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0 New and Changed for V2.22 

V2.2 2.0  

 

New ï Administrator flag added to User Permissions. 

New ï Special ñRelayò type assignable to channels in the Patch and new options added to System Settings. 

New ï Fixture defaults can be set using the patch ñCommand Line Methodò 

New ï ñTouch Selected Channelsò added to Channel Display ñOnò Menu. 

New ï ñExclude Zerosò switch added to ñRecord Groupò. 

New ï Right-Click options added to ñPageò buttons in palette, submaster and short cuts windows to edit label 
and color.  

New ï Added <Left Alt> key for Cue Back to ñKeyboard Playback Optionsò. 

New ï Macro variables can have a ñRandomò attribute. 

New ï ñMacroò column added to Cue List grid. 

New ï The ñCue List IDò can be set and changed. 

Changed ï Improvements to Magic Sheets. 

Changed ï Improvements to Cue Playbacks display. 

Changed ï Improvements to Submasters display. 
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1 Overview  

ñDarkness cannot drive out darkness; only light can do thatò  Martin Luther King, Jr. 

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 have 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 
set up a new venue quickly 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 museums to stage shows, LightFactory does it all. Control 
over 76,800 DMX addresses with up to 30,000 channels, depending on license level which can be purchased in 
blocks of 512 addresses (i.e. by DMX universe).  

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. 

How to use this guide  

The LightFactory user guide is divided into several main chapters to help navigate through this document.  

The Concepts section outlines various ideas assumed within the user guide. It covers lighting concepts, the 
machine user interface and the ideas used in LightFactory. 

The Quick Start guide is a section dedicated to covering the basics of using the system. It will walk you through 
controlling lights and building a basic show. 

The largest part of this guide is the Reference section. This section details each of the windows in LightFactory 
and covers all of the functions and options available. 

 

Note: Important notes and tips will be shown like this with the LightFactory logo on the left. The 
notes often contain important information about the current topic. 

Contact Infor mation  

Web Site: www.lifact.com 
Email: support@lifact.com 
Phone: +64 21 778 592 (New Zealand) 
Postal Address: PO Box 301 310 
  Albany, Auckland 0752 
  New Zealand 

 

http://www.lifact.com/
mailto:support@lifact.com
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2 Concepts  

 ñI am a showman in the traditional sense, but modern, too. I like to use sets and lighting 
to create magic.ò Andre Rieu 

This section covers some lighting basics as well as introducing you to LightFactoryôs main concepts and 
computer terminology required to use the software. 

Lighting Concepts  

DMX System  

DMX (Digital MultipleX) is a multi-drop serial communication protocol and the standard by which lighting 
control systems interface with lighting equipment. 
 
A DMX controller transmits packets of 512 8-bit values at a rate of up to 44 per second over a balanced 
cable.  This is known as a DMX universe.  An 8-bit value has the range of 0 to 255 decimal.  Since the 
values are sent sequentially, each one can be referenced by its position (address) in the packet. 
 
Initially DMX was generated by a physical control desk and controlled banks of dimmer circuits, which in 
turn were connected to conventional lighting instruments (luminaires).  The value (level, often expressed 
as 0-100%) addressed to each dimmer circuit controlled the brightness (intensity) of the luminaire 
connected to it. 
 
Over time, more sophisticated (so called ñintelligentò) lighting equipment was developed as well as 
computer-based controllers and DMX values were used to set attributes such as color, aperture, position, 
etc. in addition to dimmer levels. 
 

RDM  

RDM (Remote Device Management) 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 it 
does not disturb the normal operation of standard DMX devices that do not recognize the RDM protocol.  
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The figure below illustrates an example of how a lighting system consisting of conventional dimmers and 
intelligent fixtures controlled by a PC-based console might be configured. 
 

 
DMX Connection Example 

Patching  

Most lighting control systems (including LightFactory) allow the assignment (called patching) of DMX 
addresses to logical controls, usually called channels and/or fixtures.  Once patched, the operator uses 
these controls to set the attributes of the dimmer(s) or fixtures(s) assigned to them. 
 
Typically, a control can have multiple DMX addresses assigned to it.  However, the converse is not 
allowed usually (i.e. a given DMX address can be assigned to one control only). 
 
The figure below shows an example of a simple patch map. 
 

 
Patching Example 
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Fixture Profiles  

Intelligent fixtures can have many functions and can require a block of many DMX addresses to control 
them.  Most lighting control systems (including LightFactory) have available a library of fixture profiles that 
map functions to (relative) DMX addresses.  Once a profile is patched, the operator can manipulate the 
fixture using labeled controls. 
 
As an example, the Martin MAC 500 fixture patched in the figure above has functions for shutter, dimmer, 
color wheels, gobo wheels, focus, iris, pan, tilt, etc. and requires a block of 12 DMX addresses. 
 

LightFactory Concepts  

User Interface  

LightFactory (LF, for short) is a software-based lighting control system that runs on a PC under Microsoft 
WindowsÊ. All features of the software are controllable through a graphical user interface (GUI) by either 
a keyboard/mouse or a touch screen. 
 
In addition to graphical buttons, sliders and menus, LF has a text command interface useable through the 
PCôs local keyboard or by remote applications over a network that run on AppleÊ or android devices. 
 
