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LIGHTFACTORY SOFTWARE LICENCE AGREEMENT

These terms and conditions ( Licence ) form a legally binding agreement
between you ( Licensee ) and Dream Solutions Limited ( DSL) of 18
Ascot Way, Orewa , Auckland Region, New Zealand.

The Licensee will be  permitted to use the LightFactory software,

encompassing all applications and databases ( Software ) only by
accepting the terms of this Algirecemnmcaé.utgloinc
constitute acceptance of the terms of this Licence. If you are not willing

to enter into this Licence, the fACancel 0
you must not install or otherwise download the Software.

Where the Licensee is not an individual then the agreement of the
person accepting the terms of this Licence shall be deemed to be
acceptance by the Licensee.

1. Intellectual Property

1.1 The Licensee acknowledges and agrees that all intellectual property
rights, including copyright, relating to the Software are the sole
property of DSL.

1.2 The Licensee acknowledges and agrees t hat all source code and
form definitions relating to the Software are the sole property of
DSL and may not be modified in any way.

1.3 The Licensee acknowledges and agrees that all enhancements,
modifications or customisations, including associated source code
and form definitions, made by or on behalf of the Licensee and
relating to the Software, vest on creation in and are the sole

property of DSL.

1.4 Subject to clause 2.2, the Licensee does not obtain, either under
this Licence or by reason of use of th e Software, any right to copy
the Software, or any right to use the Software after the Licence has
terminated.

2. Licence

2.1 The Licensee is granted a non  -exclusive, non -transferable, non -
sublicensable licence to install and use the Software for the
Licensee's own internal business purposes, provided that the
Licensee pays the charges for the Licence (as published at



2.2

2.3

http://iwww.  lifact.com/prod_pricing.html).

The Licensee is permitted to make one copy of the Software for
backup purposes only.

The Licensee will during the continuance of the Licence:

2.3.1 use the Software only as allowed for under this Licence and

will not resell, rent, sub -license or otherwise make the
Software available to any person or entity;

2.3.2 subject to clause 2.2 or as permitted by applicable law, not

copy, decompile, adapt, modify or reverse engineer the
Software or allow it to be copied, decompi led, adapted,
modified or reverse engineered by any third party, or modify
the source code or form definitions in any way;

2.3.3 not remove or alter any copyright or other proprietary notice

contained in the Software;

2.3.4 effect and maintain adequate sec urity measures to safeguard

the Software from access or use by any unauthorised person;
and

2.3.5 retain the Software and all copies of it under the Licensee's

effective possession and control.

3. Assignment

3.1 The Licensee may not transfer the benefit of this Licence or the
Software to any person or entity without the prior written consent
of DSL. DSL may assign or transfer this Licence without the
Licensee's consent.

4. Warranty

4.1 DSL warrants that when the Software is used with reasonable skill

and c are it will operate in accordance with the functional
specifications (published at http://www.lifact.com/prod_spec.html).
This warranty is valid for a period of ninety (90) days from the date
of purchase.

4.2 The warranty in clause 4.1 is void if the Licen see is in breach of
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any term of this Licence, or if failure of or defect in the Software
has resulted from accident, abuse, misapplication, abnormal use or
use other than in accordance with the specifications outlined on the
website (http://www.lifact.com/ prod_spec.html).

4.3 If a significant defect in the Software is found in the ninety (90)
day warranty period, the Licensee may return the Software for a
refund on giving written notice to DSL. The Licensee is not entitled
to any updates, patches, fixes or upgrades in respect of the
Software unless DSL in its absolute discretion otherwise agrees.
DSL may in its discretion provide limited email and telephone
support in respect of the Software but, following the 90 day
warranty period, reserves the right to ch arge the Licensee for the
provision of support.

4.4 Subiject to clause 4.1, all conditions, warranties, terms,
representations and undertakings, whether express or implied,
statutory or otherwise, in respect of the Software are hereby
excluded to the extent permitted by law. In particular, but without
limitation, DSL disclaims, to the greatest extent permissible by law,
any warranty or representation, either express or implied, of the
Software's performance, non  -infringement or fitness for a
particular purp 0se or process.

5. Limitation of Liability

5.1 To the extent permissible by law, in no event will DSL be liable to
the Licensee for any direct, special, incidental, indirect or
consequential loss, damage, cost or expense suffered or incurred
by the License e or any third party in connection with the Software.

5.2 The entire liability of DSL in connection with the Software will not
exceed the price paid by the Licensee for the Software.

6. Term and Termination

6.1 This Licence will remain in effect until terminated.

6.2 DSL may terminate this Licence on ninety (90) days' written notice
to the Licensee or immediately if the Licensee fails to comply with
any term of this Licence.



6.3

6.4

7.

7.1

8.2

8.3

8.4

Upon termination by DSL, the Licensee will be required to return
the Softw are to DSL and confirm in writing that no copies of the
Software have been made and retained.

The provisions of clauses 4, 5, 7 and 8 of this agreement shall
survive termination of this Licence for whatever reason.

Governing Law

This Licence sha Il be governed by the laws of New Zealand and is
subject to the exclusive jurisdiction of the Courts of New Zealand.

Miscellaneous

This Licence records the entire understanding and agreement
between the Licensee and DSL. This Licence supersedes all
previous understandings or agreements (whether written, oral or
both) between the Licensee and DSL.

DSL reserves the right to amend the terms of this Licence on sixty
(60) days' written notice, posted on DSL's website. Continued use

of the Software by  the Licensee following the sixty (60) day notice
period will constitute acceptance of the amended terms of the
Licence, and the provisions of this Licence will be deemed to be
altered accordingly.

Any waiver by DSL of its rights or remedies under this Licence will
be effective only if it is recorded in writing and signed by DSL. If

the waiver related to a breach of any provision of this Licence, this

will not (unless stated otherwise) operate as a waiver of any other

breach of that provision. No waiver of any breach, or failure to
enforce any provision, of this Licence at any time by DSL will in any

way affect limit or waive DSL's right to subsequently require strict
compliance with this agreement.

If the Licensee has any dispute with DSL in connecti on with this
Licence or the Software, it must give written notice to DSL and

may submit the dispute for mediation by a single mediator

nominated by the President for the time being of the New Zealand

Law Society. In the event of any submission to mediation
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8.5

8.6

8.4.1 the mediator will not be acting as an expert or as an
arbitrator;

8.4.2 the mediator will determine the procedure and timetable for
the mediation; and

8.4.3 the parties will share equally the cost of the mediation.

The Licensee agrees thatitw il not issue any legal proceedings
against DSL relating to any dispute, unless the Licensee has first
taken all reasonable steps to comply with clause 8.4. Nothing in
this Licence will prevent DSL from taking any steps it deems in its
sole discretion nece ssary or desirable to protect its intellectual
property rights or otherwise to enforce any of its rights under this
Licence.

If any provision of this Licence is or becomes invalid or
unenforceable, that provision will be deemed deleted from this
Licence. The invalidity of unenforceability of that provision will not
affect the other provisions of this Licence, all of which will remain

in full force and effect to the extent permitted by law, subject to

any modifications made necessary by the deletio n of the invalid or
unenforceable provision.
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Overview

LightFactory is a unique PC based lighting controller that combines
the best of traditional lighting control with advanced features only
available with the power of a PC.

LightFactory was designed with the idea that every lighting
engineer, operator or designer could own his or her own control
desk. One desk they are completely familiar with, one desk that
works for every situation and one desk they can rely on every time.
Created by lighting designers for lighting designers, LightFactory
allows you to quickly set up a new venue without having to learn a
new lighting controller or have budget constraints restrict your
choice of desk.

With advanced features for all lighting situations, from museum to
stage shows, LightFactory does it all. Control over 51,000 dmx
dimmers with 30,000 control channels. Dimmers can be purchased
in 512 dimmer blocks for a truly scalable system.

This user guide will take you through all of the features of the
software and show you how to use it to its fullest potential.

12
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Concepts

This section covers some lighting basics as well as introducing you
t o Li g hgnramconaeptsyadd computer terminology required
to use the software.

Lighting Concepts

DMX System

DMX 512 is an EIA-485 based communications protocol and is the
standard protocol by which lighting control desks communicate with
lighting equipment.

The DMX 512 protocol is a stream of data that is sent via a cable
system connected between the data transmitter (LightFactory) and
a data receiver, which could be anything ranging from a basic light
to intelligent lights, smoke machines, etc.

Dimmer
Pack

Dimmer
Pack

Dimmer
Pack

Dimmer

LightFactor vy

LightFactory uses the standard DMX 512 protocol to communicate
with the equipment it controls. DMX is connected to the
LightFactory software via either a USB-DMX connection (See
flJSBO o n 3@ rgmore about USB) or Ethernet to DMX
converters.
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Developed by the Engineering Commission of USITT, the standard
started in 1986, with subsequent revisions in 1990 leading to USITT
DMX512/1990. In 1998 ESTA began a revision process to develop
the standard as an ANSI standard, including a Public Review
process. The revised standard, known officially as "Entertainment
Technology 8 USITT DMX512i A3 Asynchronous Serial Digital
Data Transmission Standard for Controlling Lighting Equipment and
Accessories", was approved by ANSI in November 2004. This
current standard is also known as "E1.11, USITT DMX512i A", or
just "DMX512-A", and is maintained by ESTA.

DMX512 is unidirectional and does not include automatic error
checking and correction, so it is not safe to use for applications
involving life safety, such as controlling pyrotechnics or laser

lighting display where audience or performer safety is involved.

RDM

Remote Device Management or RDM is a protocol enhancement to
USITT DMX512 that allows bi-directional communication between a
lighting controller and attached RDM compliant devices over a
standard DMX line. This protocol will allow configuration, status
monitoring, and management of these devices in such a way that
does not disturb the normal operation of standard DMX devices that
do not recognize the RDM protocol.

The standard was developed by the ESTA Technical Standards and
is officially known as "ANSI/ESTA E1.20, Entertainment Technology
- Remote Device Management over USITT DMX512"

Dimmers

In the simplest terms, a dimmer is a physical apparatus used for
controlling the intensity of a basic light.

A dimmer can be fully on, fully off, or somewhere in-between. The
setting of a dimmer is referred to as the DMX value. DMX values
range from zero to 255. A value of zero means the light is off, and
255 means the light is fully on. By adjusting the DMX value up and
down, the intensity of the light increases and decreases.

Basic dimmers come as units known as Dimmer Packs, usually
made up of 4 to 24 dimmers per pack.

14
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For example, a 12-pack consists of 12 dimmers. Each dimmer is a
physical plug on that 12-pack, each of which operates
independently of the other 11.

DMX Value

The setting of a dimmer is referred to as the DMX value. DMX
values range from zero to 255. A value of zero means the light is
off, and 255 means the light is fully on. By adjusting the DMX value
up and down, the intensity of the light increases and decreases.

DMX Universe

A DMX universe consists of 512 DMX dimmers. In the case of the
LightFactory system, this translates to one USB-DMX box. If more
dimmers are required, simply add another USB-DMX box or use
one of the DMX to Ethernet options.

Channels (Logical /desk channels or Fixtures )

A channel is a controller on a lighting console (eg, LightFactory)
that is used for controlling dimmers.

In the case of a simple light with one dimmer, a single channel
would control one dimmer. More sophisticated lighting fixtures,
which utilise multiple dimmers to control various properties or
attributes of the fixture (such as intensity, position, colour, etc), are
controlled by a single channel, i.e., multiple dimmers are controlled
by one channel.

Dimmer Patching

Dimmer patching is the patching of dimmers into channels. This
allows a single channel to control any number of dimmers.

http://www.lifact.com 15
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I'n LightFactory, this is aochwienwvdeadw.v i

S e eDinfiner Patchingd
feature.

Channel
1

o n 2@FGtalearn how to use this

Dimmer

Boow~vouorwn

SBoow~vwouorwNnek

Figure 1. Patching - Multiple Dimmers per Channel

Patching is also done to define which channel controls an intelligent
fixture, i.e., a fixture that utilises multiple dimmers for its various
features. When you patch an intelligent fixture, all the dimmers for
that fixture are automatically patched into that channel.

S e dnteiligent Fixtureso
intelligent fixtures.

Channel Profile

o n 1B forgusther information about

Typically, a channel:dimmer level ratio is 1:1. That is, when the
channel is at a certain value, the dimmers in that channel are also

at that value.

On occasion, it may be necessary to configure a channel to output
levels other than 1:1. The actual level sent to the dimmer can be
scaled up or down, or configured into a non-linear relationship. For
example, a lamp may not perform well below a certain level. The
Channel Profile curve can configure the channel to prevent the
dimmer from ever reaching such levels. The Channel Profile can be
used for configuring individual channels or for multiple channels at

once.

To learn how to use the Channel Profiles, s [edi Prdfilesd o n
page 284Error! Bookmark not defined.
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M profile Editor - o&d

Elastidity

Create New Profile
Copy Selected Profile
Delete Selected Profile 3
Figure 2: Default Channel Profile
M profile Editor |9][=1[%

Full @10%]

Inv Cosine|

Invert|

Mark Off

A

Elasticity

Figure 3: Inverse cosine profile
Conventional fixtures

Conventional fixtures are those that have only one property that can
be controlled from the lighting desk, hence requiring a single
dimmer to control it.

Examples of conventional fixtures are:
Standard luminaires i profiles, fresnels, etc

Effects Equipment i smoke/fog machines, bubble machines, mirror
balls etc

http://www.lifact.com 17
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Intelligent Fixtures

Intelligent fixtures, in contrast to conventional fixtures, have multiple
attributes that can be controlled from the lighting desk.

Fixt ure Attributes

Fixture attributes can be 8-bit or 16-bit. This essentially determines
how finely a property can be controlled. A 16-bit attribute uses 2
DMX dimmers to control the value to be set. Instead of 255 value
levels the attribute can have 255 * 255 values.

A 16-bit property can be more finely controlled than an 8-bit
property. For example, 16-bit pan and tilt enables the fixture to be
moved much more slowly than 8-bit pan and tilt.

8-bit T has 255 settings, zero to 255 for the property
16-bit i has 65535 (255 x 255) settings, zero to 65535 for the
property

Light Fact or y 0 storésiatkibute informationbaboat ryour
fixtures. The library is divided into fixture brands. This helps to
organise the wide range of fixtures that are available into
manageable groups.

Below is a list of common attributes that a fixture may have:

Attribute Description
Colour wheel (colour A wheel-shaped device containing
changer, colour scroller) circles of coloured media (gels) that

attaches to a luminaire in order to
create a coloured beam of light.

Can be manually controlled or
motorised and controlled via a
dimmer.

Gobo A thin plate with a design cut out of
it that can be placed in the path of
the light beam, causing a pattern to
be projected.

Pan Horizontal movement of a lighting
fixture

18
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Tilt Vertical movement of a lighting
fixture
Zoom Zoom is a way of controlling the

size of the light beam. It is achieved
by moving the lens back and
forward inside the fixture.

Control Channel

Advanced fixture properties, such
as turning the lamp on and off or
controlling cooling fan speed.

Colour mixing

Colour mixing comprises multiple
colours that can be combined
together in varying proportions to
achieve a desired colour of light.
The most common mixing system is
subtractive CMY (cyan, magenta,
yellow) and RGB (red, green blue).

Framing control

Achieved via a set of shutters, this
enables the shape of the light beam
to be altered. The shutters can be
moved towards/away from the edge
of the beam, as well as angled to
create non-perpendicular corners.

Iris

Iris is a set of shutters used for
controlling the size of the light
beam.

Opening and closing the shutters
allows more or less light through the
iris. The light intensity is decreased,
due to less light being allowed to
pass through.

Edge

Controls the hardness or softness
of the beam edge.

Focus

Adjusts the beam so that the light is
concentrated on the focal point

http://www.lifact.com
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Diffusion Created using a filter, diffusion is
the scattering of light.

Strobe Flashing light, of which the speed
can be configured via the control
channel.

Table 1: Intelligent Fixture Properties
LightFactory Concepts
Channel Groups

Channel groups enable you to group together channels in a
particular state that can be recalled at a later time.

In LightFactory channel groups serve several functions:

1.

Channel groups allow the simultaneous control of
multiple channels at once.

