext in the Short Name field is the default name for fixtures created from the device.

The short name is automatically generated using the first two letters of the device's name.
You can change the short name.

7 Under Extra Data, enter the pan and tilt spans.
Consult the manufacturer’s specifications for thisinformation.

8 For Dlite/ Rave: If you are using a device with a moving head, mark the Moving Head
check box.

9 Freetext can betyped in the Device Remarks field.
10 - Tap SAVE to save the new device.

A message confirming a successful export is displayed. The file name and path are also
displayed.
11 Tap OK to confirm.
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To delete a device
1 Select adeviceinthe devicelist.
2 Tap DELETE.

Note: Thereisno undo when deleting devices.

3 Tap YES to confirm or NO to cancel the command.

Mapping parameter types to their DMX offsets

Each parameter must be mapped to its DM X offset. Consult the manufacturer’s specifications for
the correct DMX offsets.

Parameter list DMX offset grid

Whee| Assignments ]

Device Details

! Dirmer

=

—
Loadefl Device ZR 24_7 Haze Control Status : ‘ On Offset: 22

]
Control channel  External device parameter Confrol parameter offset

Figure 2: Parameter Setup tab

There may betwo or more instances of the same parameter type. Example: adevice may have three
color wheels. In this case, the same parameter type is mapped to three DM X offsets. In Parameter
Properties, the parameter names are automatically set as Color Wheel, Color Wheel 2, Color Wheel

3.

To map parameters to DMX offsets

1 Tap the Parameter Setup tab.

2 Dragaicon from the parameter list and drop it in the map cell that correspondsto its DM X
offset.
Consult the manufacturer’s specifications for the correct DM X offset for each parameter.
Repeat Step 2 until al the parameters are mapped to their DM X offsets.

4 Double click the parameter icon to open the Parameter Properties dialog box for parameter
editing.
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5 Tap SAVE.

Note: To configure the control channel, See “ configure the control parameter” page 175

To map external parameters

Select the external parameter in the parameter list and drag it to the Extern arealocated below
the parameter list.

To map shared DMX offsets

Sometimes different parameter types share the same DM X offset. Example: dimmer and the
shutter may share DM X offset 1.

1 Dragthe dimmer icon from the parameter list to the cell for offset 1.
2 Drag the shutter icon from the parameter list and drop it in the cell for offset 1.

2immet

2 rzne t “]

1 = Shutter k

DMX offset controlling 2 parameter types

3 Toview al the parameters mapped to offset 1, click the arrow for the drop down list.

Note:

To delete parameters from the DMX offset map

Right click on the parameter and choose DELETE in the shortcut menu.
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Editing parameters

After mapping parameters to their DM X offsets, by dragging from the list and dropping in the
appropriate DMX offset cell, you may want to edit the parameter settings. Parameters are edited in
the Parameter Properties dialog box.

E Parameter Properties : Gobo Wheel (13) 5[
Edit Steps Step lcon
Type Copy Step | Cut Step | Paste Step |
IG obo ‘Wheel - l
Edit Steps Table
Mame Build Steps | Add Step | Ingert Step | Delete Stepl Del I _I
Gobo wheel
— Offset Home Yalue Display Mode
Bank
Im ID ’7 i @ Decimal [~ 16 kit
— Steps Table
# Mame |Min |Max |Discrete|8topper |Dark Gel -
[ Inwert
1| Cpen a 0 Mo Mo Mo
[~ ExcFromLib 2| Pebhbelz 18 18 Mo Mo Mo
3| Dust BrkUp 36 36 Mo Mo Mo
¥ Tracking 4| Med Circle 55 55 No Mo [
¥ 5| Might Sky 73 T3 Mo Mo Mo
Prafile ILinear vI —
B |Leaves 91 91 Mo [{la] ]
Priarit 7| “erical Bars 105 108 Mo Mo Mo
Tionity —
[PrioAiTY x| 8| wiave 126 126 Mo No No
Fiesalution LSE Offset 9EBlock BrkUp% 143 143 Mo Mo Mo
IS bik 'l I 10 Tribal BrkUp 162 162 Mo Mo Mo LI

Figure 3: Parameter properties dialog box
To open the Parameter Properties dialog box
Double click on a parameter in the DM X offset map.

OR
Right click on a parameter in the DM X offset map and choose Properties.
Thetitle bar shows the selected parameter and its DM X offset.

To open the Parameter Properties dialog box for external dimmers

Double click on the external parameter located bel ow the parameter list.