Also, there are available hardware interfaces (often called ñwingsò) that can be added to the system.  
These interfaces provide programmable keys, sliders and encoders to facilitate the control of LF and the 
lighting fixtures used. 
 

DMX Interfaces  

In order to use a computer-based lighting controller such as LF, an interface capable of generating the 
DMX signal that can be connected to or communicate with the PC is required.  LF supports several 
interfaces that connect via USB or are network devices.  The LightFactory website lists supported 
hardware. 
 
Depending on license level, LF can communicate with multiple devices simultaneously, i.e. can control 
several DMX universes. 
 

Database  

The top-level storage entity for LF is called a show file (.NEO extension) and is in the form of a relational 
database.  The database engine (Firebird Open Source Database) has built-in automatic backup and 
restore features to safeguard against data loss.  When LF is started, the latest prior show file is loaded 
and the state of all controls is restored.  Any changes made to a show file are saved automatically when 
the program is exited. 
 
A show file can contain any or all the following: 
 

¶ Patch Map ï As described above, the patch map contains the assignment of dimmers and 

fixtures to LF controls. 

¶ Cue List(s) ï A cue list contains one or more cues, which are triggerable events affecting the 

state of the channels associated with the show.  An LF show can have multiple cue lists and they 

can be executed simultaneously, each with its own playback controls. 

¶ Submaster(s) ï A submaster is a slider (physical or virtual) that allows the level(s) of the 

control(s) assigned to it to be adjusted. 

¶ Shortcut(s) ï A shortcut is a physical or virtual button that can be assigned to perform an action 

when activated. 

http://www.lifact.com/page.php?mPath=2_13&x=222&y=Hardware
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¶ Channel Group(s) ï A channel group records the state of one or more controls for recall later.  A 

channel group can be assigned to a submaster to control the level, assigned to a shortcut to 

select or apply the group and be included in cues. These are also called ñSpecific Palettesò. 

¶ Palette(s) ï A palette is similar to a channel group but generally is not channel specific, therefore 

is called a ñGeneric Paletteò.  A palette can record often used values for fixtures, such as color, 

focus, zoom, etc. for recall later.  A palette can be assigned to a shortcut and be included in cues. 

¶ Effect(s) ï An effect is a time-based routine that operates on controls to change their state in a 

series of steps.  Typical effects are called chases, loops, color changes, etc.  LF has a large 

selection of effect types and aids (wizards) for programming various sequences. 

¶ Macro(s) ï A macro can record a sequence of commands that may be used frequently and then 

recalled to execute the sequence.  Macros may be assigned to shortcuts and/or included in cues. 

Trac king  

As advancements in lighting control systems progressed, two philosophies in the methods used to store 
and run cues emerged, called Preset and Tracking.  In simple terms, a Preset system stores the state of 
every control in every cue, whereas a Tracking system stores only those controls that have changed from 
cue to cue while the unchanged controls ñtrackò through. 
 
With the introduction of intelligent fixtures, it became important to distinguish between DMX values used 
to control the intensity of a dimmer or fixture and those that control other attributes such as pan and tilt, 
called non-intensity parameters.  Intensity parameters usually are applied over time (i.e. faded from one 
level to another) while non-intensity parameters typically are ñsnappedò from one level to another. 
 
LF can be set to operate in tracking or non-tracking (preset) mode, but this applies only to intensity 
values.  Non-intensity values are always recorded and played back in tracking mode (with some user-
selectable exceptions).  Thus, the non-tracking (preset) mode is called ñHybrid Tracking Modeò, while the 
other is called ñFull Tracking Modeò.  The mode is set and stored per show so a show will run as 
programmed when loaded and executed. 
 

Blocking  

With tracking there is sometimes a need to indicate that you donôt want particular values to track through 
successive cues.  This is called blocking and LF provides cue level blocking and more detailed blocking on 
individual fixtures or attributes. 

Marking  

With intelligent fixtures, especially those that have movement (pan & tilt), color and gobo wheel control, there is 
a need to tell them when to make changes so you donôt see the results on stage (lights moving, colors 
changing, etc.). LF provides a method, called marking, to tell a fixture to move only when its intensity is at zero. 

MIDI  

Musical Instrument Digital Interface, an industry-standard interface used on electronic musical keyboards and 
PCs for computer control of musical instruments and devices. LF has extensive facilities to receive MIDI 
messages that can be used to run cues, fire shortcuts, operate submasters and synchronize events via 
timecodes, etc.  LF can also send MIDI messages and timecodes to other systems to synchronize events. 

Telnet  & UDP  

Telnet is a network protocol that provides bidirectional text-oriented communication between applications.  
Remote applications can send text commands to LF and receive status information from LF.  The most useful 
application of this protocol is for remote control via hand-held devices such as Apple iPhones and iPads or 
Android devices. 

UDP is similar to telnet but is unidirectional and connectionless with no error checking. 
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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 can be 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 and releasing the mouse button.  

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

Right -click pop -up Menus  

Right-click menus are hidden menus, accessible by clicking the right 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 according to a userôs preference. LightFactory will remember the arrangement and will restore 
it the next time the software is started. 