A channel group can also be assigned to a submaster to
provide a single handle for controlling the level of the

group.

A channel group can be applied in a single press of a
shortcut. This means that the levels set in the channel
group will be set in the fade time supplied with the group.

By setting a selection shortcut you can use a single
button press to select the channels in the group.

Channel groups can be put into a cues so that you do not
need to repeat the look when making cue lists.

Channel groups can be referenced as advanced palettes
in individual attributes of cues.

A channel group can be configured to have one of five types of
behaviour. This behaviour defines what happens to the current
channel settings when the group is being controlled.

N

Note:

channel group in included inside a cue.

The behaviour is not used when the

Override (LTP).i Al so known as Pracedernceds t TTha kse si
the default behaviour of channel groups. This behaviour will apply

20
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the channel levels set in the group to output channels and take over

control of that channel. As soon as something else sets the channel

value the group value will get overridden. Likewise as soon as the

group value changes it will override the existing values set in the

channel. Override will not apply to HTP channels if the override

value is less that the set HTP value. You can turn this behaviour off

by setting tkhees fipQveecrerdiednec et aover HTI
system properties, show defaults tab.

Build.© The values set in the channel group will be added to the
current output value of the channels.

Exclusive.i All other channels will be set to zero and only the
channels in this group will be applied.

Highest Takes Precedence (HTP).i When a group value is set
with HTP behaviour the output on the channel is determined by
what has a higher value. If the value set in the group is higher than
the value in the channel then the group will control the channel. If
the value in the channel is higher than the group value it will remain
unchanged.

Independenti Channel s in an flndependent
other requests to modify the channel value. As soon as the group

level is above 0, channels within this group will be controlled by the

group values.

Inhibit T With an inhibit group the value masters all channels that
are in the group. The output value of the channel will be scaled by
the value of the inhibit group it belongs to.

Hue LTP 1 The Hue LTP behaviour is a special type designed to be
used with colour mixing fixture. As the value of the group changes
from 0 to 100% the output of the group will be the saturated hue
value between 0 and 360 degrees. In real terms this translates to a
full colour spectrum that can be accessed from the channel group.

Submasters and Shortcuts

Submasters and shortcuts are both ways of accessing the various
functions of the channel groups.

A submaster is generally a slider on a lighting console desk that can
be assigned to a channel group. The submaster can then control
the output value of the group.
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There are 3 different shortcut functions available with channel
groups:

Selection Shortcut i Setting a selection shortcut will allow you to
select the channels in the group with a single button press.

Toggle Shortcut i Atoggle shortcut can be used to temporarily
turn the channel group on and off. Pressing it once will set the
channel group to full and once in that state pressing a second time
till set the group to 0.

Apply Shortcut i Pressing the button assigned to an apply
shortcut will set all of the channels to the state recorded into the
group without changing the group value. The channel will be
AAppliedo

Submasters and shortcuts are both accessible via controls at the
top of the Command Interface.

Cue List

LA LightFactory V2.0 Build 190 - default show m=%]
Welcome to LightFactory 5
Solutions Ltd. i
Shortcuts Submasters
et it !
© Beeaute! | MasterFadeTme |0.00  [5]| shortcutpage |0 [2]  Shortcuts submasterPage (0 3| Submasters
~ Options ;:tha]nnel Display ;:F.?]MEI Groups ;:Fu‘; List Editor :?(Gl[dilm rrasllelles :)Fi;n]mel Patching ;:Fl;;] Playbacks r;(grlayhal:ks :AF.;A[:II]n Editor ~ Extras
Figure 4: Command Interface: Submasters and Shortcuts
Acue list is a series of cues that define how the lighting is set
during the various parts of a performance. These are sometimes
cal | eubstacki cueshieetd. On some systems t|
allow a single cue | ist Showdbs may be

Example: A band is performing a song in a concert. Rather than

having simple lighting that does not change for the duration of the

song, cues can be set up to change the lighting as the song
progresses. 0Ad neachhe fsoolnegg i s reached,
be easily set for that part of the song by activating the relevant cue.

Showsandcuesar e set up and QuealsaEckidt ovria. t
S e eCudiList Editor0 o n 2fiCat@learn how.
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Cue List &
To easily manage and organise of a large number of cues for a
production, LightFactory e@Guebles c
List& 0O .

Example: A concert contains 10 songs, all of which have different
l'ighting. By coefadi ngaahi€oeglLishe
song can be easily identified and kept separate.

Cue Playbacks

The Cue List Editor is used for setting up and managing cue lists

and cues. When it comes to running a show,theAa Cue Pl aybacl
(previously called Show Runner in version 1 of LightFactory)

window can be used. The Cue PLayback window is a simple screen

that enables cue lists to be set up in the desired order, defining the

starting cue for each.

As the show progresses, the lighting technician simply presses the
iGoo but t cuelistgioup teaativdte each cue. The display
shows the current cue and the next cue so that the technician can
see progress during the show.

To learn howtouse showr unner ye Plybacksi on page
288.

Cues

A cue is an event in a production that is the signal for a specific
action. The response may include any lighting change that is
required. Cues define how the lighting is set during the various
parts of a performance. Using the LightFactory software they can
run automatically or be user-controlled.

A cue can contain a number of channels, and defines all their states
for a particular part of a performance. One or more effects can be
included, as well as defining the fade times, dwell, and effect
delays.

Cue can also trigger executing system shortcuts such as macrod s
and palettes.

Cuescanbesub-gr ou p e €CueiListsog fenabl i ng t hen
easily identified aCuelListd@anage2B.ag8ee
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Cue Number

Each cue within a cue list has a unique number, known as a cue
number. When a cue is created, it is automatically assigned a
number. LightFactory supports up to 3 decimal places with each
cue numbering allowing for cues to be inserted in between other
cues. When a cue is added to the end of the cue list it will always
be given a whole cue number. If a cue is inserted between two
other cues then the new cue number will be half way between the
cues.

Cue Trigger

Acuebs trigger defi nthatcatuseacueto rcumst an
become active. There are four types of trigger:

Cueihe user must physically press a 0
show runner or on the show editor window.

Auto.T Cues set with the auto trigger will execute immediately after
the previous cue has completed its delay, fade in, and dwell time.
An auto cue will not wait for the fade out time so that cross fades
can be achieved.

Midi.T The cue will be triggered by an external midi event occurring.
See page 131 for information on how to set up MIDI triggers.

Line InT The cue will be triggered by the line-in audio source. See
page 137 for information on how to set up the software for audio
triggers.

Timecode i The cue will trigger when the specified timecode is
reached. If the timecode has already passed when this cue is
reached, the software will trigger the cue immediately. Enter the
timecode value into the field provided.

Cue Channels

The channels that are used or recorded into a particular cue. A cue
can contain any number of channels, limited only by the system
resources of your PC.

Cue Effects

Effects can be included in to cue so that they will run when the cue
is run and stop when the cue finishes.
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Cue Shortcuts

When a cue runs you can optionally fire any number of shortcuts.
This is designed to extend the capabilities of the cue by allowing
any function that can be assigned to shortcut to be run in the cue.

Cue Channel Groups

To make programming cues easier you can add into the cue any
pre-built channel group. The channel groups become a building
block for the cue and allow you to change a single channel group
and have the effect automatically applied to all cues that contain the

group.

Tracking (Intelligent Cue Execution )

LightFactory supports two different modes of cue playback. If you
are not sure or are new to stage lighting we recommend using
"hybrid" mode.

Hybrid Mode

In hybrid mode all active channels are recorded into the cue. An
active channel is any channel curr
a previous cue and not recorded into the next cue it will be turned

off when the cue runs. All other attributes (pan, tilt, colour etc) will

not change until a new cue instructs them to change.

When running cues Lightfactory will only apply changes to the cue
state. If an attribute does not change between cues then the value
will not be applied even if the output value has been changed by
another control element in the software (group, effect etc).

Full Tracking Mode

In full tracking mode only changes are recorded into each cue.
When a cue is recorded or updated LightFactory will work out what
has changed and record only that information. If a channel is not in
a cue then it will maintain any state it was set to by a previous cue.
To turn a light off in a cue the channel will be added with its value at
zero.

When the cue is played back only the changes specified in the cue
will be applied. If you play back a cue out of order LightFactory will
track back through the cue list and calculate the correct lighting
state at that point based on the previous cues.
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Tracking is a playback function in LightFactory but there are some
important recording options that will assist you to program your
show. Tracking behaviour will be applied regardless of if the cues
are run sequentially or out of order.

The tracking mode is set per show in LightFactory and can be
changed at any time in the system properties. The tracking switch
will be stored with the show to avoid the chance of a hybrid show
running on a tracking setup or the other way around.

Blocking
Blocking is an override of the tracking behaviour for a cue or a
channel . A channel awahsapply thesvaldeBdeb c k e d 0

regardless of the previous cue state. Blocking is most commonly
applied to an entire cue to create a known or fixed lighting state in
the show. The first cue should always be blocked and in
LightFactory this will be done automatically for you.

Tracking Recording Options

Track Forward i If track forward is selected when recording a cue
then the software will look at each cue after the cue being recorded
and apply the same channel settings until the channel state
changes from its original value.

Cue Only 1 Only the cue being recorded or updated will be affected
by the changes made. All of the cues follow and before the cue will
remain unchanged.

Track Back - If track back is selected when recording or updating a
cue then the software will look at each cue prior to the cue being
recorded and apply the same channel settings until the channel
state changes from its original value.

Effects

Effects are time-based programs of lighting changes, such as chase
sequences, simple loops, colour changes, etc.

The LightFactory Effects Editor allows effects to be easily created,
tested, and adjusted using the intuitive graphical interface. Effects
canberunfrominsides hows vi a Quesé s o ( s28)em &
by using Effect Playbacks ( s eHEdfectfd on 2@)a g e

For mor e aboucEffeatsfEditerc t an 280 ge A
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To facilitate the management of large numbers of effects, effects
can be given simple labels that describe what the effect does.
Whenever you need to find or select an effect within LightFactory
you can use the filters to narrow down the list.

Effect Types

LightFactory has 5 different effects types that can be created. Each
effect type is designed to be the most efficient way of programming
the effect you want.

Simple Chase i A chase is very similar to a cue list in that each
step of the chase contains a static lighting state. As the chase
progresses through each step the lighting state changes. Unlike a
cue list the timing is made simpler and only a single fade time can
be applied between steps.

Timeline i With a timeline effect you can design what happens in a
graphical format of fixture vs time. Each segment in the timeline
defines a lighting state and how it will change.

Profile i The profile effect (sometimes called the Profile/Attribute
effect) will apply a profile curve to a specific attribute over time.

Matrix i The matrix effect is designed to make working with large
arrays of lights such as multicolour LEDs easy and efficient. The
Matrix effect allows you to map an image or video file to a channel
array while at the same time apply a moving box over the resulting
image.

Media 1 LightFactory provides the ability to playback audio and
video files directly from the software. This can be used to do sound
effects in a show or play a video presentation for a corporate event.

Effect Playbacks

The Effect Playbacks are simple controls for running effects ad-hoc.
The LightFactory Effects Playback screen allows the lighting
technician to see at-a-glance all the effects of interest and
conveniently run them at the click of a button.

Exclusive groups

To ensure that only one effect operates within a specified group,
exclusive groups can be created. We may have a number of effects
for the same group of lights where it makes no sense to run any
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more than one effect at a time. If we did, the effects would conflict
and cause undesirable results.

By placing an effect into an exclusive group, it will stop all other
grouped effects when you attempt to start it.

Command Interface

LightFactory comes equipped with a command interface. This is
similar to a simple text editor and allows a technician to type
commands directly to the system bypassing the graphical interface.

It can be advantageous to do this if a quick change is required and
the technician is familiar with the required commands.

The command interface can be accessed via either the main
command window, the channel display or via an external program
wing.

Command History

The command history allows the viewing of past commands made
via the command interface. This can be handy when something
unexpected has happened and a technician needs to check exactly
what commands were sent to the dimmers.

Telnet Interface

Telnet allows a technician to connect to LightFactory remotely using
a hand-held device or similar. Commands can be sent from the
remote device using the command language used by the Command
Interface.

The freedom of remote access to the LightFactory software means
that the technician can be almost anywhere while setting up the
lighting fixtures and make changes without needing to go back and
forwards to the lighting desk.

Palettes

Palettes are a way to configure a particular look that you may want
to recall quickly and without executing several commands to the
system. A palette may put a fixture into a specific position or setup a
number of fixtures into a specific colour.

LightFactory allows palettes to be assigned a specific list of fixtures
or operate on currently selected fixtures.

28
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Macros

Macros are simple programs made up of a sequence of commands.
If a particular sequence of commands is used frequently, it makes
sense to create a macro for them. This means that rather than re-
typing the commands every time, the macro can be run instead,
automatically executing the commands.

This saves time as well as reducing the chance of errors being
made.

Shortcuts

A shortcut is a quick route to a particular setting or feature that is
used frequently. There are many places that shortcuts can be
assigned within LightFactory. A shortcut may select some fixtures,
run a cue, start an effect, apply a setting, or just about any
operation.
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Computer Concepts

In order to use the LightFactory software, it is necessary to
understand a few basic computer concepts.

Mouse Scroll Wheel

A mouse is a small device that connects to a computer. It is used
for navigating around computer software, by means of a pointer.
Many types of mouse have what is known as a scroll wheel. This is
a wheel set into the top of the mouse, usually located between the
left and right buttons.

In LightFactory, the scroll wheel is used for increasing/decreasing
dimmer values in a similar way to the sliders on a lighting console
desk

Drag -and -Drop

Drag-and-drop is a commonly used method of moving one or more
items from one location to another using the mouse. Typically, it is
done by left clicking on the item you wish to move, then, while still
holding down the mouse button, moving the mouse to the required
destination. Release the mouse button when the mouse pointer is
over the destination.

In LightFactory, drag-and-drop is used to assign fixtures into
channels, di mmer patching, etcé

Right -click pop -up Menus

Right-click menus are hidden menus, accessible by right-clicking
the mouse button. If there is a right-click menu available for a
feature, it will appear. Once available, you can click on the desired
menu item.

If you right-click and a menu appears that you do not want to use,
simply press the escape key on your keyboard (or click elsewhere
on the screen) and the menu will disappear.

Screen Real Estate

As the name suggests, screen real estate refers to the screen area
you have available on your computer monitor for viewing
information.

The individual features of LightFactory are in their own separate
windows and can be arranged / resized on the computer screen
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according to an i prdférencedLiglaRactoryevitl h ni c
remember for next time.

It is also possible to add one or more extra monitors, thus
expanding the available screen real estate.

Window Docking

Some windows in LightFactory can b
windows. This means that the two windows are attached to one-

another, which is useful if you want to have two related windows

remain next to each other at all times.

MID/

Musical Instrument Digital Interface, an industry-standard interface
used on electronic musical keyboards and PCs for computer control
of musical instruments and devices.

SMPTE
Society of Motion Picture and Television Engineers
SQL Server

Structured Query Language server. A computer that provides client
computers with highly efficient access to database files.

Firebird SQL Server is a type of database. A database is an
electronic way of storing information on your computer. When you
use LightFactory, your entire lighting configuration is stored in a
SQL Server database. This means that you can switch off your
computer, even unplug everything, and LightFactory will still
remember your set-up.

LightFactoryds SQL S einmbackup amdl eestaaeb a s e
features to safeguard you against data loss.

Timecode

A feature within media that identifies individual frames to define how
frames are counted throughout a project. It is similar to the page
numbers of a book: if the pages of the book are out of sequence or
have gaps, then things get confusing. Similarly, if a video tape does
not have a timecode, then finding a particular clip on tape would be
time-consuming and confusing.
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USB

Universal Serial Bus. USB is a standard port that enables you to
connect external devices (such as digital cameras, scanners, and
mice) to Windows 98 and Macintosh computers.

The USB standard supports data transfer rates of 12Mbps (million
bits per second), a vast improvement over the serial port standard it
is beginning to replace. Aside from speed advantages, USB devices
can be connected or disconnected without the need to restart the
computer. Many USB devices can work on either a Windows 98 PC
or a Mac, provided the device manufacturer offers connectivity
software for both computer systems. Many of the latest digital
cameras offer USB as well as serial connections.