Figure 4: External parameter box
OR
Right click and choose Properties.

Thettitle bar shows the selected parameter and its DM X offset.
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Field/Group

Type The parameter type determines the default wheel bank assignment.

Name Thisisthe text that appears on the Wheel Assignments display in
Vector.

Note:

Bank The default wheel bank. Example: al gobo related parameters are auto-
meatically assigned to the image wheel bank and all color related param-
eters are assigned to the color wheel bank. The default assignment can
be easily changed.

Invert » Check to invert the parameter.
 Clear to uninvert the parameter.

Exclude from Lib  Check to exclude the parameter from libraries.
 Clear to include the parameter in libraries.

Profile Set the parameter’s behavior during fades.

Priority Set to LTP (Priority) or HTP.

Resolution Choose 8-bit or 16-hit resolution.

LSB Offset Set lowest significant bit for 16-bit resolution.

Edit Steps Buttons for copying, cutting, and pasting steps.

Edit Step Table Add or delete steps.

Offset Home Vaue Set the home value for the parameter. Thisis the value the parameter
goes to when you press HOME or RESET. Example: Pan and tilt home
values are usually set to 50% (128 -decimal or, in the case of 16-bit
parameters, 32768).

Mode Set the home value display mode to percent, decimal, hexadecimal.

Step Table Shows the step settings.

Changing the default wheel assighment

When defining a new device, parameters are automatically assigned to wheels according to the
parameter type, as set in the Parameter Properties dialog box: color parameters are assigned to the
color bank, gobo parameters to the image bank, etc.

Parameters are assigned to wheelsin the order that they appear in the DM X offset map. Example: If
the color parameter order is color wheel and color speed, then color wheel isautomatically assigned
to wheel 1and color speed to wheel 2.

Tip! If thefixture has only afew parameters, you may want to group all parametersin the
same wheel bank.

71 &)
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To change the default wheel bank assignment
1 Inthe DMX offset grid, right click on a parameter.
A short cut menu opens.
2 Choose Properties.
The Parameter Properties dialog box opens.
3 Open the Bank combo box and select another wheel bank.

E Parameter Properties

Parameter type = |

Name

IG obo 'Wheel

Bank

B IImage :I

Default wheel bank

Figure 5: Parameter Properties tab detail

Generating steps

Some parameters, such as dimmer or cyan, have only one step. Other parameters, such as gobo
wheels or color wheels, may have many steps. When building anew device, all parametersinitially
have only one step. Add steps using the Edit Step Table buttons.

Button What it does

BUILD STEPS Tapping Build Steps opens the Step Generator dialog box where you
set the number of steps. DM X values (0 - 255) are automatically
divided equally among the steps. This can be edited later.

ADD STEP Tap this button to add a step at the end of the step list. Added steps must
be further defined in the step generator

INSERT STEP Tap this button to insert a step above the selected step.

DELETE STEP Delete the selected step.

D1
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After setting the number of steps, fill in the Step Table fields.

Step Table Fields

# (number) Enter the number of steps for this parameter.
Name Type the step’s name. For example, you might name a step in the gobo
wheel ‘ Starburst’.

Dlite and Rave support 6 character step names. It is recommended to
use all capital letters.

Discrete Click in the cell to toggle between Yes and No.

* No - Thereis continuous control between steps. Thisis the default
Setting.

* Yes- Thereis not continuous control between steps. When setting
values using the wheel, the value jumps from step to step without
any intermediate values.

Stopper Click in the cell to toggle between Yes and No.
* No - Thereisno stopper between steps. Thisisthe default setting.

* Yes- Thereisastopper between steps. Use STEP UP and STEP
DOWN to move past the stoppers.

Min (from) The step’'s DMX start value.
Max (to) The step’s DMX end value.
Dark Gel For color scrollers! The dark gel feature keeps two consecutive color

frames in motion as long as the fixture's dimmer is at more than 10%
intensity. This saves on gel burn when using very dark colors, as no
single area of the gel is constantly exposed to the heat of the lamp.
When assembling the gel ribbon cut a double length for dark colors.

Scrollers are usually defined with external DM X offsets.
Click in the cell to toggle between Yes and No.

Note: Use ENTER and the arrow keys to navigate the Step Table.

To build steps

1 Open the Parameter Properties dialog box by double clicking on a parameter in the DM X
offset map.

Or
Right click on a parameter in the DM X offset map and choose Properties.
Thettitle bar shows the selected parameter and its DM X offset.