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 be ñdockedò onto other 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. 
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3 Quick Start Guide  

ñWe occasionally stumble over the truth but most of us pick ourselves up and hurry off as 

if nothing had happened.ò  Winston Churchill 

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

Á Creating a show file 
Á Using the channel window 
Á Patching a moving light 
Á Controlling a moving light 
Á Creating a basic cue list 
Á Running the show 

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 output DMX for 30 minutes only. 

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

Note: Since V2.19, LF defaults to a dark styling mode (light text on dark background) which can 
be changed back to the óclassicô mode of dark text on light background.  The óclassicô mode will 
be set for the screen captures in this manual for better readability. 

 

In this example, the software is setup to output one universe to an ENTTEC USB-DMX Pro device. If you are 
using different DMX hardware with the system see ñChapter 5 ï System Propertiesò for information on 
configuring other devices. 

Chapter  
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Note: If this is the first time the software is started, the following screens will appear. For this 
example, click on the ñAdvanced Modeò button. 
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Creating a show file  

In the ñCommand Interfaceò window, click on the ñOptionsò button and select ñNew showò from the menu that 
appears.  If thereôs a show already loaded into LFôs memory, a dialog will appear: 

 

For this tutorial, click on the ñNoò button to start creating the demo show. By default, a new show will use ñFull 
Trackingò when storing and playing back cues.  However, for this tutorial, we will use ñHybrid Trackingò as 
described in Chapter 2 Concepts. To change the default mode, click on the ñOptionsò button in the ñCommand 
Interfaceò window and select ñSystem Propertiesò from the menu and on the screen that appears, click on the 
ñShow Defaultsò tab and set ñHybrid Modeò as shown below: 
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A warning message will appear as shown below: 

 

Click on the ñOKò to dismiss this message and then the ñOKò button on the ñSystem Propertiesò window to 
apply the change and dismiss the window. 

Using the Channel Wind ow  

To get started with the tutorial, click on the button labelled ñChannel Displayò located at the bottom left of the 
ñCommand Interfaceò window or press the F2 key on your keyboard. 

 

Partial View of Channel Display 

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 
various functions of the software. 

Note: The channel display can be shown in a variety of formats.  The default format is called 
ñClassicò which works well with the dark styling mode on screen. However, for better readability 
in this manual, the mode has been changed by clicking on the ñViewò button and selecting 
ñExpanded (Verbose)ò. 

 

S T E P  1  

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 view menu. For the figure above, the column count was set to 8. 
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S T E P  2  

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

S T E P  3  

Select Channel: 1 by left clicking on it with your mouse. You will notice that the cell background changes color 
to a pale blue. This indicates that the channel is ñselectedò. 

S T E P  4  

Now click on Channel: 3 and notice its color changes to ñselectedò and Channel: 1 becomes ñunselectedò. This 
is the default behavior. To select muliple channels, hold down the <CTRL> key on the keyboard while clicking 
on the desired channels.  

Reselect Channel: 1 now by clicking on it while holding down the <CTRL> key. 

S T E P  5  

On your 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 press <ENTER> the selected channels will now have a value of 30%. 

Hint: Move the command and channel display windows in order to see the command line. 

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

S T E P  6  

Un-select Channel: 1 by clicking on its cell with the left mouse button while holding down the <CTRL> key. 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 above 0. 

S T E P  7  

With Channel: 3 still selected, move the scroll wheel on your mouse forward one click and you should see the 
value increase. The mouse scroll wheel is a convenient way to control the intensity of selected channels when 
the exact value you want is unknown 

Note: If you do not have a scroll wheel on your mouse, use the GUI scroll wheel in the upper 
right corner of the Channel Display.  The wheel is moved by holding down the left mouse button 
over the graphic and moving the mouse up or down. 

Channels can also be selected in large numbers by holding the left mouse button down, dragging it over the 
channels you want and releasing the button.  For example: 

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 5, 6 and 7 all selected. 
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3.  Move the scroll wheel forward and back and notice that all of the selected channels increase or 
decrease with every movement. 

 

Note: Before proceeding to the next section, click on the ñReleaseò button twice in the Channel 
Display to reset the channels back to inactive.  
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Patching a Moving Light  

To use the channel window for controlling a moving or intelligent light you first need to tell the software where 
and how the fixture is patched, i.e. what channel will be used to control the fixture and what DMX addresses are 
assigned. 

In this example you will patch a Martin MAC 250 Entour that is running in extended mode (Mode 2) with its 
starting address set to 26. 

S T E P  1  

Open the patching window by clicking on the ñPatchò button at the bottom of the command interface or press 
the F7 key on your keyboard. 

 

Patch window showing MAC 250 Entour patched to Fixture 6 

S T E P  2  

Below the label ñFixturesò near the bottom right of the window you will see a list of manufacturers of lighting 
fixtures and devices. 

Scroll through the list and expand the ñMartinò brand by clicking on the small arrow to the left of the name. You 
should then see the complete list of the Martin fixtures contained in the fixture library. 

S T E P  3  

Scroll to and click on the model ñMAC 250 Entour (Mode 2)ò. Notice that the picture on the right-hand side has 
changed to show your selection. 
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S T E P  4  

Move the mouse over the ñDMX Outputsò section of the window and notice that as you move the mouse the 18 
addresses trailing your mouse are highlighted. This shows that the fixture you have selected uses 18 addresses 
to control it and that you should consider these reserved for this light. 