LightFactory uses a USB device to transmit and receive DMX data.

Ethernet

A very common method of networking computers in a LAN using
copper cabling. Ethernet will handle about 10,000,000 bits-per-
second and can be used with almost any kind of computer.

LightFactory can communicate with DMX systems using standard
DMX over Ethernet protocols.
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Installing LightFactory

This chapter tells you how to set up a PC to run LightFactory, how
to install the software, set up any required hardware, and run
LightFactory for use in any lighting situation.

Installation Pre -requisites

Before installing LightFactory, you need to ensure your PC meets
the following minimum specifications.

> 1GHz processor

Minimum 1Gb Ram

300Mb of free hard drive space

Minimum 1024 x 768 video display

Windows XP, Vista, or Windows 7 Operating system

It is also highly recommended that you attach an optical mouse with
a working scroll wheel.

To produce DMX output from LightFactory you must have installed
some form of DMXlInstaling BMXahardwareds e(eP dig e
47) for more information on this topic.

Installation Procedure

Installing LightFactory is a simple process, and requires no special
knowledge. The installation procedure is almost completely
automated and self-explanatory.

LightFactory can be obtained on CD or by downloading the product
off our website.

Downloading LightFactory

To download the latest version of the software go to the
LightFactory website, click on the products page and then click on
downloads.

Alternatively you can go directly to this page by visiting;

http://www.lifact.com/download.html
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Installing LightFactory
To install LightFactory:

1. Find the Setup.exe file you have downloaded from the internet
or on the CD that come with the product. If you are installing off
a CD the Setup.exe will be found in the root directory of the CD.
Some CD6és may start this setup pro
the CD is placed into the drive.

¥ Setul
i etup. exe
®

2. Double click on the Setup.exe and the opening page of the
setup will be displayed.

Weicome to the LightFac

3. Click Nextot hetfion to begin the setu
The License Agreement window appears:

ILIGHTFACTORY SOFTWARE LICENCE AGREEMENT

Please read this license agreement carefully (A copy of this can
be found at the front of this user guide) before continuing with
the installation.
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a.

5.

If you accept the License Agreement, click on the A Agreeod
button. If you do not accept the terms of the agreement, click
fiCancelfi This will abort the installation.

Result: The Select Installation Folder window will be displayed.

{0 Ughtr actory V2 2.0 Setup: Setect Installation Folder

Accept the default destination folder (recommended), or click

t h Browiseéi button to browse for a r
When you are satisfied wiNexto tthoe |
continue.

Result: The nAStart Menu Folder o windo

Accept the default destination start menu folder, or type the
name of the folder you want to use. When you are satisfied with
the start mernnstaldoolt detb,egdlni ¢ bhei in

Res ul t Copyintnkélesi wi ndow appears and
begin installing LightFactory.
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Note: During the installation process the software will attempt to
pre-install drivers for some of the DMX hardware options.

7. After all of the files have been copied the installation will
automatically run the fixture library update procedure. This
process may take a few minutes to perform. There is three
stages to the fixture import process i Loading the existing
library, importing the new information and finally saving the
fixtures including the update back to the hard drive. If this is the
first time you have installed LightFactory only the seconds and
third stage is necessary.

8. Once compl et eNegtd i ckt ooantthe fii ni sh
process.

Result: Thefil abt ati on Compl eted window v
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9. Cl iClisedn t o cl ose the window to fi
process.

Starting LightFactory

After the installation is complete, you can begin using the software.
You can start LightFactory either from the Windows Start menu or
from the icon that will have been placed on your desktop.

From the Windows Start menu: Select the LightFactory V2 item.
From your desktop: Double-click on the LightFactory V2 icon

Result: The LightFactory splash screen will appear and the software
will begin to load.

UNRELEASED VERSION

Starting LightFactory...

Starting database connection
Database startup complete
Universal DMX interface created.
Starting Timecode events.
Starting Line-in audio triggers.
Starting MIDI triggers.

S LIGHTFACTORY
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, Note: The first time the software runs it will
take slightly longer to start -up. This is because it

must create the database that is used for saving
~ show information.

During start-up the software will check for a valid registration code.
If the software is not registered then the following dialog will be
displayed.

LIGHTFAGCTORY V 2.4 BuiLD 141
LightFactary iz currently unregistered and will not communicate with any

DM hardware. If you have purchazed this software and have a valid
registration code click on the "Register'’ button now.

If pou have purchased the software and have a registered hardware
dongle please connect it now and press Continue.

e

wivw lifact.com Purchase Hire Register Continue

Figure 5: Unregistered System Screen

If you wish to use the software unregistered (Software will function
normally butnoDMXout put will occur) click o
button or press enter on the keyboard.

To purchase the software on-line or find a local reseller of the

soft war e cPRuichakeoomutthenfi provided. Yol
connected to the Internet as this will open your default web browser

and redirect you to the LightFactory web site.

To enter a valid registration code received with purchase of the
sof t war e cRegist&td olmuttthen.A The foll owin
allow you to enter these details into the software.

Your serial number is:
458194B92024976B
Registration code:
L Convert License Code oK Cancel

Figure 6: Registration Screen
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Registration of the software is based on the fiGenerated Serial
Numberdoa n d Rdygistrafion Codeo Both of these numbers
must match the information supplied for the registration to be valid.
The serial number is a unique code generated by LightFactory and
will be needed to obtain a valid registration. If you want to copy this
number to the clipboard for entering into a web form simply click
anywhere on the number.

Enter your registrati OO deuttaiolns taon
continue loading the software. A dialog will inform you if incorrect

details have been entered and allow three attempts to correct the

mistake before returning you to the previous window.

Click OCamcedbhéufiton at any time to a
Registration details can also be entered through the System
Properties in the File menu once the software has started.

At any time during this process you can also connect a USB DMX
device or USB security token that contains a valid registration.
When the software continues the loading process the registration
contained on the device will be loaded and applied. Your USB DMX
device will only contain a valid registration if you purchased the
device and the software as a package. Purchase of a USB DMX
device with your software does not guarantee that the device
contains a valid registration. If the device does not contain a valid
registration you will need to register the system as described in the
next section.

For information about the AHIireod b
limited registration see Hire Software Online section (Page 48).

After the software has loaded, the main window (Command
Interface) will open. You are now ready to use the software. See the
fQuick Startd s e c t i 64)to fefirafipding your way around
the software.

http://www.lifact.com 39



LightFactory V2 Installing LightFactory

A Guide for Users

Registration & Licensing

Registration

L LightFactory V2.0 Build 190 - default show | =)]%]

Welcome to LightFactory
ream Solutions Ltd,

Software is registered for 2DMX Universe(s)

Universe Controls USB to DMX, Device 0:4, 1267 SER:0088301075100 19
Universe 2 - Artistic icense Arthit, Universe 1, Art-iet Universe 0-0
Universe 3 - ArtisticLicense Arthiet, Universe 2, ArtNet Universe 0-1
Universe 4 - ArtistiLicense Artiiet, Universe 3, Artdiet Universe 0-2

= @ crecute! | Waster Fode Time 0.00

+ Options Channel Display | Channel Groups | Cue List Editor | FX Editor Palettes Dimmer Patching Cue Playbacks | FX Plagbacks | Macro Editor
P (F2) (F3) (Fa) (F5) (F6) F7) F8) F9) (F10)

0

Grand Master: 100 %

pBO

%) shortatrage 0 A shortats Submaster Page (0 [4]|  Submasters

~ Extias

Figure 5: Command Interface

& Licensing

When the software starts the registration details are shown in the
first few lines of the command interface. In the above example the
software is registered to communicate with 2 DMX universes. If
more DMX universes are connected than the registration allows the
system will simply ignore the additional dimmers.

Once the software is running you can access the registration
information by clicking on the File menu and selecting System
Properties.

Cl i ck Registtatioed6 it ab t o di splay the

details.

UniKey License Dongle

LightFactory licenses can be purchases as a hardware USB token
called the UniKey Dongle. This is a small USB device that acts as a
security token for the software. If you purchased LightFactory in this
way you will need to have the UniKey dongle plugged into the
computer whenever you are running LightFactory.
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1] LightFactory - System Properties g@
System . .
Input{Output Thank you for supporting the development of this product
(DMX)

Your serial number is:
TRE = 458194B92024976B
Settings
Current registration code:
Show L
Defaults
Purchase LightFactory Online
Appearance
Hire Software Online
‘ Registration Convert License to Registration
Save registration to file
Visualiser
Load registration from file
External
Wings Generate new serial number
Media Transferregistration to a new PC
Settings
Transfer registration to Hardware
Special i .
Shortcuts Clear Hardveare Registraton
www. lifact, comi oK Cancel Apphy

Figure 8: Properties Window - Registration Page

At any stage you can access the LightFactory web site by clicking

on t he

fi BightFactbra Gnéned You must be connected to

the internet for this to work as this operation will open your web

browser on your system.

To add or change the registration code on your system enter it into
the box provided below the serial number. Click on the apply button
to check that the code entered is correct. If at any time you make a

mistake and want to retrieve theprevi ous code click o

button at the bottom of the window and then re-open the system

properties. Changes to the registration code will only be tested and

saved when the #AApplyo or fAOKO but
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When the software is registered a green tick will appear on the
picture in the top left of this window.

Unregistered Registered

Registration of the software is based on the fSerial Numberdand

t h Regitration Coded When you are supplied with a registration
code you will also have printed with it the matching serial number. If
your registration code does not work check that the serial number
on screen is the same as the one printed with your registration
code.

If you have entered a valid registration code a dialog will inform you
that the system is now registered.

=,

LightFactory

Your LightFactory system is now registered.
Thank you for supporting the development of this produce.

License Codes

I f you received a ALicense Codeodo whe
it will need to be coGoedededoi mmlooak
software. A license code is a onetime right to register your copy of

LightFactory. Unlike a registration code the license is not linked to

your serial number.

License codes use the format fiMnnnnnnnnnnnn-cccccc-ccccowhere
Aind r epa ensuetmbtesr and Acod relfgfheesents a
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supplied code does not have a serial number listed with it then you
are likely to have a license code and must convert it to a

registration

to unlock the software.

You can convert license codes into a valid registration either online
or us i @Gogvett hieens@ to Registrationd opt i on.

options require a connection to the internet. If you are using a
dialup connection connect to the internet before continuing with the
procedures below.

N

Note : Information collected during the

registration process  will be passed onto Dream

Solutions Limited, Auckland, New Zealand. This
information is treated strictly confidential and
will not be used for any purpose than software

security. Contact details ~ will not be passed on to

any other parties or used for marketing
purposes. To read our privacy statement please
visit www.lifact.com

To convert your license code over the web visit the site:

http://www.lifact.com/convert license.html

&

Note : If you are using the web site to register

the software you will need to know the serial
number generated by the software. This number
can be found in the  registration tab of the
system properties  orinthe about screen under
the help menu.

If you are using the built in conversion process
outlined below you will not need the serial
number information.

http://www.lifact.com
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LIGHTFACTORY

Copy seial number

www lifact.com

To us e

LIGHTFACTORY

the built in coQoneerticeose f aci |
to Registrationd b u(THirdbbmtton from the top).

Register Software

=

et
¢

Contact

wwy.lifact. com

Thank you for purchasing LightFactory

Please complete all of the fields below to register your LightFactory
system. Compulary fields are marked in bold . This process requires a
connection to the internet.

License Code
First Name
Last Name

Company Name

E-Mail Address
Address

City

State [ Zip

Country [V]

Phone

+ Print registration code on completion

Register Software Cancel

Figure 9: Convert License

The above windowt i t | ed f Re g iwdl appaar. Bierfyouwva r e 0

det ail s
button. The fiel

into the fi el RegisterrSoftwiardce d
ds in bold are mandatory and must be completed to

register the software.
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We recommend that yegi Eeeptitbe 68d
box active to print a record of the resulting registration code. This
will print on your default printer.

When the conversion is successful the window will close and the
registration code will be automatically entered into the correct fields
of the previous window.

Transferring a registration to another PC

The registration code generated to activate DMX output in
LightFactory uses the generated serial number to authenticate the
system. The serial number is an internal number created when the
software is first started.

-

@ Note : Thisis not the serial number of your PC
and only an arbitrary number generated for the

purpose of registering LightFactory.

To use the software on another computer you will need a new
registration code as the PC will have generated a different serial
number. The current PC must also be disabled as only 1 system
can operate per license.

To allow you to run the software on other PCs LightFactory provides
the ability to transfer a registration from one PC to another. This
process will generate the new code and disable the old in one
simple process.

Once the software is running click on the File menu and select
System Properties. Cl i ck on tdhet dlReagndtalaitd
button | abelled ATransfer registra
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Registration Transfer

Thiz procedure will tranzfer your registration from this PC to another.

Each PC that run LightFactory must have its own registration code linked to the
serial number of the PC.

MNOTE: Please make sure you type the serial number correctly in the box provided. This
must match the serial number of the PC you have installed LightFactory.

Clicking on the "Proceed” button below will disable the registration on this PC and you
will no longer be able to get DMX output from it
Serial Number of new PC || Past Impart

Reaistration Code

‘ FTIRL

Saueregictrationto fla Proceed Close

Figure 10: Registration Transfer

In the box provided you must enter the generated serial number of
the PC you want to transfer the registration to. Provided are two
buttons to help get the number correct. You can click on the Past to

insert the number from the windows clipboard or Import to load a

registration file from the other system (See Importing and Exporting
Registration Details; Page 46).

Once you are sure you have entered the correct serial number from

t he

After the system has generated a new registration code it will create

ot her systPomeddo! bakton tbegBner at
registration code.

a new serial number for this system and the old registration code
will no longer be valid.

Enter the new registration code into the LightFactory system
matching the serial number you just entered. To aid with this

processyou can click on the button
import the resulting file into the new system.
Importing and Exporting Registration Detalls

LightFactory provides the ability to store the registration information
in a simple text file to keep as a backup or move between systems.

To save the registration details click on the button fISave registration
to filedand a save dialog will appear prompting for a file name.
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Select an appropriate directory and filename and click fSaveoto
complete this operation.

To load an existing registration file into LightFactory click on the
button ALoad registration from file.0A load file dialog will appear
asking you to select the file to load. Click on the Open to confirm
loading the registration.

Generating a new serial number

In a very rear case you may be required to generate a new internal
serial number for the registration system. You should only do this if
you have been asked to by LightFactory support staff as generating
a new serial number on a registered system will de-register the

software.

If you have been asked to create a new serial number by our
support staff, click on the button
confirmation will appear warning you that the system will become
unregi stered. Click on the fiYesOo b

code will be set in the system

Transfer registration to hardware

In some cases it may not be desirable for the registration to be
locked to the PC you have installed on. You may want to work
between several PCs but only require one to be registered at a
time. To facilitate this LightFactory provides the ability to move your
registration to the Enttec USB Pro or Cooper controls USB to DMX
hardware.

“*. Note : The software does not currently sup port
moving the registration to any other hardware.

Once the registration has been moved to the
hardware it is not reversible and you will need
the USB interface connected to validate your
system.

If you have several devices then only one will
hold your re gistration. It is recommended that
you mark this device for future reference.

Once you have moved the registration to the hardware the software
will revert to demo mode (no DMX output) unless the hardware is
connected.
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If you are unsure about this feature please contact out support staff
to answer any questions: support@lifact.com

Once you have clicked on the button to move the registration a

warning box will prompt you to confirm the operation. You will need
toclickonthecheckboxiil have read and under st e
conditions of this transferdobefore proceeding.

Hire Software Online

LightFactory provides the ability to use a registered version of the
product for a limited runtime. This can be useful if you want to try
the software on a real show before purchasing or if you only need a
lighting controller for limited application.

The LightFactory hire system allows you to purchase runtime in 12,
24, 48, and 120 hour blocks.

software is running. If you close down

LightFactory the time remaining will still be
available the next time you start the software. If

for example you still have 6 hours runtime
remaining and you do not use the software for a
week then when you start it up the 6 hours will
still be available.

:"‘-; Note : The runtime is counted only when the

You must have access to an internet connection
to purchase runtime blocks.

Runtime can be topped up before your time has
expired.