2 TapBUILD STEPS. The Step Generator opens.

3 Fill inthefieldsin the Step Generator.

4 Tap BUILD STEPS to overwrite the current step table.
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To add steps
1 Inthe Parameter Properties dialog box, tap ADD STEP.
The new step is added to the end of the step table. The added step is labelled New.
2 Typeatext tag for the new step.
3 Manualy enter the settings for discrete, stopper, and DM X values range.

To insert steps
1 Inthe Parameter Properties dialog box, Step Table, tap a step to select it.
2 Tap INSERT STEP.
The new step is added above the selected step. The added step is labelled New.
3 Typeatext tag for the new step.
4 Manualy enter the settings for discrete, stopper, and DMX values range.

OR

1 Tapastepto selectit.

2 Tap BUILD STEPS. The Step Generator opens.

3 Fill inthefieldsin the Step Generator.

4 Tap INSERT STEP RANGE.
The new steps are added above the selected step. The new steps are labelled Step 1, Step 2,
etc.

To delete steps

1 Inthe Parameter Properties dialog box, tap a step to select it.
2 Tap DELETE STEP.
The number of stepsis automatically adjusted to accommodate the del etion.

IMPORTANT! The DMX offsets are NOT automatically reconfigured when you delete
astep. You must reset them manually.

Editing steps

To add a text tag

In the Step Table, click the step and type the new text.

Dlite and Rave are limited to up to 6 characters.

To change DMX values

In the Step Table, click the Min or Max for the step and type the new values.

To copy or cut a step

1 Inthe Step Table, stand on the step’s name.

D
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2 Tap COPY or CUT.

OR
In the Step Table, stand on the step’s name, right click, and choose Copy or Cut.

To paste a step
In the Step Table, stand on a cell where you intend to paste the step, and tap PASTE.

OR

In the Step Table, stand on the cell where you intend to paste step, right click, and choose
Paste.

Note: The pasted step overwrites all existing information.

To set scroller steps and dark gel
1 Open the Parameter Properties dialog box by double clicking on the external parameter.

Or

Open the Parameter Properties dialog box by right clicking the external parameter and
choosing Properties.

2 Click inthe Dark Gel column where you have inserted a double sized frame.
Yes appearsin the Dark Gel column.
3 TapOK.

Configuring the control parameter

The control parameter controls the lamp on, lamp off, and reset functions of the fixture. These func-
tions are accessed via the control function on the console. The control parameter is not controlled
by awhesdl, therefore it has no wheel assignment. The control parameter is configured in the Control
Properties dialog box.

SIElE

Step lcon

Name:

Mame Walue| Time ﬂ Contral

Lamp O B4 B

RESET G4 6

v Use Contral ﬂl —I
Lamp OFF 128 [

Difset Jz0

Return Value ID_

I™ Broadcast on all offsets

Name Value  Time

5 [ B

Figure 6: Control Properties dialog box

To configure the control parameter

1 Gotothe Parameter Setup tab.
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2 Open the Control Properties dialog box by tapping the control icon below the parameter
list.

3 Check the Use Control check box.

4 Inthe Offset field, enter the control channel’s DM X offset.

Or
Check Broadcast on all offsets.

5 IntheReturn Value field, enter the return value. Sometimes, the return value is called the
safe value. The return valueis usualy O.

6 Inthe Name column, type the step names such as: Lamp ON, Reset, Lamp OFF.

7 Inthe Value column, fill in the step’s DM X vaue. Example: The DM X value for Martin
fixtures' Lamp ON for is 228; the DM X value for High End fixtures' Reset is 64.

8 Inthe Time column, enter in the number of seconds the valueis sent. Thisis usually 6
seconds.

Saving and importing devices

Dive

The save options buttons control where new and modified devices are saved and allow importing
devicesto the device library.

Save to

Mew | Save Saveln L Delete | Directory | About
Figure 7: Save Options buttons
Button What it does
NEW Define anew device.
SAVE Save the selected device with the current show.
SAVE IN * Select afolder.

* Convert a Vector device for use with Dlite/ Rave or aDlite/
Rave device for use with Vector.

IMPORT TO LIBRARY | Import a device definition from an external file or the show file to
the device library default folder.

Its name and |D number are added to the IdToNameTable, an auto-
matic Excel filethat is stored in the device library default folder.

DELETE Delete the selected device.

DIRECTORY New and modified devices are saved to the default directory
selected here.

ABOUT Shows the current Device Builder version.
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