S T E P  5  

Move the mouse over address 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 Fixture 6. 

In the dimmer patching window, you will now see that the details column of Fixture 6 displays ñMAC 250 Entour 
(Mode 2) @ 1.26ò. This shows us that a MAC 250 is patched with the starting address of 26 in Universe 1.  

Note: You will notice that address 6 is now ñUnpatchedò. This is because Fixture 6 where it used 
to be patched has been superseded with the Mac 250. Also Fixtures 26 through 43 are now 
blank and do not contain any patch information (Scroll the left side of the patch window to see 
these). This is because the addresses that were patched to these fixtures are now in use by the 
Mac 250 that you just patched. LightFactory will allow you to overlap patch information but by 
default it will assume this is undesirable and will un-patch for you automatically. 

S T E P  6  

Click on the ñOptionsò menu and select ñSave patch & close windowò from the popup menu that appears. 
Alternatively you 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 saved automatically. 

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

Note: You can patch multiple fixtures of the same type all at once by changing the quantity (Qty) 
number in the available fixtures section of the patch window. 
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Controlling a Moving Light  

Note: This section assumes that you know how to open the channel window and have already 
done the patching exercise above. 

Before proceeding to the next section, click on the ñReleaseò button twice in the Channel Display 
to reset the channels back to inactive. 

Have a close look at channel six and notice that the content of the cell has changed. It is now labeled ñFixture: 
6ò and below the label is the name of the fixture followed by its attributes. 

S T E P  2  

Click on Fixture: 6 and as well as highlighting the cell, the ñFixture Controlò window will appear in the sidebar 
on the right side of the window. 

  

Channel Display window showing fixture control 

The ñFixture Controlò window can now be used to modify the attributes of the moving light. The attributes are 
grouped by function accessible via the tabs along the top of the window.  The tabs presented will vary per 
instrument type and are controlled by the fixture definition file associated with it. 

On the ñPositionò tab you will see a picture of the fixture you 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. If the fixture is physically attached to the system the changes will immediately 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 a 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 color from the color picker and the 
fixture only has a color wheel (rather than color mixing capabilities), the software will find the closest match to 
the color chosen. 

http://www.lightfactory.net/
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S T E P  4  

Control of the dimmer of intelligent fixtures can be done in the Fixture Control window using the ñPrimary 
Dimmerò control or from the Channel Display window using the mouse scroll wheel or entering the value on the 
command line. 

 

Creating a Basic Cue Lis t  

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. 

Notes: This guide assumes HYBRID tracking mode was selected as described in ñCreating a 
show fileò above. 

LightFactory allows you to create multiple cue lists and play back multiple cue lists at the same 
time. This example will focus on a single cue list. 

Also, this example does not cover the use of the effects engine, but only basic cues. 

In the show you are going to create you 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. The show also uses the moving light that was 
patched into Fixture: 6 and places it at a specific position for each scene. 

Cue Channel Value 

1 2 80% 

 3 80% 

 6 
100%, 128 p̄an, 

27 t̄ilt 

2 1 20% 

 6 30%, 128 p̄an, -46 t̄ilt 

 7 20% 

 11 20% 

3 8 100% 

 9 80% 

 

Before you create these simple cues in LightFactory, open the channel display and set all of the fixtures back to 
zero so that no channel is active. Do this by clicking twice on the button ñReleaseò at the top right of this 
window. The channel display will now look as it did when you first started with all the channels having a gray 
background (not selected or active). 

You are now ready to start programming the show. 

Creating Cue 1  

S T E P  1  

Click on channels 2 and 3 to select them and then enter @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). 
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S T E P  2  

Double click on Fixture: 6 to bring it up to 100%. Because this is an intelligent fixture, the ñFixture Controlò 
window will appear automatically. Set the pan and tilt to the desired location using the control described above 
in ñControlling a Moving Lightò. 

Hint: Use the mouse to drag the position pointer to approximately the desired pan and tilt values 
and adjust with the PAN and TILT spin boxes to the right of the picture. 

S T E P  3  

Once you have set the desired scene, click on the ñRecord Cueò button.  

 

S T E P  4  

The ñRecord Cueò dialog box will be displayed. LightFactory will automatically pick the active cue list (for this 
example, this will be the only cue list) and set the cue number to the next available cue. Click the ñOKò button to 
record this cue. The cue has now been recorded with the active channels in their current state. 

Creating Cue 2  

S T E P  1  

Select channels 2 and 3 and set their value back to zero. 

S T E P  2  

Now select channels 1, 7 and 11 and set their values to 20%. (Hold down <CTRL> key while selecting.) 

S T E P  3  

Click on Fixture: 6. Bring its intensity back to 30% by either entering @30 on your keyboard or using the scroll 
wheel. 
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S T E P  4  

In the ñFixture Controlò window set the new position for cue 2. 

S T E P  5  

Now that the second scene is set, click on the ñRecord Cueò button again. Alternatively you can use the 
keyboard shortcut <CTRL>+C to perform the same operation. 