To hire LightFactory and purchase a block of runtime click on the
buttoni i Hi r eva® @f tOm the ragéstbation tab of the system
properties. You can also access the hire dialog from the
unregistered nag screen when the software starts. The following
dialog will appear with further instructions for obtaining a runtime
unlock code.
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Hire LightFactory

HIRE LIGHTFAGTORY SOFTWARE

Lightfactory Hire is the perfect way to try out the software before purchase or if you only
require a lighting controller for the occasional show.

How does it work?

With LightFactory Hire you purchase 12 hour blocks of runtime that will unlock the
software and provide you with a fully featured 4 universe lighting controller. The 12 hours
does NOT need to be in one continious blodk. If you dose the software after using it for 3
hours and start it again the next day you will still have 9 hours of runtime remaining. You
can purchase 12,24,48 and 120 (5 days) hour blocks at a time to save time and money.

Current unlock serial number: 458194892024976B copy
Purchaseunlock code now

If you are not currently connected to the interner please visit: http: ffwww.lifact, comihire.

If you are connecting manually to the link above you will need the "Current unlodk serial
number” to complete the transaction

Unlock code

oK Cancel

Figure 11: LightFactory Hire

If you are connected to the Internet on this PC then you can click on

the APurchase unl ock edvedtedtoraomine b ut
sales form. The unlock serial number will be passed automatically

to the web page.

If you are not connected to the internet on this PC and want to
purchase the unlock code from a different PC you will need to note
down the current unlock serial number displayed in red on this
window. Once you have noted the serial number you can enter this
on the LightFactory web site:

http://www.lifact.com/hire.html

Once you have completed the purchase you will receive a unlock
code that must be entered intothe i Un | o c kfiel€pravided.
Entering a valid code will then add the purchased amount of time to
the software.
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Installing DMX Hardware

Enttec USB DMX Pro Dongle

Born from the Open DMX USB interface the PRO version is the
ultimate USB DMX adapter for all computer based lighting needs.

Features:

=4 =4 -4 -8 _a_a_9

Micro processor enabled

1500 V full isolation (data & power lines to protect your
computer from surges)

1 Input & 1 Output connector (there is only one DMX port
though)

RDM (talkback) compatible

Internal frame buffering (will work on any PC)

Universe & user config EEPROM

Refresh Rate configurable from 1 to 40Hz

Break configurable from 96uS to 1.3mS

MaB configurable from 10.6uS to 1.3mS

No Receive framing problems (compared to Open DMX
USB)

Upgradeable firmware

Obtaining the latest drivers

The drivers for the DMX USB Pro Dongle will be installed
automatically if you are using windows Vista or 7. If you need to

install the drivers manually you will find them in the driver directory

of the LightFactory CD or can be downloaded directly from the

Enttec web site.
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Insta lling driver on Windows 98, 2000 , XP

1. Run the program fAvcom_setup.exeo
the USB Pro devices. The install will notify you when the install
is complete.

FTDI Driver Installation

.
\?1) FTDI CDM Drivers have been successfully installed.

2. Click OKo tbhhuga tiobn to cl ose this di
installation.

Connect the USB-DMX Pro Interface to a free USB Port.

Your computer should immediately indicate that it has found

some new hardware and the installation process should start
automatically. If this does not occur thenuset he Wi ndows
new hardwareo or fAComputer Manag
the control panel to manually install the drivers.

5. On windows 2000 and XP systems the driver for this device
should be installed automatically and with only subtle warning
balloons popping up in the task bar. Finally a message saying
fiyour new hardware it setup and ready to useowill be displayed.
Once you have seen this message then you are ready to start
using the interface and you will not need to do anything further.

Enttec Open USB DMX Dongle

The open DMX USB hardware solution provided to the community
by ENTTEC.
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This DMX USB interface is based on the FTDI 232BM chip - a USB
to serial converter. LightFactory can send DMX512 through these
devices using the built in driver.

Limitations: It is important to release that unlike other DMX interface
devices the Open USB DMX hardware requires output to be
generated by the PC and can be sensitive to the load and speed of
the computer. If the computer gets busy or is too slow you may
experience unreliable DMX output. We have tested these devices
running only LightFactory on windows 98, 2000, and XP without
any problems on any Pentium 4 computer.

Obtaining drivers

The drivers for the Open DMX USB Dongle are exactly the same as
the DMX USB Pro device and can be found in the drivers directory
of the installation CD or download from the Enttec web site;

http://www.enttec.com/dmx_usb/ftdi_driver.zip
Installing driver on Windows 98, 2000 and XP

1.

Run the program Avcom_setup.exeod b
the Open USB devices. The install will notify you when the
install is complete.

FTDI Driver Installation

.
\y FTDI CDM Drivers have been successfully installed.

Click O©KO thhwet tfion t o cl ose this dial
installation.

Connect the Open USB-DMX Interface to a free USB Port.

Your computer should immediately indicate that it has found

some new hardware and the installation process should start
automatically. I f this does not oc
new hardwareo or fAComputer Manager
the control panel to manually install the drivers.

On windows 2000 and XP systems the driver for this device
should be installed automatically and with only subtle warning
balloons popping up in the task bar. Finally a message saying
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Ayour new hardware it setup and

Once you have seen this message then you are ready to start
using the interface and you will not need to do anything further.

Cooper Controls USB DMX interface

The cooper controls interface is a compact USB to DMX device with
all of the electronics embedded inside the XLR casing.

1 Universe or 2 Universe versions available

1 Can be used as DMX Output or DMX Input, via adaptor
cable (not supplied)

1 No heavy output box to trail around, all the circuitry is in the
XLR connector

The LightFactory installation will pre-install all of the drivers
necessary to operate this device. To install simply connect the
device to your PC. You will see a windows notification to say that
new hardware has been found and that windows is installing this for
you. Follow any onscreen instructions and wait for the a message
to indicate that the hardware installation was successful before
running LightFactory.
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JESE DMX -TRI Interface

The DMX-TRI is an advanced DMX512 and RDM controller for PC
applications to control DMX512 and RDM equipment, providing the
best all round solution on the market.

The DMX-TRI is available as a full RDM controller with DMX512 or
an RDM restricted version for DMX512 only. The RDM restricted
version is available with the popular 3 Pin XLR or the standard 5
Pin DMX512 Connector. Restricted versions are upgradable to full
RDM controllers with an access key, providing ultimate flexibility for
the future requirements of RDM operability.

When you connect the hardware to a USB port on your PC the
DMX-TRI will run a self test, emitting a beep and flashing both
mimics for one second as the unit powers up.

Found New Hardware )

% DM=-TRI MK

The first time that the TRI is connected to a USB port on your PC

the O0Found New Ha ragpeeaa whdsbthewiendow wi | |
installed driver is configured for the USB port. On completion of the

above setup, LightFactory will be ready for use.
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Artnet  DMX on Ethernet

No special installation is required to communicate with ArtNet DMX
on Ethernet or DMXDongle2 devices. You must have a working

Ethernet device to use this protocol.

ETHERMNET
Enttec DMX on Ethernet

No special installation is required to communicate with Enttec DMX
on Ethernet (ESP) devices other than a working Ethernet interface

T ENTTE

Entertainment Technology

Pathport  DMX on Ethernet

No special installation is required to communicate with Pathway
DMX on Ethernet (Pathport) devices other than a working Ethernet

interface on your computer.
P2 Pathway |

%

p <
ol T

Streaming ACN (SACN)

No special installation is required to communicate with SACN
devices other than a working Ethernet interface on your computer.
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Optional Hardware installation

Installing Wings

The Program, Playback and Shortcut wing is the perfect add on for
LightFactory. The wing is Ethernet based and many devices can be
connected letting the user customise his or her layout as they want.

No special driver installation is required to communicate with the
wing devices other than a working Ethernet interface on your
computer.

Firstly, you need to connect your wing and the computer running
LightFactory. If you have an available Ethernet port on your
computer, you can connect your Wing directly to your computer
using a cross-over patch lead. If your Ethernet port is already in
use, or you are using more than one Wing, you will need to connect
the computer and the Wing/s to an Ethernet Hub or Switch using a
standard Ethernet patch cable. Do not use power over Ethernet
hubs or switches.

Once youbve conn e thecerdputertheLinWiiEDg and
should light up immediately. If not, check the Ethernetc abl e youdve
used is the correct type (ie i cross over or straight through) and is
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in good working order, and the computer and hub/switch are
functioning correctly.

You may see the Activity LED blinking occasionally if there is
activity on the Ethernet network.

Make sure the wing is connected correctly and powered up. Start
Light factory and go to the Options->External Hardware Wings

|} External Hardware Interfaces . =)
Enttec /
Cooper Enttec !
Hation Cooper Controls
MIDIcon \

Wing Type IP Address [ Port |Current Page
E’:_dCaKIO( Program 192,168.0,203 0

3:31:59 p.m.; Starting wing interface...

331:59 p.m.: 192.168.0.97

331:59 pom.: New wing found - 192.168.0.203

3:31:59 p.m.: Starting TCP Connection to 192.168.0.203
331:59 p.m.: Running [0 Service 192.168.0.203
331:53 p.m.: interface started

331:59 p.m.: Debug meszages are being received

W Clearwingmessages (IS St 01192, 168.0,97 (255.255.255.0) (R4 i

Match wing pages with the on screen controls

Wing playbacks must return to the current position to take affect after a page change
Auto assign submasters with playbacks

Display 60 shortcuts on screen to match shortcut wing

Encoder Fine Movemnt 257 % Encoder Course Movemnt 1285 =

Figure 12: External Hardware Wings, Enttec/Cooper

The above screen will display the connected wings and any
relevant information.

In the event you see a warning on the screen, this is due to the fact
the IP ranges of your computer and the wing do not match. This
means for example that the wing would have an IP of 10.7.81.161
and your computer 192.168.0.23. In this case both devices are not
on the same subnet and cannot talk to each other properly.

You can either change the IP of the wing to be in the same subnet
as the computer, or change the IP of the computer to be in the
same subnet as the wing.

http://www.lifact.com 57



LightFactory V2 Installing LightFactory
A Guide for Users Optional Hardware installation

For example if the wing has an IP of 10.7.81.161 , you would set
the computer to ip 10.7.81.1 with a net mask of 255.255.255.0

You can check your computerdés | P add
then 'Run’, type cmd (enter). This will open a command window,
then type: ipconfig and press enter:

.6
10.18.16.254

: Media disconnected

Figure 13: ipconfig shell command output

Using the wing
The wing is automatically configured by light factory:

1 Playback wing, fader 1 on the wing is linked to fader 1 in
light factory.

1 Shortcut wing, button 1 is linked to shortcut 1 in light
factory.

1 The program wing will display the LightFactory command
interface.

Configuring the wing

You might need to configure the wing to match the IP settings with
the IP settings of your computer. To configure the wing, you can use
any web browser such as Internet explorer, Firefox ...

Type in the address of the node in the address bar like this:
http://10.5.2.6 where 10.5.2.6 is the IP address of the Wing. By
default , the IP address is 10.x.y.z where x,y and z are the last 3
bytes (the MAC address is in hexadecimal) of MAC/Serial number.

Eg: For a MAC of 010203040506 the IP would be: 10.4.5.6 You can
also find the IP address on the label situated in the box of the Wing.
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I't should also appear aHatdwameat i cal |
Wingsé wi ndow i n tiscgrimdctEdpoopedyr vy i f i

You can also click on the fAConfigu
your default browser and go directly to the configuration page.

Once the address typed into your favourite web browser the main
page will appear:

Status Page

The main page is the status page; it displays general information
about the wing.

DHCP Enable: Ticking this box will enable DHCP configuration of
the IP address. You must have a DHCP server running on your
network for this to work. If not, the node will wait for 60 seconds for
a response then use the pre-configured IP address. During the
DHCP timeout no DMX is sent or received.

IP: This is the IP address that is used if DHCP is disabled.
Saving your settings

When you make a change to any setting, make sure you click on
the update setting button on the bottom of the page. The change
will take effect ENTTEC Wing User Manual 10 immediately but is
not saved in non volatile memory. To save the changes permanently
click on the SAVE link in the menu.

Formor e i nf or mEertteci/ CoopersCoragrolsiwWingsd on pag
125.

Elation MIDIcon

The Elation MIDIcon device uses the MIDI standard to
communicate with LightFactory. As soon as the device is connected
and the drivers are installed (automatic under Vista & Windows 7)
the device will be available to use with LightFactory.

To enable the device so that LightFactory will respond to the
hardware tick the AEnabl e MIDIcon

Note that because the MIDIcon communicates with MIDI messages

this option will turn on all MIDI triggers that are configured in the

AEXt erringagge rts 0 wi ndow. I f you have
then you will not need to worry about this. If you do have MIDI
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triggers configured you may need to check that the messages sent
from the MIDIcon do not conflict with your settings.

By default the device name will automatically be populated in the
device combo if the MIDIcon is installed correctly. If you do not see
the device listed in the drop down combo then please check that
the drivers are installed correctly and restart LightFactory.

|} External Hardware Interfaces.

Enttec/
Cooper

Elation
MIDIcon

ELC
sideKICK

e
Elation
MIDICON
¥ Enable MIDIcon control
This will enable MIDI input triggers e

Match wing pages with the on screen controls
Wing playbacks must return to the current position to take affect after a page change

Blackout button to toggle state
Encoder Fine Movemnt 257

Encoder Course Movemnt 1285

S e —
S E—
N —
so[ommerang ]

[N Y. BT N
L T R A

Enq

Encoder Page Up Shortcut 0

v | 4]

coder Page Down Shorteut 0

TOUN pap#  [Shortcut || -
Pads

1

Figure 14: External Hardware Wings, MIDIcon

For mor e

i nformat.i
MIDIlcondb o n 1@7a g e

ELC sideKICK

The ELC sideKICK is a USB fader wing that includes DMX input
and output ports. Once the hardware is connected and the drivers
loaded there is no configuration needed to begin using this device.

on an cElatmo n f i

This device will also show up in the DMX input/output tab of the

system properties.

gur ati

For more information and configuration options see EIfC sideKICKO

on page 129.
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Ergodex DX1 Input System
The DX1 Input System includes a Pad, a removable Tray, 25

numbered Keys with a storage tray, pre-printed labels, an
installation CD and a Quick Start Guide.

The Pad connects to the computer via a USB cable. The pad
contains two buttons. The button next to the Ergodex icon brings up
the software at a single touch. The second button is a Record
Button, which allows Macros to be assigned to Ergodex Keys.

Ergodex Manager is the program that allows the DX1 Input System
to work with your computer. It is responsible for storing all of your
Macros and Key assignments for each program that you use with
the DXL1. It also monitors the currently active program you are using
and switches to your assigned Macros for that program
automatically. Ergodex Manager includes an intuitive graphical
interface to manage all of your Macros.

To install Ergodex Manager, close all open programs and place the
Installation CD into your CD-ROM drive. If you have auto-run
enabled on your computer, the installer program should load after a
few moments. If the installer program does not load automatically,
run "Install.exe" from the Installation CD.

When the installer program loads, click on "Install Software" and

follow the on-screen instructions to install Ergodex Manager. During

the installation, you will be prompted to plug in your DX1 Pad.

When asked, plugtheUSBcabl e into one of your
powered USB ports.

For Window® XP

After plugging in the Pad, the Windows® "Found New Hardware
Wizard" will open. (If Windows® Update is enabled, you will start at
Screen 1, otherwise you will start at Screen 2.)

Note: Windows® XP manages each USB port separately.
Windows® XP will require that you go through this installation
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process each time you plug the DX1 Pad into a new USB port on
your computer.

For Windows® 2000

Windows® 2000 will load the DX1 Pad automatically after you
install Ergodex Manager and plug in the USB cable.

Verify Install

Once the installation is complete, an Ergodex hand icon will appear
in the Windows® System Tray (usually in the lower right-hand
corner of your Windows® Desktop). This icon shows the connection
status of the Pad. A blue hand icon indicates the Pad is properly

plugged into your computer.
¥
If the Pad is plugged into your computer and the Green Light is on,
you are ready to use your DX1 Input System.
Green Light indicates Pad is — 8

working properly.
8REC

XKeys

X-keys provides a clearly labelled, physical input for shortcuts and
special functions so you don't have to think about them.