S T E P  6  

In the resulting ñRecord Cueò dialog, cue 2 should already be set in the ñCue Numberò edit box. If this is not the 
case, enter the number 2 and click the ñOKò button. 

Creating Cue 3  

S T E P  1  

Click on the arrow next to the ñReleaseò button and select ñRelease all controlò to reset all channels to dimmer 
levels of 0. 

S T E P  2  

Double click on Channel: 8 to bring it up to 100%. 

S T E P  3  

Select Channel: 9. Set its value to 80%. 

S T E P  4  

Now that the third scene is set, click on the ñRecord Cueò button or press <CTRL>c. 

S T E P  5  

In the resulting ñRecord Cueò dialog, cue 3 should already be set in the ñCue Numberò edit box. If this is not the 
case, enter the number 3 and press the ñOKò button. 
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The Cue List Editor  

To view and modify the newly created cue list, open the ñCue Listò editor by clicking the button on the 
Command Interface or by pressing F4 on your keyboard. 

 

Cue List Editor Window 

This window will show the three cues you just created, and you will see in the ñChannelsò field the fixtures used 
in each cue. 

Setting the transition between cues  

In this example, you will apply the following transitions between each cue. 

4.  Cue 1 will fade up slowly over 5 seconds. 

5.  Cue 1 will fade down in 2 seconds when Cue 2 is triggered. 

6.  Cue 2 will delay for 2 seconds, then fade up quickly (1 second). 

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

 

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

S T E P  1  

In the row for Cue 1, enter the number 5 into the field labelled ñCue Timeò and press <ENTER>. Notice that the 
ñDown Timeò for Cue 1 automatically follows, but can be overridden if desired. 

Note: You can also navigate through the time fields in the cue list by use of the arrow keys. The 
<ENTER> key must be used on the last field for the value entered in that field to take effect. 
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S T E P  2  

To prevent a cross fade between Cues 1 & 2, you 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 
in the field labelled ñCue Delayò, enter a 1 into the field ñCue Timeò and enter a 2 into the field ñDown Timeò. 

S T E P  3  

For Cue 3, the default ñCue Timeò and ñDown Timeò of 3 seconds are already set.  The time and delay fields 
should now appear as shown below. 

 

S T E P  4  

This completes the modifications to the cue list and the editor window can be closed. 

Saving the  Show  

In the ñCommand Interfaceò window, click the ñOptionsò button and select ñSave Aséò from the menu. The 
ñSave show fileò dialog window will be displayed: 

 

Enter a name (in this case ñQuick Startò) in the ñFile name:ò box and click the ñSaveò button.  
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Running the show  

You are now ready to run the 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 rig. However, in the absence of 
real lights, you can see the effect of running the cues in the Channel Display window. 

 Note: While you can run cues directly from the ñCue Listò editor window, they can be run also 
using the playback controls located in the sidebar of the ñChannel Displayò window as shown 
below. 

 

Click the ñGoò button and Cue 0 (the Starting Cue) should run.  In this example, this cue is 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. Click the ñGoò button again and notice how channels 2, 3, and 6 slowly fade from zero to their set values 
over a period of 5 seconds. Once this cue has finished, (green progress bars for the currently executing cue and 
the outgoing cue will show the status) click the ñGoò button again to go from Cue 1 to Cue 2. This time Cue 1 will 
fade out, and then Cue 2 will quickly fade in. The current cue will always be highlighted in gold. 

Clicking the ñStop/Backò button while a cue fade is in progress will halt the execution which can then be 
resumed by clicking òGoò again.  If you click ñStop/Backò a second time, the previous cue will be executed. 

The ñResetò button will release all control and set Cue 0 as the cue to be executed the next time the ñGoò button 
is pressed. 
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4 Options  

Options menu  

The options menu is at the bottom left of the Command Interface, accessible by clicking on the word ñOptionsò 
with your mouse. The options that appear are: 

 

Chapter  

4 4 
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New Show ï Creates a new blank show in the active database and loads this as the current show. A prompt to 
save the previous current show is provided if changed and not previously saved. Depending on the state of an 
option in System Settings, the new show can be patched one-to-one or with nothing patched. If any templates 
have been saved previously, they will be listed in the dialog and be loaded rather than creating a blank show. 

Note: You can create a new show directly when starting LightFactory by holding down the left 
<CTRL> button before clicking on the application icon. 

Open File ï Opens an existing show file from several formats and loads it into the active database (ñACTIVE 
SHOW.FDBò) as the current show. A prompt to save the previous current show is provided if changed and not 
previously saved. Show files from earlier versions of LightFactory (with .FDB extensions) will be converted to the 
new .NEO format.  Show files may be loaded from any online source such as USB memory sticks or network 
drives. Below is an example of the Open dialog: 

 

In addition to the standard .NEO format, other forms of saved shows may be loaded by choosing the 
appropriate tab on the left side of the dialog window. 

New Show ï This tab allows you to create a new blank show or load a template (see óSave Fileéô 
below). A blank show may be created with nothing patched or with a one-to-one patch depending on 
the state of the option ñStart new shows with nothing patchedò found under the Intermediate tab of 
System Settings. 

Open Show ï This tab is selected by default when ñOpen Fileò is chosen from the Options menu. A list 
of available show files from the selected source is shown. Click on the desired file to select it, then click 
on the ñOpenò button to load it. Normally, only the latest version of each show file is shown. However, if 
you wish to load a saved prior version of a show file, set the switch at the bottom to ñRevision Files 
Showingò to see the files with ñ_REVnò listed (See ñSaveò option below for more information on revision 
files). 
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Open Packed Show ï Packed shows have the extension .RPS. After selecting and opening a packed 
show file, the following dialog appears: 

 

This dialog allows you to choose what features contained in the packed file will be loaded.  The default 
state of the options is shown. 

Import Show ï Use this option to load elements from another show file and merge them into the 
current show. 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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To select the elements of the show you want to import, use the check boxes 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 imported element will be 
renamed as ñCopy of <previous name>ò. 

Once you have selected the elements you want to import, click on the ñImportò button to proceed. 

Import ASCII ï The United States Institute for Theatre Technology (USITT) developed a 
specification titled ñASCII Text Representation for Lighting Console Dataò which outlines a format for 
transferring the information contained in a show file from one lighting console to another.  The 
specification defines standard keywords and record types, but allows for considerable flexibility in 
defining manufacturer-specific features. 

This option in LightFactory is geared primarily around importing show files from Electronic Theater 
Controls (ETC) consoles, although files from other suppliers may work also.  The files may have 
several file types, such as .ALQ, .ASC, .CSV, .TXT, etc. 

When the file to be imported is selected, the following warning dialog is displayed: 

 

Answer ñNoò if you wish to save the current show before proceeding with the import. 

Restore Backup ï Backups are in the form of compressed zip files stored in a folder called ñshow 
backupsò (or other user-designated folder). The number of backup files kept is a settable option, the 
default being 10.   

The naming convention for backup files is ñ{show name}_{date}_{time}.zipò. 

Example: ACTIVE SHOW_2015-03-12_13-46-31.zip. 

Revision Files switch ï Default: Hidden. See description of the ñSaveò option below. If set to 
Showing, the files ending ñ_REVnò will be listed. 

Save ï If any changes have been made to the current show since it was loaded, the name shown in the 
Channel Display will have an ò*ò at the end and this option will be armed. When chosen, an archive copy of the 
original show file is created with ñ_REVnò appended to the show name, where ñnò is a digit starting at 1 and 
incremented for each save operation.  This allows the user to load previous versions of the show file if desired. 
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Save Fileé ï Opens a dialog window with options to save the current show in several formats as described 
below. 

 

Save Show - This tab is selected by default when ñSave Fileéò is chosen from the Options menu. 
Enter the name of the file you wish to save in the edit box and if you click on the ñSaveò button, saves 
the current show with the new name, closes the current show and the newly named show becomes the 
current show loaded into the active database. 

Note: If you select an existing show file, all information will be overwritten by the 
ñCurrent Showò. A warning dialog will inform you if you are about to overwrite an 
existing show. 

If you click on the ñSave Copyò button, saves a copy of the current show with the new name but keeps 
the current show in the active database. 

Save Packed Show ï This tab is used to create a file with an .nps extension that contains the show 
file, system settings and all related media files.  The packed file may be used to clone the exact setup 
from one PC running LightFactory to another. 

Save Template ï If you have standard show elements, such as patch, groups, cues, effects, palettes, 
macros, etc. that you use in every show, you may wish to save them as a template which can be then 
loaded as the starting point for a new show. Use this tab which will create a template file with the 
extension .ntf in a separate directory (é\Documents\LightFactory Templates). To retrieve a template, 
use the ñNew Showò tab of the ñOpen Fileò dialog. 

Connect to remote - LightFactory can connect to a remote database server to allow multiple users to 
manipulate the same show. Details of how to set up the database server and connect to it with LightFactory is 
available in the document titled ñLightFactory V2 Multi User Setup Guideò which is supplied with the 
installation kit. 

Backup Now ï LightFactory automatically creates a backup file of the current show periodically and every time 
it exits.  However, there may be a situation where you want to create a specific backup to capture the current 
state of a show under development.  Use this option to create a backup without exiting the software. 
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System Properties ï a series of options allowing you to configure hardware, database, default settings, and 
licensing information.  The details are covered in Chapter 5 ï System Properties. 

External Triggers ï LightFactory can accept control messages produced by other systems through a variety of 
hardware interfaces. See section External Triggers for details. 

Hardware Interfaces - External wings are dedicated hardware designed to provide hands-on control of 
LightFactory. They include playback, shortcut, and program devices.  See the document ñInstalling 
LightFactoryò for instructions on installing and configuring wings. 

Scheduled Tasks ï Virtually all functions within LightFactory can be scheduled to execute automatically at set 
times. See section Scheduled Tasks for details. 

User Permissions ï Use this feature to control access to various functions by a user name and password. 
Details in section User Permissions. 

Attach to task bar ï Expands the Command Window to the width of the display removing the normal title bar. 
This option button then changes to ñDetach from task barò to restore the normal window. 

Manuals & Documentation ï Shows a list of documentation items available to be opened. This User Guide is 
one of the selections. 

About LightFactory ï Shows the about screen for copyright message, version and registration details. 

Lock ï The LightFactory command interface can be locked so it cannot accept any input until unlocked. 