Insert the included disk in your CD ROM drive and follow the
instructions to install X-keys Macro Works Software. This software
is required to program and operate the X-keys USB device. Please
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view the Readme file on the installation disk for the latest notes on
installation and operation of the software.

Should you encounter difficulty installing any of the X-keys
products, please check the troubleshooting guide on the web site:
www.xkeys.com. If this does not resolve the issue, please E-mail
the technical support department: tech@xkeys.com or call: (517)
655-5523.
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Quick Start

To get you started using your LightFactory system, the following
describes a few quick examples of controlling a lighting system.

Using the channel window
Patching a moving light
Controlling a moving light
Creating a basic cue list

This quick start guide can be used on both a registered and un-
registered system. The only difference being that an un-registered
system will not output DMX.

When the software is staotadnpdoblwei B8C

displayed and the system is ready to go. On start-up, the software
will interrogate your computer and attempt to auto detect any USB
hardware you may have connected.

i LightFactory V2.0 Build 190 - default show 9=

0

Grand Master: 100 %

DBO

ol @ Beeaatel | Wasterfade Tz |0.00 (2] shortatpoge 0 2| Storats | sibmasterpage |0 (3| submastes

= Mt Channel Display | Channel Groups | Cue List Editor | FX Editor Palcttes Dimmer Patching| Cue Playbacks | FX Plagbacks | MacroEditor | o g,
B (F2) (F3) (F4) (F5) (F6) F7 F8) (F9) (F10)

In this example, the software is setup to output to the Cooper
Controls USB to DMX interface and three universes of ArtNet.

Regardless of the dimmers found the software will initially create
500 desk channels that will be patched 1:1 with the available
dimmers (The number of desk channels can be increased in the
system properties). If you are using different DMX hardware with

t he sys tSgstamd el d@fidorinformation about setting the
output type.

LightFactory will always remember the last lighting state that was
used and will automatically load the current show. If you start the
software and find channels already active then this is because it is
the state when the software was last shutdown.
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", Note : Make sure that the grand master (GM) is
at full for all examples used in this section.

Using the Channel Window

The channel display window is the main access to all of the
channels and fixtures that are connected to the software. It allows
you to modify the output of a channel, control the attributes of
intelligent fixtures and record to the various functions of the
software.

1. Openthe channelwindowby <c¢l i cking on the
button at the bottom of the command interface or by pressing
F2 on your keyboard.

M Channel Display E]@

Select Clear Select Select Selection

e e | e et . o - Off | rome | Fan | mite | Pk < Unds + DBO/Clear -
Record | Record | Update | Record Record , GM:
oot | Feeor ote | R - femi | Fxubray -| OhGrowps - palettes - View -| Copy - o

Channel:1 | Channel:2  Channe:3  Channek4 | Channek5 | Channek6 |Channeb7 | Channek8  Channek9  Channeb10 | [~
Dimmer: 0%  Dimmer: 0%  Dimmer: 0%  Dimmer:0% | Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer: 0%

Channek: 11 | Channel:12 Channek13 | Channek14 |Channek15 | Channek16 |Channek17 |Channek18  Channek19 | Channek 20
Dimmer: 0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer: 0%

Channel: 21 | Channel:22 | Channel:23 | Channek24 | Channek25 |Channek26 |Channek:27 | Channek28 | Channek29 | Channek: 30
Dimmer: 0%  Dimmer: 0%  Dimmer: 0%  Dimmer:0% | Dimmer:0%  Dimmer:0%  Dimmer;0%  Dimmer:0%  Dimmer: 0%  Dimmer: 0%

Channel:31 | Channel:32 | Channel:33 | Channek34 |Channek35 |Channek36 |Channek37 |Channek38 | Channek39 | Channeka40
Dimmer: 0% | Dimmer:0%  Dimmer:0%  Dimmer:0% | Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer: 0%

Channel:41 | Channel42 | Channek43 | Channek44 |Channek45 |Channek46 |Channek47 |Channek48 | Channek49 | Channek: 50
Dimmer: 0%  Dimmer: 0%  Dimmer:0%  Dimmer:0% | Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer: 0%

Channel:51 | Channel:52 | Channel:53 | Channek54 |Channek55 |Channek56 |Channel:57 |Channek:58 | Channek59 | Channek: 60
Dimmer: 0%  Dimmer: 0%  Dimmer: 0%  Dimmer:0% | Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer: 0%

Channel: 61 | Channel:62 Channek63 | Channek64 |Channek65 | Channek66 |Channek67 | Channek68  Channek69 | Channek 70
Dimmer: 0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer: 0%

Channel: 71 | Channel:72 | Channel: 73 | Channek74 | Channek75 |Channek76 |Channek77 | Channek: 78 | Channek79 | Channel: 80
Dimmer: 0%  Dimmer: 0%  Dimmer: 0%  Dimmer:0% | Dimmer:0%  Dimmer:0%  Dimmer;0%  Dimmer:0%  Dimmer: 0%  Dimmer: 0%

Channel: 81 | Channel:82 | Channel:83 | Channek84 |Channek85 |Channek86 |Channek:87 |Channel:88 | Channel:89 | Channek90
Dimmer: 0% | Dimmer:0%  Dimmer:0%  Dimmer:0% | Dimmer:0%  Dimmer:0% | Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer: 0%

Channek: 91 | Channe:92  Channek93 | Channek94 | Channek95 | Channek 96 | Channek97 |Channek: 98 | Channek:99 | Channek 100
Dimmer: 0%  Dimmer:0%  Dimmer:0%  Dimmer:0% | Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer: 0%

Channel: 101 | Channel: 102 | Channel: 103 | Channel: 104 |Channek 105 | Channel: 106 |Channek 107 |Channel: 108 | Channek: 109 | Channek: 110
Dimmer: 0%  Dimmer: 0%  Dimmer: 0%  Dimmer:0% | Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer:0%  Dimmer: 0%
>

Figure 15: Channel Window

If this is the first time you have used the software you should
see the window above displayed on your screen. Each channel
in the system is represented by a cell in a two dimensional grid.

The grid will try to fit as many channels across as it can and so
resizing the window will allow you to see as many channels as
possible. If you prefer to have a fixed number of channels
across the screen you can set this in the system properties.

2. Astandard Windows scroll bar on the right-hand side can be
used to scroll through the non-visible channels. If you do not
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have any channels selected you can also use the scroll wheel
on your mouse to scroll through the channels.

3. Select channel 1 by left clicking on it with your mouse. You will
notice that the cell changes colour to a pale blue.

4. Now click on channel 3 and notice that this cell also changes
colour. By clicking and fiselecting
the software what it is we want to work with. We can now issue
commands to these channels.

5. Onyour keyboard, enter @30 and press enter.

As you enter the numbers, you will see them appear in the
command line editor box of the main window. As soon as you
pr ess iietext wilrdidappedr and the selected channels
will now have a value of 30%.

The lights connected to those channels should now be
displaying 30% of their maximum output.

6. Un-select channel 1 by clicking on its cell with the left mouse
button. You will see that the cell is now highlighted green. This
indicates that the channel is not selected but is active.

" : : :
@ Note : An active channel is any channel with an
output value ab ove 0.

7. With channel 3 still selected, move the scroll wheel on your
mouse up one click you should see the value increase by 5% to
35%. The mouse scroll wheel is a convenient way to control the
intensity of selected channels when the exact value you want is

unknown.
e
Note : If you do not have a scroll wheel on your
mouse, use the + and T keys as replacements.

Channels can also be selected in large numbers by holding the
mouse down and dragging it over the channels you want

1. Click on channel 5 and hold down the mouse button

2. Now drag the mouse over to channel 7 and release the button.
You should now see channels 3, 5, 6 and 7 all selected.
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3. Move the scroll wheel up and down and notice that all of the

selected channels increase or decrease by 5% with every
movement.

Patching a Moving Light

To use the channel window for controlling a moving or intelligent
light we first need to tell the software where and how the fixture is
patched into the DMX chain.

In this example we have a Martin MAC 250 Entour that is running in
extended mode with its starting address set to 26.

1. Open the patching wimbhomer by cl ic
Patchingd b udt theobnttom of the command interface or
press the F7 key on you keyboard.

3

o 250 B el B0

FTRTTTERifiieig ¢

are
are

Figure 16: Dimmer Patching Window

2. Below the | abel ifAvail abl e Fixtu
window you will see a list of manufacturers of lighting fixtures
and devices.

Expand the AMartind brand by cli
the left of the name. You should then see the complete list of
the Martin fixtures contained in the fixture library.
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3.

Click on the fi xt &moer(Hnlabced)ol eadn di MAC
notice that the picture on the right-hand side has changed to
show your selection.

Move the mouse ovesetheonDommehs w
notice that as you move the mouse the 18 dimmers trailing your

mouse are highlighted. This shows that the fixture we have

selected uses 18 dimmers to control it and that we should

consider these reserved for this light.

Move the mouse over dimmer 26 (our starting address) and
click and hold down the left mouse button. Drag the mouse over
to the left hand side of the window and over channel 6.

When you release the mouse button a popup dialog will ask

you if you want to automatically setup the palettes for this

fixture.Sel ect AYeso and the software w
populated with palettes to access the colour wheel and gobos.

We will not be using these for this tutorial however you may

want to open the shortcut window when you are finished to see

what has been created for you.

In the dimmer patching window you will now see that the details

coumn of channel 6 Entaup(Enhaneed) @A MAC 2
260. This shows wus that a MAC 250
addressof26. You may need to expand the
Detail 06 column to see all/l of the t
will always indicate that more text is in the field than can be

shown. See Figure 16.

Click on the options menu and sele
windowod from the ponpAltprnativelnyou t hat a
can close the window with the X in the top right hand corner

and the software will prompt you to save your changes. The

dimmer patching window is the only place in LightFactory

where you specifically need to save your work. In all other

windows the changes are automatically saved with every

change.
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fiunpat chisisbecause channel 6 that use
to be patched to dimmer 6 is now holding the

Mac 250 we have just patched. Also channels 26
thought to 43 are now blank and do not contain
any patch information. This is because the
dimmers tha t where patched to these channels
are now in use by the Mac 250 that we just
patched. LightFactory will allow you to overlap
patch information but by default it will assume
this undesirable and automatically unpatch the
channels for you.

@ Note : You will notice thatd immer 6 is now

We are now ready to use this fixture in the channel window as desk
channel 6. To patch other moving lights, simply repeat the
procedure above patching each light into the desired channel.

same type all at once by changing the quantity
(Qty) number in the available fixtures section of
the window.

@ Note : You can patch multiple fixtures of the

Controlling a Moving Light

This section assumes that you know how to open the channel

window (see page 65) and have already done the example above in

fPatching a Moving Lightd ( p6@)g e

1. Open the channel window again (if not already open) and click
o n tChear Sdilectiond0 b ut t o n topdf thewgndawh e
You will now have only the channels that are active highlighted.

2. Have a close look at channel six and notice that the content of
the cell has changed. It is
the label is the name of the fixture followed by its attributes.

3. Click and select channel 6 and as well as highlighting the cell.
The fixture control window will appear and attach itself to the
right-hand side of the channel window.

now
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=0 | [ L Fisture Control BEX]
| 7

el Clear
s - seieaed

Unds «| pAO/Clear
Positon | " Colow | | Beamshape |

Racord | Record
Grp | Qe -
Channck 1 Chonnek2  Channck3  Char hannck 10 [a]| | Primary Dimmer (1) % ow
o E——— W Cemer 0% off on lFulllc S0

Pan/Tilt (10)

Channet 11 Chasnek 12 Chamneb13 Channek14 Chanmek 15 Channeb16 Channek 17 Channel 1B  Chanek 19  Channek 20
Cinwer: 0%  Dimmer: 0%  Dinmer:0%  Dinmer:0%  Dmmen:0%  Dineer Ommer: % Dimeer Ommer: 1% Dimmer: 0%

Channek 21 Channek 22  Channek23  Channek 24 Channek 25 Channek 44 Channek 45  Channek 45  Channek 47
Dwer: 0%  Dimmer:U%  Cinmer:0%  Dimmer:0%  Oimmen I% OmmeriD%  Dmeer:0%  Ommeri0%  Dinmen 0%

Figure 17: Channel Display window showing fixture control

The @ CHantroloe Iwi ndow c¢ &adtomodifythee u
attributes of the moving light and is separated into three

groupings of Position, Colour and Beamshape. The groupings

are tabs that allow you to switch between the groups of

attributes you what to modify. If a different type of fixture is

used then the grouping may be different.

On the fiPositiondo tab Iymwinareyoul | see
have selected as this makes the background for the primary

pan and tilt control. Click and drag the mouse around this

picture to change the pan and tilt values of the fixture in the

channel window. If the fixture is physically attached to the

system the changes will imnmediately take effect and you will

see the fixture move.

Only the controls that are applicable to the selected fixture will
be shown in the fixture control window however if you select
multiple fixture types then a generic control window will be
displayed. This generic window may have attributes shown that
the fixture is not able to do. The software will always try to apply
the generic attribute to the best of its ability based on internal
logic. For example if you choose a colour from the colour picker
and the fixture only has a colour wheel (rather than colour
mixing capabilities) the software will find the closest match to
the colour chosen.

4. To control the dimmer of intelligent fixtures follow the same
procedure for standard di mmers. CI
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window and either enter the desired value or use the scroll
mouse to dim the light up and down.

Creatinga Basic Cue List

A basic cue list is a series of cues each containing a specific
lighting state or scene. The transition between each lighting state
can also be defined to control the timing of how the cue plays back.

Ay Note : This guide assumes HYBRID tracking
mode was selected on start up.

No te : LightFactory allows you to create multiple
cue lists and play back multiple cue lists at the
same time. For this example we will focus on a
single cue list.

Also, i n this example we are not covering the use

of the effects engine, but only basic cues.

In the show we are going to create we will have three different
scenes and will only use the first 12 channels. The table below
shows the three cues and their contents. In this show, the cues
transition from a very bright scene to a very dim scene and then
back to a bright scene again. We have also use the moving light
that we patched into channel 6 and placed it at a specific position
for each scene.

Cue Channel Value
1 2 80%
3 80%
6 100%, 128 pan, 27 tilt
2 1 20%
6 30%, 128 pan, -46 tilt
7 20%
11 20%
3 8 100%
9 80%

Table 2: Basic Show Cues Example

Before we create these simple cues in LightFactory, open the
channel window ( s eUsingithe Channel Windowd o n 6p)amnde
set all of the fixtures back to zero so that no channel is active. Do
this by clickingo n t h e DBO/Cléamat thé top right of this
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window. The channel display will now look as it did when you first
started with all the channels having a gray background (not
highlighted).

We are now ready to start programming the show.
Creating Cue 1

1.

Click on channel 2 and 3 to select them and then type @80 on
your keyboard and press enter. The selected channels should
now be set to 80%. The * can also be used as an alternative to
the @ symbol. (e.g. *80).

Clear the selection of these channels and double click on

channel 6 to bring it up to 100%. Because channel 6 is an
intelligent fixture, the AChannel
automatically appear. Set the pan and tilt to the desired location
using the cont r o Contdokirg a Madvibgeightdéa b o v e
on page 69).

Once you have set the desiredscene,c | i ck on the HARec
Cued button.

C}_) Llhedle naw cuc
Cue List |Mew Cue List 1 -

Cue Number [ hd

Cue Description

e

Record Attributes
Delay 0.00 v Brightness
v
Fade Up 0.00 Colour
V' Beamshape
/ Position

' Beamstyle

Dwel 0.00

e | [ | [ | [

Fade Down 0.00

Record effects currently running
' Record palettes into this cue
Capture a photo in cue notes

oK Cancel Mare >

TheAd Cr eat e n e wbog wilkbe displayad. LaghtFactory

will automatically pick the active cue list (If you have just

installed then this will be the only cue list) and set the cue

number to the next availablecue.Pr ess t he f#ocOKO but t
record this cue. The cue has now been recorded with the active

channels in their current state.
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Creating Cue 2
1. Select channels 2 and 3 and set their value back to zero.

2. Now select channels 1, 7 and 11 and set all their values to
20%.

3. Cli ck OlearSelbceeddii butt on and then cl
only. Bring its intensity back to 30% by either typing @30 on
your keyboard or using the scroll wheel.

4. I n t he Corfrolx twirredow set the new poc
want the fixture in for cue 2.

5. Now that the second sceneisset,cl i ck on t he fARec
button again. Alternatively you can use the keyboard shortcut
control-c to perform the same operation.

6. Intheresultingil Cr e at e Nialeg, cGai2esliould already

be set in the fiCuedo edit box. | f
number 2 and press the AOKO butt
Creating Cue 3

1. Click on/Ctedwree MDtBtOon t o reset al |
dimmer levels of O.

Double click on channel 8 to bring it up to 100%.

3. Unselect channel 8 and select channel 9. Set the value of
channel 9 to 80%.

4. Now that the thirdscenei s s et , click on the
press control-c.

5. Intheresultingil Cr e at e Nialeg, cGau3ssliould already
beset in the ACued edit box. I f t
number 3 and press the AOKO butt

The Cue List Editor

To view the newly created cue list, o p e QuetList&dit or 06 by
clicking the button on the command interface or by pressing F4 on
your keyboard.
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HIEIEIE

Selected Cue: 0

Figure 18: Show Editor Window

This window will show the three cues we just created, and we will
see in the channel field the fixtures we selected.

Setting the transition between cues

In this example, we have decided to apply the following transition
between each cue.

1. Cue 1 will fade up slowly over 5 seconds

2. Cue 1 will fade down in 2 seconds

3. Cue 2 will then fade up quickly (1 second)

4. Cue 2 will fade down in 3 seconds while cue 3 fades in.

To apply these rules, we need to set the fields on the right-hand
side of the window.

1. Inthe row for cue 1, enter the number 5 into the field labelled
fiFalhe and tdre2inhaoambhe fiel ©Qutd .abell e

2. We do not want cues 1 and 2 to cross fade, so we need to set a
delayed start on cue 2 of 2 seconds. This will cause cue 2 to
wait the same length of time it takes cue 1 to fade out. In the
row for cue 2, enter the number 2 i
and enter a 1 into the field AFade

3. Forcue3wedowantacrossfades o we can set t he |
of cue 2 to 3 seconds and the ffad

The right-hand fields should now be set as per Figure 19 below,
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» |Fn||uwr|me| Delay |Fade1n |Dwe|| Fade Out |FxDelav |nmemde|
User s Os Os Os Os 00:00:00...
User s Ss Os 25 Os 00:00:00...
User s 35 0s Os Os 00:00:00...

Figure 19: Basic Cue List Example, Fade In, Fade Out, and Delay
settings

Running the show

We are now ready to run our show for the first time and see the
result of the procedure above. If you have a real lighting rig
connected to the system, you should see the result apply to your
dimmer system. If you do not have any dimmers connected, use the
fiChannel Displayoo r Rawi DMX Viewo deethe output.

If the start cue (cue 0) is not highlighted in green as shown in
Figure 19 above, select it as the starting cue by double-clicking on
its row. In this example, we have chosen to leave this cue blank
without any fixtures set. There is no reason not to use this cue other
than to have a blacked-out state when the show begins.

Along the bottom of the cue list editor are the playback controls for
the currently selected cue (highlighted in green).

Go Stop Back Reset

Figure 20: Cue Playback Controls

Press the fiCue Goo0O butdls®2n3,aachéd not i
slowly fade from zero to their set values over a period of 5 seconds.

Once this cue has finished, (A progress bar in the status field of the

cue list grid will show when the cue has finished execution) click the

iCe Goo button again to go from cu
will fade out, and then cue 2 will slowly fade in. The current cue will

always be highlighted in by a green arrow and you will notice this

will following the cue execution

http://www.lifact.com 75



LightFactory V2 Quick Start
A Guide for Users Creating a Basic Cue List

At any time we can return to the previous cue by clicking on the
iBaocc kbutton and can stop a cue

clicking on the AStopd button.

execu

@ Note : A show can be run either via the Show
Editor as per the example above, or v ia the

Show Runners.
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Reference/Window Overview

Command Interface

The LightFactory command interface is the first window you are
presented with when you start the software. This window is where
you can access all of the other features in the software such as the
cue lists or effects editor. The grand master (GM) on the right-hand
side of the window provides overall control of all fixture intensity
levels.

L LightFactory V2.0 Build 190 - default show =Jo&d
=

Welcome to LightFactory
© Dream Solutions Ltd|

Software is registered for 2DMX Universe(s)

Found 6 nterface drivers

Universe 1- Cooper Controls USB to DMX, Device 0:A, V1297 SER:008830107510019
Universe 2 - Artsticlicense Arthiet, Universe 1, Art-Het Universe 0-0

Universe 3 - Artsticlicense Arthiet, Universe 2, Art-Het Universe 0-1

Universe 4- Artsticlicense Arthiet, Universe 3, Art-Het Universe 0-2

Grand Master: 100 %

DBO

com | © execute! | masterFadeTme 0.00 |3 shortcutPage O [2]|| Shortcuts | submasterPage |0 [4]| submasters

v Extras

- Dptions Channel Display | Channel Groups | Cue List Editor | FX Editor Palettes Dimmer Patching| Cue Plapbacks | FX Plapbacks | Macro Editor
e F2) F3) (F4) (F5) (F&) (F7) F8) (F9) F10)

Figure 21: Command Interface Window

The command window can be conveniently attached to the bottom

task bar of your windows environment to make it easy to access
regardl ess of how other windows ar
to task baro in the AOptionsd popu
When the software is restarted it will remember the setting and

always run attached or detached from the task bar.

Clicking on the cog icon to the left of the command entry edit box
will turn on or off the command history part of the window. When
used in conjunction with the AAtta
create a thin window at the bottom of the screen to easy access.

u LightFactory ¥2.0 Build 191 - default show

@ Execute! Master Fad

Channel Display | Channel Groups | Cue List Editor | FX Editor Palettes
[F2] F3) [F4] [F5] [F&]

\
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The command window also allows you to control your lighting
system using a basic text interface. Traditional lighting desks have
provided a command interface as a means to access large
numbers of channels where individual buttons or faders were
impractical. It may seem antiquated to include a command interface
in LightFactory because it has the flexible channel window
providing access to thousands of channels from one simple screen,
but this is far from true.

Once familiar with the command structure the command interface
can be a very quick and powerful way of setting up scenes during
complex programming sequences.

“. Note : Itis also useful to learn the command
@ structure because you can enter the channel
selection syntax anywhere you wish to enter a
large n umber of channels. e.g. the Cue List
Editor.

You can also enter command directly from the
channel display without h  aving to shift focus
back to the command window. As soon as a key
is pressed in the channel display it will appear in
the command edit box.

Command window options

Right clicking on the command window history panel will popup the
options menu as shown below;

Ll U acto V25 Bkt 1 - L Mot =3
ssome wipeacy
e o
e e 400

!  regmtered (Uerseds)
A T e T, e 4,k
ot et ot 3100
ey
i esnt
e

astr: 100 %

Qs | vorraetie 0.00 5 Sansarige 0 1 Detsts | sbmeserme 0

« Qptons | CotoelDisply Chasnel Groups  Co Lk £ FX Eoiber Paleter Dimmes Poiching Com Plapbacks  PX Plagbacks  Macio Edbee o g0,
wa ] [z (] w5 o i - i)

Figure 22: command window options

Clear command history window i Select this option to remove all
of the text from the command history.

Copy command history to the windows clipboard 7 This is a
useful option to help with support when using the command
interface. You may be asked email a copy of the commands you are
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using and this menu item will simply this task. Once copied to the
clipboard you can past it directly into an email.

Set background colour T Use this option change the background
colour of the command history window. The standard LightFactory
colour chooser will allow you to select any colour from palette. Be
aware that it is possible to choose a colour that will make the text
unreadable.

Command Structure

The following commands can be entered into the edit box provided
along the bottom left of the window. To execute any command
simply pressenteror c¢l i ck on the fAExecuteod

Some commands will execute automatically without needing to

press the enter key. This is the case where the last item typed is

identified as the last valid character in the line. For example the
command A@@0 wi ll set the selected
nothing that can be entered after the second @ so the types syntax

is considered complete and will execute without needing to press

the enter key.

Once a command is entered, it will automatically appear in the text
box above. If the command was successful, the command will be
preceded b y Suécessoin green text. If the command is followed by
t he wor dinedtextther rbthing will happen as the
software did not recognise the command you entered or a mistake
was made in the command syntax.

Command History

LightFactory displays the last 100 commands entered in the text
box just above the command entry edit.

To re-process or review any command, simply double-click on the
line and the command will reappear in the command entry edit. The
command will not execute until you press enter or click on the

fi Ex e c ut e ®hisknatles you to edit the command before
resubmitting it for processing.
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“. Note : Commands in the history text box can
@ also be retrieved into the command entry edit
using the up and down arrow keys on your
keyboard. Pressing the up arrow will cycle
thro ugh the last 100 commands starting with the
last command entered. The down arrow will
scroll back through commands you have passed
with the up arrow.

Channel Commands

All commands take the following format. The square brackets ([])
indicate optional syntax.

[+ or -] Channels [Attribute] @ [DMX] Value [time Value]

Channels.

A list of all of the channels you want to apply some change to. Each

channel is separated by either a comma (,) or plus (+). Arange of
channels can be entered using the wo
slash (/) symbol between two values. Channels can be removed

from a selection using the minus (-) key.

If you enter a channel list only the software will select the channels

in the channel view. If the channel view is not visible it will be

opened and brought to the front of your screen. If you are selecting
channels by not entering the A@ Val u
then you can add a + or a1 to the front of the text to add or subtract

from the currently selected channels.

Additional to the above selection technique you can use the
keyword ATHRU ONO to select only cha
are currently active.

Examples

1,23,719/3 3 € Will sele28,7tafde chan
will also select channels 19 through to channel 33.
1+2+3+7+19/33-21 é Wil l also select <ch
and channels 19 through to 33 with the exception of

channel 21.
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-3/ 10 é Wil remove channel s
current selection.
1 thru on 20 é Wil l select th
and 20.
Attribute

This section allows you to access generic attributes of fixtures that
you have selected. By default, the software will operate on the
dimmer as it is assumed that all fixtures have this function (Not
always true).

The following attributes can be entered:

PAN, TILT, COLOR, GOBO, GOBO R, CONTROL, EFFECT,
ZOOM, DIFF, IRIS, EDGE, FOCUS, STROBE, COLOURIDX,
GOBOIDX

Some of these attributes can accept a number following the
command to access features where more than one of an attribute
exists. E.g. Some intelligent fixtures have more than one colour
wheel. If a command is entered with the word COLOR then colour
wheel 1 is selected by default. To select colour wheel 2 the
command should read COLOR2

Example

To access the gobo wheel 2 on the fixture patched to
desk channel 24 through to 30, we could use the
command:24/30 gobo2 @ é

command line the value entered is a real world
value that is logical to the attribute selected
The gobo command for example will take a
number corresponding to the gobo index you
want to select. Another example is the zoom
attribute that take beam angle (degrees) as its
value. To address the dmx values enter the
word Admxo after the @.

:"\-; Note : When fixture attributes are used in the

Value.

The value you want to set the fixture or fixture attribute to. If
standard dimmers are selected, the value will set the dimmer to the
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entered value as a percentage of full. Accepted values for standard
dimmers can be any integer number between 0 and 100.

If the selected channel is an intelligent fixture then the software will
apply the value to the dimmer property unless a different attribute is
specified.

Example

1+2+3+7+19/33 @ 25
This will set channels 1, 2, 3, 7 and channels 19 through
33 to 25% of full.

Palettes & Groups

When using the command line interface to set channels you can
reference groups on botYoucanades of th
referencepal ettes on the right HRisnd si de
can be thought of this as being able to set a group at a palettes or

values referenced by a group.

Example

LX Bridge 2 @ 25
Thiswillsetchannelsi n group ALX Bridge 2¢

LX3 Wash @ Position Down Stage Left
This wil/l set the channels in gi
values set in the group/ palette

As soon as you start typing the name of the palettes or group on

either side of the A@ symbol a smal
matches to what has already been typed. This is designed to help

with selecting groups and palettes without having to type all of the

text. To select an item listed in the helper window use the up and

down arrows to move between the values and then press the enter

key to select.

DMX keyword

The DMX keyword can be placed in front of the desired value to
enter a number between 0 and 255 representing the real DMX
output level.

Example
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1+2+3+7+19/33 @ DMX 125

This will set channels 1, 2, 3, 7 and channels 19 through
33 to output 125 on the DMX line.

Rem Dim

The Rem Dim keyword can be used to set channel to a value

exclusively. Channels not in the selection list will be turned off or
blacked out.

Example

1+2434+7+19/33 @ rem dim 30

This will set channels 1, 2, 3, 7 and channels 19 through
33 to 30% and turn off all other channels.

Time {fad

With any command an optional fade time can be specified. This will

e} Value

determine how long the channels will take to get from the current

value to the new desired value. You can use the keyword A f ad e 0

fiti meod with this dlirectiwecwillialsode applytoe

fixture attr

The syntax is in the format; fade X 7 where X is any real number

ibutes.

representing the time in seconds. The keyword can also be

shortened

tojust the Il etter Afod f ol

you want to fade.

Example

This will set the zoom property of fixtures 24 through to 30

24/30 zoom @ 23 fade 2.4

to 23 degrees and will take 2.4 seconds to reach this
value from the current zoom attribute value.

S

f

owed

Note : When working with intelligent fixtures
such as the one in this example, the term

ifi xtureo replaces the ter
LightFactory.
On, Off, Solo, Full, @@
The On, Off, Solo and Full commands can be used to replace the
channel value.
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Setting channels to AOffo will set t
Setting the channels to fiOono will se

on level specified in the system properties.

Settingthechannel to ASolod will turn off
turning on the selected channels.

Setting the channel to AFull o will s

@@ is a special command that can be used to quickly set the
channels to the AONnd | evel

When using the On, Off, Solo and Full keywords you do not need
to enter the @ symbol prior to the command.

Example

3+6/9 On

This will set channels 3 and 6 through to 9 to the on level.
Palette
The palette command is used to reference the value stored in a
pal ette. The value entered after the
number to apply. The palette numbers
window.

Example

6/9 color @ palette 2
This will set the colour of channels 6 through to 9 to the
colour defined in palette 2.

Other Commands

Clear (cilr)

Use the clear function to unselect channels and clear the channel
display. Entering the clear command on its own will clear all
channels.

Optionally you can put a channel list after the clear command to
clear only the listed channels.

Example
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clr 1/20
The above command will unselect the channel 1 through
to 20.

BO (Blackout)

Use the blackout command to release channels. Entering the
blackout command on its own will release all channels.

Optionally you can put a channel list after the backout command to
release only the listed channels.

Example

Bo 1+4
The above command will release channels 1 and 4.

Dim

You can directly access and set dimmers in LightFactory using the
AiiDi MmO command. Whkettaa specificivalumitis said
to be captured and will remain on that value regardless of any

channel settings patched to that dimmer. You can think of captured
dimmers as an override for the output value.

The fADIi M0 command wor lksassetingmuch t h
channels however you cannot set a time and the value to be set is
always a DMX value (01 255).

DIM DMX Channels @ DMX Value

Example

dim 1+4 @ 164
The above command will capture dmx dimmers 1 & 4 at
the dmx value 164.

To release a captured DMX dimmerent er an firel 0 at
DMX channel list. If no channels are specified then the command
will release all captured DMX dimmers.

DIM {DMX Channels} release

CONNECT

The connect command is used to connect to another remote
LightFactory system. This is useful for controlling multiple systems
from a single master.
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Connect {ip address/machine name}

Establishes a telnet connection with another LF system.

Example

Connect 192.168.1.19

The above command will connect to a LightFactory
system running on IP address 192.168.1.19. If the
connection fails a message in the command line history
will be displayed.

SEND & SENDTO

Once connected to a remote LightFactory system commands can
be sent usingdtmM@ENBEODOCc ammand.

Send {command}
Send the command to the first connected LF system
Sendto {All/remote system} {command}

Send the command to a specific remote system or all remote
systems.

Example

Sendto All 1/40@80

The above command will execute the command

i1/ 40@800 on all the remote sys!
currently connected to.

DISCONNECT

Use the disconnect command to finish communication with a
remote system.