Restart ï Close the current instance of the program and start a new instance. 

Shutdown ï Close LightFactory. 

Note: If the option ñShutdown System on Exitò is set in ñSystem Settingsò, the PC will shut down 
after LightFactory exits. Also, if the option ñPrompt to Close Softwareò is set, a confirmation dialog 
will be displayed before LightFactory exits. 

 
 

  



 

29  

 

External Triggers  

LightFactory provides the ability to connect external triggering devices and programs to control the running of 
shows and other features. When this option is selected, the following window is displayed: 

 

On the left side are tabs that switch the right side to the setup details for the chosen trigger method.  The 
following sections give details about each method. 
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MIDI Control  

The Musical Instrument Digital Interface (MIDI) is a standard that describes a protocol, digital interface and 
connectors which allows a wide variety of electronic instruments, computers and other devices to connect and 
communicate with one another.  A single MIDI link can carry up to 16 channels of information, each of which 
can be routed to a separate device.  In addition to physical connections there are utilities available that create 
virtual MIDI ports enabling two or more programs to communicate with one another on the same or networked 
computers.  In the examples below, the virtual MIDI device used is loopBe. 

The MIDI specification defines several message types.  LightFactory can receive and respond to Note ON/OFF, 
Control Change, Show Control and Timecode messages.  The details of each type are given below. 

Note ON/OFF messages contain a note number and a ñvelocityò value, both in the range of 0-127 decimal.  
LightFactory maps the note number to an action to be performed such as triggering a shortcut or sending a GO 
command.  The velocity value can be used to set the level of a submaster control, where a value of 127 
represents a submaster at full level. 

Similarly, Control Change messages contain a control number and a value, both in the range of 0-127 decimal.  
These are referred to below as ñValue 1òand ñValue 2ò.  Value 1 can be mapped to submasters or shortcuts and 
Value 2 can be used to set the level of a submaster control, where a value of 127 represents a submaster at full 
level. 

To enable the MIDI functions you must turn on the ñEnable MIDI Eventsò option.  

 
M I D I  L E A R N  

To make it easier to set up MIDI triggers being received from an external device or program, LightFactory can 
learn events as you go.  The following is an example of a received event: 

 

Click on the ñSTART LEARNINGò button to begin listening for MIDI events. As soon as a MIDI message sent to 
LightFactory is received, the ñFound MIDI eventò options will be shown. 
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Use the ACTION options to determine what the MIDI event will do. To the right of the action options will appear 
any additional parameters required. For example to execute a shortcut you must set the number you want to 
trigger. 

Once you have set what you want the event to do, click on the Save button. The event will be added to the 
appropriate type, i.e. ñNote Triggersò, ñNote Velocityò or ñControl Change Eventsò. 

Note: Timecode events are handled differently.  See Timecode (MTC)/ Clock description 
below. 

 

Click on the Cancel button to return to the ñSTART LEARNINGò state without saving the current event. 

Use the ñSave and Startò button to save the event action and return to the learn state.  

 
N O T E  T R I G G E R S  

The ñNote Triggersò tab provides the ability to add any number of note on/off triggers to the system manually. 
Click on the ñAddò button to create a new line in the list of triggers. To remove a trigger click on the row you wish 
to remove and click on the ñRemoveò button. 

 

Each trigger requires the following settings: 

Description ï This provides a way to identify the trigger by entering a description for your reference. 

Channel ï Identify the MIDI Channel to listen on (1-16). 

Device ï Interface device to listen on. This is a pulldown list of any MIDI interfaces connected to the system. 

Note ï This is the scale note that will trigger the event. 

On/Off ï Determine if the system will trigger by a note on or note off event. 
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Octave ï The MIDI octave number of the scale note that will trigger the event.  The MIDI octave ranges from -1 
to 9.  Note C in octave 4 is middle C, for example.  To help in translating the received MIDI message to the Note 
and Octave, use the following conversion chart: 

 

Action ï Each event can either trigger a shortcut, execute the GO command in the Master Playback or send a 
command to the Command Interface. Use the drop-down combo to select one of these options. 

Shortcut/Command ï If the action is set to ñShortcutò, this field is used to specify what shortcut number you 
want this trigger to execute. If set to ñCommandò enter the command syntax into this field (Example: cue go). 

Import / Export ï To help manage a large number of MIDI note triggers you can import this information from a 
comma separated text file (.csv). Click on each of these buttons to open a standard Windows file dialog to select 
the file you want to import from or export to. 

Hint: You can create a .csv file with a text editor such as WordPad.  To see the format of the 
triggers, create a few manually and use Export to create a file to look at for reference.  Then you 
can edit your own .csv file and Import it into LightFactory. 

When choosing the import option, a dialog will pop up asking you if you want to remove existing entries before 
importing the new data. 
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N O T E  V E L O C I T Y  

The ñNote Velocityò events can be used to directly control submasters within LightFactory. Click on the ñAddò 
button to create a new line in the list of velocity triggers. To remove a trigger click on the row you wish to remove 
and click on the ñRemoveò button. 

Note: Control Change events can be used to control submasters as well and may be a better 
choice if motorized MIDI faders are connected to LightFactory.  See next section for more details. 

 

Description ï This provides a way to identify the trigger by entering a description for your reference. 