Disconnect
Disconnects all connections to remote systems
Disconnect {ip address/machine name}

Disconnects a specific remote system

Example
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Disconnect 192.168.1.19
The above command will close the connection with the
remote LightFactory system on 192.168.1.19.

Load & SAVE

Both the load and the save commands can be used for a dual
purpose.

Load {Path + Filename}

Save {Path + Filename}

| f the file name entered has an ex
software will save and load the current show. If the filename
extension isS not i. FDBO then the s
layouts will be saved.

Example

Saveldemoimy show. fdbo
The above command will save the current show under the
name fAmy s howldfednbood idni rtehcet ofircy:.

Loaddemamy show. fdbo
Theabove command wil | |l oad the
thedeond direct ohecurramtshowmmak e it

For more information on loading and saving show see Options
menu (Page 96).

UNDO

The undo is used to revert back to the previous state prior to a
command being entered.

RECORD { REC}

The record command can be abbreviatedt o fiRecd t o s ave
Entering the record command followed by enter will popup the

i RecOueo dhataslused inthe channel display when
pressing the ARecord Cueo0 button.

REC {CUE, FX, GROUP, SUB} {additional information}
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If the record command is followed by the keywords CUE, FX,

GROUP, SUB then the syntax plecedt he sa
at the end of the command line. For more information see the CUE,

FX, GROUP and SUB sections below. Entering the record

command at the start of the command line is useful if you do not

want the command to execute automatically. Entering REC at the

end of the command line text will cause the command to execute

automatically.

RECN {desc} {fade in} {fade out} {follow} {delay} {dwell}

Short for fARecord NowoO the ARECNO co
cue record without any further interaction. All of the fields are

optional and you can add as many or as few of the option as you

need.

Desc i Cue Description

Fade in i Fade in/up time in seconds
Fade out i Fade out/down time in seconds
Follow 1 Follow time in seconds

Delay i1 Cue delay time in seconds

Dwell T Cue dwell time in seconds.

Example

Recn fAiSunrise to sunseto 20.6 5
The above command will record the current channel state
to a new cue at the end of the active cue list. The cue

description wild!@ be set to ASuni
in time is 20.6 seconds and the fade out time is 5
seconds.

UPDATE {UPD}
The update command can be abbreviate

Use the update command to update an existing cue to modify or
replacethecue.Ent ering the AUpdated comman
immediately update the current live cue with the current channel

state.
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GROUP {GRP}

The group command can be abbreviat
This command has several functions and can be used to set a
channel group to a specific level or to record and update a group.

GROUP {number list} @ {value}

The above syntax can be used to set a channel group to a specific
value. Any number of groups can be applied and the same syntax
as selecting channels is used as the number list.

Example

Grp1,3,8 @ 50

The above command will set the channel groups 1, 3 and

8 at 50%.
GROUP {number, name} {SELected} RECord
To record a new channel group use
beginning or end of the command. By default the active channels
wi || be recorded butddobkewddridgt hbe
selected channel will be recorded.

Example

Grp ABack lightso sel rec

The above command will create a new group or add to

the existing group called ABac

currently selected channels.
GROUP {number, name} {SELected} UPDate

To update a channel group use the
the command. Only the channels that are currently in the group will
get updated.

Example

Grp fiBack Iightso Upd

The above command will update the existing group called
fi Bac k Wwihghke ¢usemt channel state.

FX

The effect (FX) command is used to record chase steps into a
simple chase. This command can only be used to add steps to the
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chase and cannot be used to modify an existing step. For more
advanced chase editingitisrecommended t hat t he
used.

FX {number, name} {SELected} REC

Example

Fx fAichase 10 rec
The above command will record the current channel state
into the next step of the

SUBMASTER {SUB }

AFx |

simpl

The submaster commandcanbea b br evi ated to fAiSubo

typing. This command has several function depending on the text

entered after the fiSubmastero keywor

SUB {number list} @ {value}

The above command can be used to set a submaster or list of
submasters to specific value. Any number of submasters can be
applied and the same syntax as selecting channels is used as the
number list.

Example

Sub 1/4 @ 23
The above command will set submasters 1 through to 4 at
23%.

SUB {number} {SELected} REC

The above command will create a new channel group and
automatically assign the submaster identified by the {number} to it.

The fiSelectedd keyword can be used t

channels.

Example

Sub 4 rec

The above command will create a new channel group and
add the currently active channels to it. It will also assign
submaster 4 to the new channel group.

SUB -/+ or SUB PAGE {number}
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Use the above commands to set the current submaster page. Enter
a+orai after the submaster keyword will increase or decrease
the current page. Entering a number after the keyword will jump to
the specified page.

SHORTCUT {SC}

The shortcut command can be abbrev
Use the shortcut command to execute the desired shortcut.

IF

The Al FO command i s as seldctchanmeke d s e
or fixtures that match a series of conditions. This command can be

used to select fixtures by searching a mix of different parts of your

show. Any combination of conditions can be specified with standard
AND(&), OR(]) and NOT(!) combinations.

The "IF" command will reference the position, purpose and colour
description fields. It will also reference palettes and groups that are
used by fixtures. If for example | apply a channel group as a
position preset called "Position DSL" the "IF" statement can find it
by simply typing "IF Position DSL" (not case sensitive).

Example

IF @40 | >70
Select all fixtures at 40% or greater than 70%

IF @40 &' L015
Select all fixtures at 40% that are not using LO15 as their
filter (LO15 could be a colour description or palette)

IF position DSL & Red &! wide zoom

Select fixtures in position DSL that are red but not in a
wide zoom. In the above example "Red' can mean a
colour description and a palette reference.

VIEW

The AViewd command i s uspleyssothab f i |t
you can focus on a specific list of channels that you want to control.

This command can filter the channel display by a group name,

group number or an AifoO0 statement.
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To clear a view from and return to displaying all channels use the
fi Cl ecammand as you would to clear channel selection.

Example
view if @35
Select all fixtures at 35% and turn this into a view

view 12
Display only the channels in group ID 12

view SC Vocal
Display only the channels in the group labeled "SC Vocal"

CUE

T h e dacomneand can be used to execute cues in the system or
record new cues.

CUE PLAYBACK {Playback number} {cue number, GO, STOP,
BACK, RESET}

The above command will execute a cue on a specific cue playback.
You can either enter a specific cue number or use the keywords
GO, STOP, BACK, and RESET to control the playback.

Example

cue playback 2 go
This will execute the next cue on playback 2.

CUE {Cue List} {Cue Number, GO, STOP, BACK, RESET}

The above command will execute a cue on the master playback in

the ACue List Editoro window. You ca
cue list, cue number or use the keywords GO, STOP, BACK, and

RESET to control the playback.

Example

cueiAct 10 go

This will execute the next cue onthe cueli st AAcCt 10 i
cue list is not the active cue list then it will become the

active cue list and the first cue will be executed.

cuein Act 10 3. 4
This willexecutecue 3.4 on the cue | i st
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CUE {Cue List} {Cue Number} {desc} {fade in} {fade out} {follow}
{delay} {dwell} {SELected} REC

This command will execute a silent cue record without any further
interaction. All of the fields are optional and you can add as many or
as few of the option as you need.

Cue List 7 The name of the cue list to record to.

Cue Number i The cue number to record

Desc i Cue Description

Fade ini Fade in/up time in seconds

Fade outi Fade out/down time in seconds

Follow i Follow time in seconds

Delay i Cue delay time in seconds

Dwell i Cue dwell time in seconds.

Selected i Record only the selected channels to the cue.

Example

Cue AAct 10 5.3 ASunriseodo 5

The above command will record the active channels into

cue 5.3 of the AAct 10 cue | is
exists it will be created. Also if the cue does not exists it

will also be created. The recorded cue will be given the
description ASunrised and have
seconds. If the cue already exists then the parameters not

entered in the command will remain unchanged.

Macro

The macro command can be used to execute any of the macros
added to the show.

The syntax for this command is
Macro <macro Name>

Enter the wofdl hiomaedoby t he name (
macro you want to run. As soon as you enter the command the
macro will execute.

This command can be shameeovned to i
Example
M fiiReset Mover so
The above command will executethe macroc al | ed A Re
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Moverso if it exi sts.thel f a macr
command will fail.

Fade

The fiFadedo command can be used to se
the system. The master fade time can be seen on the main
command interface just to the right of the execute button.

The syntax for this command is
Fade <time in seconds>
E.g. fade 3.4

Scrolffo

The fAiScolltodo command can be used to
view in the channel display window. This command is useful in

conjunction with the quick macro feature in the shortcut window. By

creating a quick macro to scroll the channel display to a specific

place you can easily jump to any channel when working with a large

number of fixtures.

The syntax for this command is
Scrollto <channel number>
E.g. scrollto 115

Shortcut

Use the Shortcut command to execute a shortcut, enable or disable

a shortcut. The shortcut command can
Example
SC?2
This will execute shortcut number 2.

SC disable
This will temporally stop the shortcut from being
executed.

Timecode

LightFactory now supports an internal timecode generator that can
run independent of any media playback. To enable internal
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ti mecode enable the option in the
Triggerso window.

TC RESET 1 This command will reset the internal timecode back to
00:00:00:00.

TC PAUSE 1 The internal timecode will stop in its current position.
TC CONtinue i Timecode will continue from where it was paused.

TC {time value} i Use this to set the timecode to a specific value.

Example

TC PAUSE

TC 00:20:03:15

TC CON

This macro will pause the timecode, set it to the value (20
minutes, 3 seconds, and 15 frames) and then start it
running again.

Master Fade Time

The master fade can be set for all channels by entering a value into
a fade edit box to the left of the shortcut controls. Once you have
set the desired fade all changes made to the fixture will apply over
this time.

The default fade time specifies the time a channel will take to get
from its current value to the new value. Internally this value will be
overridden by the show and effects controls so it is not necessary to
have the default fade at zero when running shows.
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Options menu

The options menu is at the bottom left of the command interface,
accessible by c| Optokson gvi ¢ mouseloe r wo r d
There are 13 options in the file menu:

Create new blank show i Creates a new blank show file on the
hard drive and loads this as the current show.

Open a saved show.i Opens an existing show file form the hard
drive into memory as the current show.

Open a server based show file i Opens an existing show file from
a firebird server for multi user access.

Save a copy of this show.T Saves a copy current show to the
hard drive with a new name and then makes the new copy the
current show.

Import from an existing show file i Select parts of another show
file to import and merge into the current show file.

System Properties i a series of options allowing you to configure
hardware, database, default settings, and change your licensing
information.

External Hardware Wings i View the available hardware wings
connected to LightFactory and display any debug information.

External Triggers. - this feature allows you to set up shows that run
without user interaction.

Scheduled Tasks i Virtually all functions within LightFactory can
be scheduled to execute automatically at set times.

User Permission i Use this feature to control access to various
functions by a user name and password.

Language 1 A sub menu will appear when you click on this option.
The submenu will display a list of languages that the software can
operate in.

Open user guide 7 Opens this document.
Registration T Opens the system properties to the registration tab.

About LightFactory i Shows the about screen for copyright
message.
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Attach to task bar i Select this option to dock and undock the
command window from the task bar.

Exit i Close LightFactory.
See the following pages for full details about each of these options.

Create a new blank show

This option will create a new show file and load this as the current
show. The show that was loaded will remain unchanged and all new
programming and patching will be stored in the new file. This option

. ~ N .
can be Iikened to the ANewo option
S
Savein: | £ LightFactory Shows x ©F 2 E-
(E)show_backups
_J @ BLANK SHOW TEST.FDB
Recent @ DEFAULT SHOW.FDB
Future Is Ours. fdb
— [ martin. fdb
lﬁ = nicks sHow.FOB
Deskiop | B peters show.FDB
My Documerts
5
o]
My Computer
=
My Network  Save asbype LightFactory Files (~fdb) "

When selecting this option a standard widows save dialog will
prompt you for the file name to save the new show under. The new
show file wildl be given an extensi

Enter the name for your show file
save to proceed with creating the show.

Openasaved show

Whenyoustartup Li ght Factory,0 whélAdberide
automatically. Any programming or changes made will be applied
and saved t o t h.iOpenifig@asaved show willSrale w o

the selected show file the fACurren
the AOpeno option in a word proces
A standard windows fiopen fileo dia
is selected.
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> Note : L i ght Factory always has the
@showc‘) |l oaded. AlIl changes made t
such as creating a new cue or effect is
automatically saved to the current show.

Open a server based show file

LightFactory can connect to a remote show file to allow multiple
users to manipulate the same show. Opening a remote show file is
very similar to opening a local show file with the additional
requirement of the remote server name.

After selecting this option the dialog below will appear:

Open a server based show file (=3
Server Name 192.168.56.1

Show Name c:\data'shows'show. fdb

Preferred Interface |192. 168.56.1 (255,255,255.0 =

0K Cancel

Figure 23: Open a serverbased show file
Connecting to a remote show is similar to the opening a regular
show file. You must enter the name of the remote system in the
fiserver nameo field. This can be eit
address.

In the show name field enter the full path on the remote system to
the file. Unfortunately Firebird does not provide an ability to browse
for the file name so you must enter the full patch manually.

The fApreferred interfaced option can
interface that should be used for communication between

LightFactory systems. This is highly recommended that you not use

the same network interface as your DMX output (assuming

Ethernet based DMX) as this may affect the DMX performance.
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:"t Note : If you are using LightFactory on the same

host computer as the firebird system you must
still connect in the same way. If you open the
show file using the regul ar
then the server will not be able to open the file
and all remote users will be locked out.

Onceyou haveenteredallof t he settings click
connect to the show. If successful you should see the show file
open normally.

Save a copy of this show
Saving a LightFactory show will make a new show file that contains

all the same data as the current show. There should be no change
to the data you are actively working on in the system.

When selecting this option a standard Widows save dialog will
prompt you for the file name to save the new show under. The new
show file willbegiven an extension of #@A. FDBO.

. o
Note : If you select an existing show , all
information wil/l be overwrit

showo. A warning dialog wiill
about to overwrite an existing show.

Import from an existing show file

Use this option to load elements from another show file and merge
them into the current show. When selecting this option a standard
widows open dialog will prompt you for the file name of the show
file you want to import from.

Once opened LightFactory will read all of the information about the
show and allow you to select what elements you want to import.
You can select to import Channel Groups, Cue Lists, Effects,
Palettes, Macros and Patch information.
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B4 import from existing show

Channel 5150 Dimmers

Groups F ‘i
1505 EVENS ON/OFF

TraliEs 15050DD ON/OFF
150500D5  ONfOFF
Effects 160s DIMMER
1605 EVEN ON/OFF

e 1605 EVENS ON/OFF

wnm

1605 0DDS ONJOFF
Macros
ALL 1605 ON/OFF

ALL 1605 ON/OFF
Patch

Select All Select None

Import Cancel

Figure 24: Show file import

To select the elements of the show you want to import use the
check box on the right of each line. There are 6 tabs on the left that
separate out the different parts of a LightFactory show.

If a name conflict is detected when importing any part of the show
the i mported el ement wipteliousonamed e na me d

Once you have selected the elements you want to import click on
the Al mporto button to proceed.

System Properties

The fisystem propertiesodo window can b
fi Ptions 6 dr o mend.o wn

There are nine tabs of settings that you can configure in this
window:

System Input/Output (DMX).1 provides access to settings
affecting the flow of DMX data and system channels. This is
primarily related to external DMX hardware installed with your
software

System Settings.i provides settings that effect the operation of the
software. This tab also provides access to the Telnet and tracking
backup options.
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Show Defaults i setting in this tab provide default options for cue
lists, channel groups and recording.

Appearance i the appearance tab allows you to change colours
and fonts used throughout the software.

Registration i Options for registering your LightFactory software.
Without a valid registration, LightFactory will not produce any DMX
output.

Visualiser i Configures integration with WYSIWYG, Capture or
Light Converse visualisation tool.

Media 1 Setting that control the global output of media playback
Special Shortcuts 1 Setup special shortcuts to control
miscellaneous functions.

System Input/Output (DMX)

The system input/ouput tab provides access to settings affecting
overall operation of the software. This is primarily related to external
DMX hardware installed with your software.

u LightFactory - System Properties g@
System 7 ¢ i)
e Number of desk channels (500 [ Max DMX Universes [10 [
By Merge DMX input with output |None v| Merge with universe [1 i3
System = . "
Sattings Universe |Device Port |Net Interface | Frame Rate | Information
DMX Input  Enttec Open USB-DMX ]| None | nfa [v]
Show Universe 1 Artisticlicense Arthet | Universe 1 [w| allInterfaces || nja Art-Net Universe 0-0
Defaults Universe 2 ArtisticLicense Artlet  [w] Universe 2 | AllInterfaces [ Art-het Universe 0-1
Universe 3 Artisticlicense Arthiet | Universe 3 [w] All Interfaces s Art-Net Universe 0-2
Appearance | |Universe 4 Pathway - Pathport ]| Universe 1 [+| All Interfaces [+] Port Number 0 (xDMx 0)
Universe 5 Notset vin/a | nis [v]
Universe & Mot set | nja | nfa !
Registraion | |\ orce 7 Notset | nja w| nja )
Universe 8 Motset ] nja | nfa [
Visualicer Universe 9 Mot set v nfa v|njz [v]
Universe 10 Mot set | nja w|nfa !
External
Wings
Media
Settings
Special
Shorteuts
wanw.lifact.com OK Cancel Apply

Figure 25: System Properties: System tab
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Number of desk channel

LightFactory can support over 10,000 desk channels (also referred
to as system channels). Each desk channel can control multiple
DMX channels either by patching several DMX channels to a desk
channel or by patching an intelligent fixture that requires multiple
DMX channels for operation.

The more desk channels you configure the software for the more
CPU and resources will be required. By default the software
configures 500 desk channels as this will run without issue on the
minimum specification for the software. Any PC purchased in the
last couple of years will easily run a lot more than 500 channels.

This number will also define the number of cells in the channel
display window. Some may find it easier to view this window will
only the number of channels they need for a show.

Enter the number of channels you want the software to use and
restart LightFactory for the change to take effect.

Max DMX Universes

By default the software will be setup for 10 DMX universes. A DMX
universe is a block of 512 DMX channels. You can think of a DMX
universe as a physical cable running out from the system.

Although any number of Universes can be configured output will
always be restricted to the limit of your registration. You can
configure as many universes as you want but on the universes
registered will be active. This allows you to program any sized show
you want without the registration being required until output is
needed.

As you change t he Bdihadtyd)MiKXnotitathev er s e 0

number of rows in the grid below will also change. Each row defines
the output for a DMX universe.

Merge DMX input with output

The most common use for DMX input is the ability to add external
physical submasters to the software. In some cases however it may
be desirable to simply merge the
outputs. The output of the merged DMX channels will be defined by
the behaviour set by this combo box.
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Themerge options are fiHighest takes
takes precedencenl(rLpgPt) ot a KidBsarndp de¢ e d
fiDesk Channel Mer gi ngo

Merge with universe

Use this spin edit option to set what LightFactory universe the
software will merge input with. Merging will only occur on the
uni verse if the AMerge DMX input w
somet hing other than fANoneo.

Configuring DMX universes

The grid in this tab of the system properties defines what physical
hardware the software will use to send DMX data on a universe.

The first column of information cannot be edited and identifies the
universe by a number. The first row is different from all of the rest
as it defines the input configuration for the software.

Device

Use t he dr o proddedymtheblavigeGslumn to configure
the input or output hardware used by the software to communicate
with your DMX system.

Supported hardware used to input/output DMX data:
Enttec DMX over Ethernet Protocol (ESP)

ArtNet DMX over Ethernet Protocol

Pathport DMX over Ethernet Protocol

Enttec Open USB DMX Interface (output only)
Enttec USB DMX Pro Interface

Cooper controls USB DMX interface

USBDMX.com interface

JESE DMX-TRI interface

DMX King ultaDMX interface

“. Note : After changing either of the hardware
@ selection you will need  to restart LightFactory for
the changes to take effect.
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Port

Some device options have several output ports available. Each port
is a separate DMX universe. In the case of USB hardware this will
refer to a physical plug on the device. For Ethernet hardware the
number of ports can be as many as the protocol supports.

The drop down box in the port column will only list the available
ports for the selected device. For USB hardware you must have the
device connected for the port to be selected.

When selecting the device the next available port number will be
automatically chosen and populated into the port field.

Network Interface

When using any of the Ethernet based protocols you may need to
configure the network interface that the software will use to
communicate with the DMX system.

By default the system will be set to output to all available network
interfaces however if you want to restrict the output to a specific
device use the Network Interface drop down provided. The network
interfaces are identified by the IP address that it is bound to.

DMX Frame Rate

Some of the USB hardware also provides the ability to set the DMX
frame rate. Use this control to define the frame rate you want to
use. You should not change this from the default (40) fps unless
requested to by our support staff. Changing this frame rate may
stop your DMX output from working correctly.

Information

The fAinformationodo column of the grid
that could be obtained about the port. For USB devices this will

often show the firmware version and device serial number. For

Ethernet options this will usually show the official name used to

identify the port on the network.
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System Settings

The system settings page provides settings that effect the operation
of the software. This tab also provides access to the Telnet and
tracking backup options.

[ |} LightFactary - Systel

System e
Input/Qutput "ON" Level FEH ¥ Show command syntax help
(DMx) ¥ Command line direct 1 digit

Mouse wheel sensitivity 5 ' Select fixtures after setting
gy:tt_em Fine movement sensitivity 1 Disable double dick function
etings Use advanced colour heuristics

Mumber of submaster pages 100 ¥ Virtual dimmer to inhibit colours

Show
Defaults

Multi shortcut & submaster windows

' Submasters must return to the current
Submasters debounce level 1 position after a page change

Number of submasters per page 20

Appearance Grand Master Submaster 0 Invert GM Submaster

Master Fade Timer Submaster 0

Registration Number of Cue List Playbacks per page 15 = Advanced Options
Telnet Interface

¥ Enable Telnet command line interface Telnet Port Number

Echo Telnet characters 3100 =

Visualiser

Media Tracking backup settings
Settings

Frmese bl Master IP Address

Disable output until failure is detected

Special
Shortcuts sunrise / Sunset
Degrees: Minutes:  Seconds: Direction:

LAT 0 0 ={[Morth =
-

wonw lifact.com Cancel

Figure 26: System Properties: Settings tab

On Level

Use this to specify the value fixtures will be set to when clicking on
the o WN ASOLOO buttons.Thiwalsb he char
applies to the ON command in the command window.

Mouse wheel sensitivity

The mouse wheel sensitivity allows you to alter the percentage
increment that will apply for each segment rotation. By default,
rotating the mouse wheel by one increment will change the fixtures
or groups by 5%.
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Fine movement sensitivity

The fine movement sensitivity determines the resolution moved
when the fixture control is set to fine mode.

Number of submaster pages

This setting will allow you to configure the maximum page number
for the onscreen submasters, external submasters connected via
MIDI, DMX or the Playback wing.

Number of submasters per page

The software will allow up to 100 submasters per page. Use this
option to configure the submasters per page count to match the
number of physical handles on the device you are using.

For example if you have a external 24 channel DMX lighting board
connected to DMX input then it is recommended that you set
number of submasters per page to 24. This means that when you
change to the second page in LightFactory channel 1 on you
physical lighting desk will correspond to submaster 25.

Submaster debounce level

The submaster sensitivity option will determine how much the DMX
value of an external or hardware submaster must change before it
is registered by the system. In most cases this option should be left
at 1 as we want the software to register a change every time the
submaster moves.

In some cases the external submaster can be set just between 2
values and the output may jump between these values continuously
(This is known as bouncing). To get around this problem we can
set the submaster debounce to 2 and the system will not update the
submaster unless the value moves by 2 or more.

Grand Master Submaster

To assign a physical submaster to control the grand master set the
submaster number in the box provided. Setting this value to 0 will
disconnect the grand master from a physical submaster.

Note: See the invert GM Submaster Option below.
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Master Fade Time Submaster

To assign a physical submaster to control the overall fade time of
the system set the submaster number in the box provided. Setting
this value to 0 will disconnect the system fade time from a physical
submaster.

Number of Cue List Playbacks per page

There are virtually unlimited cue list playbacks that can be setup in
LightFactory. To manage the display of the playbacks set the
number you want to appear on each page with this setting.

It is recommended that you set this to the maximum number that is
visible without the need for the scroll bar.

Show command syntax help

Default On 1 This option will toggle the balloon popup that provides
context sensitive help about the commands being entered. As you
enter a command in the system the popup will appear telling you
what commands are valid in the context of what has been types so
far.

Command line direct 1 digit

Default on - In most cases when entering commands the channel
values are in multiples of 10 (e.g. 10%, 20%, 50% etc). To save the
typing of an extra digit this mode allows you to enter just the first
number and the additional O will be added automatically.

With this mode on you can still enter values below 10 by putting a O
in front of the number (e,g, 03%, 05%, 08%).

Select fixtures after setting

Default off i When using the command line to set channel values
this option will allow you to perform a selection at the same time.
The channels set will automatically become selected after applying
the value.

Disable double click function

Default off i Double clicking on a channel or fixture will toggle it
between the on value and off. Use this option to disable this
function to prevent accidentally performing this operation.
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Use advanced colour heuristics

Default Off - LightFactory has a unique feature that allows the
software to calculate colour matching for fixture that have more
than the 3 primary colours (RGB, CMY or HSI).

For example if a fixture has red, green, blue, amber, and white
LEDs (RGBAW) traditional colour matching is only able to apply the
first 3. This is because in a perfect system all colours can be
achieved by the combination of red, green and blue. Because LEDs
are not perfect some manufacturers add additional colours to the
fixture to expand the available colours that can be produced. The
software however can traditionally only work in a perfect colour
space when converting from a selected colour to the elements of
that colour.

The advanced colour heuristics system of LightFactory attempts to
overcome this problem by applying an advanced algorithm to
calculate how much of other colours should be applied.

It should be noted that this algorithm is not perfect and is an
approximation of the maximum output for a selected colour.

Because you may need to work with this option frequently you will
find the same check box in the attribute colour picker. You can
change this setting in either location.

Virtual dimmer to inhibit colours

When a fixture does not have a dimmer (RGB LED fixture for
example) LightFactory will create a virtual dimmer to make working
with that fixture easier. The way the virtual dimmer operates can be
changed between a inhibit function and a build operation.

With this option turned off the virtual dimmer will add to each of the
colour values eventually making it white (all colours at full). Each of
the colours will be adjusted proportionally to maintain the colour
hue until one of the colours reaches 100%. Continuing to increase
the virtual dimmer will result in the colour moving towards white.

With the virtual dimmer in inhibit mode the fixture will not output any
colour without the dimmer on. Each of the colours in the fixture will
be scaled by the value of virtual dimmer such that when the dimmer
is at full the set colours will be fully realised.
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Multiple shortcut and submaster windows.

Default Off i With this option off only one shortcut and one
submaster window can be opened at any time. Clicking on the
button once opened will cause the window to be brought to the
foreground and given the current focus.

When this option is turned off click on the buttons will cause another
copy of the window to appear. This can be convenient for running
the submasters or shortcuts on multiple pages if you have the
screen real estate for it.

If this option is turned on the save and restore options will only work
on the first window opened.

Submasters must return to the current position after a page
change

Use this option to avoid unexpected jumps in stage output after
changing the submaster page. Normally if a submaster is moved
after a page change the output will take effect immediately. With
this option on the affect of the submaster will not be applied until
the physical slider is returned to the current value of the submaster.

Invert GM Submaster

Checking this option will invert the operation of the submaster
assigned to the grand master. Setting the submaster to 0 will result
in the grand master being set to 100%. The flash button can now be
used as a DBO function.

Enable Telnet command line interface

To access the command interface remotely from any computer on
the network enable the telnet interface. Once checked you can
connect to LightFactory through port number 3100.

If you do not see the characters you type in your telnet client enable
t h EchdiTelnet characters0 opt i on. Use the ATel
to set the IP port number that the software will bind to.

Tracking backup options

Atracking backup is a second copy of the software running on a
separate computer. This backup copy of the software mimics the
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master system so that in the event of something going wrong with
the master the backup can take over.

The tracking backup options should only be turned on for the

secondary system. The only option needed on the master system is
the Telnet interface must be turned on.

Check the option ARun as a
as the backup.

tracking

Set the Master IP address to identify the master system. The IP
address of the master can be found on the command window when
the software starts.

It is also recommended that you disable the output until a failure
is detected. This option will temporarily stop DMX output until the
operator tells the software start outputting DMX or the auto failure
detection is activated.

Restart the software and you will see a dialog identifying that the
system is running as a backup.

H Tracking Backup Enabled E]@

This system is running as & tracking backup and all DMX output is currently
disabled. Use the options below to take over control of the DMX output.
WARNMING! If the other system is still outputting DMX you may get a dash
of values by enabling this system.

Start DM output

Start DM output and un the nest cue

Poll the remote system every |13 (21| Seconds

and automatically take contral if there is no responce | 1 | times

Figure 27: Tracking backup

In the event of a failure by the master system click on either of the
|l arge buttons fAStart DMX outputo

t wo
t he

N

next cueo.

Below these buttons are options to automatically poll the remote
system. Set how often the poll message should be sent using the
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spin edit directly below the buttons and set the number of failures
that should be detected before taking over.

Sunrise / Sunset

When using the built in scheduling feature of LightFactory you can
create schedule items that will operate on sunrise and/or sunset.
The software will automatically calculate the time of the day for
these events based on your location.

In order for this feature to work you must set the latitude and
longitude information. To make this easier you can select your
closest city from the drop down combo provided and latitude and
longitude information will be populated automatically.

You are still able to adjust these numbers if you know more
precisely your global position. A GPS may be used to set these
numbers.

Advanced O ptions
Click on the advanced options button to open an additional screen

of system settings.
Advanced System Setting
Number of automatic backups 30 5
Backup folder Z:\Martin\ShowBackups @

Joystick Sensitvity FEH =
Joystick Threshold 255 15
Log incoming telnet data
Show ‘first time software is run’ dialog
¥ Remember cue update history
Dont promt to dose software
¥ Dont show startup failure warning
¥ Dont Apply Submasters For Merged Channels
V' Chedk for software updates
Use V1 function key order

Make show file smaller 0K Cancel

Figure 28: Advanced System Settings

Number of automatic backup

When LightFactory is shut down the software will automatically
create a backup of your current show file. Each backup file created
will have the date and time encoded into the name of the file. Use
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this option to determine how many of these backups should be kept
before automatically deleting the oldest one.

Backup Folder
By default LightFactory will store the backups in a sub folder of the

AiLight Factory Showso directory.

location. This can be useful for automatically storing the backup on
a remote system.

Remember cue update history

The cue update history is a powerful system to enable you to
retrieve a cue state from any previous record operation. At any time
you can revert to a previous cue state. To do this the software will
store the cue state into an update history table. This feature can
cause the show file to grow in size much faster than normal. If you
do not want to keep this historical information (to save space) turn
this option off.

Use V1 function key order

Default Off - Version 2 of LightFactory uses a different function key
layout to the previous version. If you are familiar with the old
function key layout you can switch back to it with this option.

Check for software updates

Default on i With this option on LightFactory will attempt to connect
online and check if a new version is available. When a new version
is released a popup will notify you soon after startup.

Make show file smaller

This option will perform a database pack on your show file. Packing
the database removes dead space from deleted allocations and
makes the allocations for tables, blobs and indexes contiguous in
the database. So it compacts and defragments within the database
file. The result of this operation is often a significantly smaller file.

When you click on this option you will see a new window appear
(external to LightFactory) that will perform this operation. The show
file you are working on will be closed while the database pack is
running.

This option can also be used if you suspect that the show file has
become corrupted.
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This operation will export all of the data in your show file and re-
import it into a new clean file.

Show Defaults

Use the show defaults settings to provide default options for cue
lists, channel groups and recording. The settings on this page are
stored with the show file and can change when you load a show or
create a new show.

To make the current setting the default for future shows click on the

iSet as default settingsodé button a
show created will have these settings automatically.

Figure 29: System Properties, Show Defaults

Cue List Defaults

The cue list defaults will apply every time a new cue is created (By
default, these settings are all set to zero seconds). Set a cue
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