Channel ï Identify the MIDI Channel to listen on (1-16) 

Device ï Device to listen to. 

Note Number ï This is the MIDI note number that the software will listen for and translate the velocity into a 
submaster value.  Velocity values are in the range of 0-127 decimal, where a value of 127 represents a 
submaster at full level. 

Submaster ï Set the submaster number that will be controlled when the note is received. 

Import / Export ï Same as described in Note Triggers above. 
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C O N T R O L  C H A N G E  E V E N T S  

The ñControl Change Eventsò tab allows you to setup LightFactory to respond to control change events. 

 

 
Submaster & Shortcut Channel # - Set this option to determine the channel number that will be listened to for 
control change events. 

Submaster Device ï MIDI devices can be used to control LightFactory submasters in the same way as the 
DMX input option. Low cost MIDI fader devices can be connected to provide this functionality. To activate this 
function select the device from the combo box provided. 

LightFactory will listen for ñControl Changeò messages and apply the received ñValue 2ò to the submaster 
defined by ñValue 1ò. To set the first control change identifying number, use the ñFirst Control #ò option to the 
right of the device selection box.  For example, setting First Control # to 21 would mean Control Change 
message 21 would control submaster 1, 22 would control submaster 2, etc. 

Shortcut Device ï The same function as above can be applied to shortcuts also. Select the device to listen to 
for control change messages and set the First Control # to correspond to shortcut 1 in LightFactory. 

Send submaster change MIDI messages ï If your device supports motorized faders, then LightFactory can 
send MIDI control messages back to the device to change the physical sliders. This is useful when changing the 
submaster page in LightFactory or if you make an on-screen change to a submaster. The physical sliders will 
move with the changes you make. If the device you are using does not support motorized faders then it is 
recommended to turn this option off. 

Ignore shortcut messages except 127 ï Some external MIDI devices send 2 messages for a button press, 
one message for down and one for up. This can trigger the shortcut twice and is undesirable. If you experience 
this problem, turn this option on to ignore all messages except those sending a ñValue 2ò of127. 

Wide Mode ï Wide mode will map the maximum number of incoming MIDI control change messages to 
submasters.  
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Control Change mapping ï Below the primary options is a grid that can be used to map control change 
message directly to shortcuts, commands, submasters or encoders. Use the Add button to create a new event 
listener and set the channel, device and control change number to listen for. 

Use the action field to set what will happen when the CC message is received. The options for this field are 
Shortcut, Submaster, Command or Encoder. 

As with the MIDI note message, the Import and Export options can be used to save and load the setting to and 
from a .CSV file. 

 
T I M E C O D E  ( M T C )  /  C L O C K  

The ñTimecode (MTC) / Clockò tab allows you to set up LightFactory to listen to incoming MIDI timecode data 
and MIDI clock signals or send MIDI timecode data to other devices.  

The MIDI timecode read by LightFactory can be used to trigger timecode events. 

The MIDI clock signal can be used to setup the tap tempo function in the software and synchronize your show 
to a common tempo. 

 

Timecode Device ï Select the device that timecode data will be read from or sent to. A separate device can be 
selected for input and output. 

Receive MIDI Timecode (MTC) ï Enable this check box to begin receiving MIDI timecode from the selected 
device. When turned on, the Send option below it will be turned off automatically. 

Receive MIDI Clock ï Enable this check box to begin processing of MIDI clock data. The incoming clock 
messages will be used to set the timing of the tap tempo within LightFactory. If the timing of the incoming clock 
changes, the tap tempo will be updated automatically. 
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MIDI Clock Divisor ï The value of the MIDI clock divisor is used to slow down the internal tempo relative to the 
incoming clock signals. The incoming beats per minute will be divided by this number when calculating the 
actual Tap Tempo. For example if the incoming clock is running at 120 beats per minute and the divisor is set to 
2 then the Tap Tempo will register 60 beats per minute. 

Send MIDI Timecode (MTC) ï If this option is turned on, then the receive option will be turned off. When using 
any of the other timecode options (found in the Timecode tab), the timecode will be sent to the selected MIDI 
device to allow other systems to synchronize with LightFactory. 

Sending MTC Type ï If you are sending MIDI timecode from LightFactory, you will need to set the frame rate 
that you want to generate. This is typically defined by the application (film, NTSC/PAL television. etc.), but if you 
are unsure set this to 25 fps. 

Changes to the frame type will apply immediately so you can try different settings to see how it effects other 
equipment that might be reading the timecode LightFactory is generating. 

 

M I D I  S H O W  C O N T R O L  

LightFactory can send and receive MIDI Show Control (MSC) messages.  Use this tab to set up the sending 
and receiving devices.  Click ñEnable MIDI Showò to turn on this function. Checking ñAuto send MSC on cue 
executionò will cause LF to send a message automatically every time a Cue GO command is executed. 

 

 

D E B U G  M E S S A G E S  

The ñDebug Messagesò tab can be used to help identify any problems with receiving MIDI messages.  

  



 

37  

 

Line in  

The PC Line-in triggers can use any audio source to control LightFactory. An audio event can trigger a cue GO, 
fire a shortcut, flash a submaster or run a command. 

The ñLine inò tab provides the ability to set the audio source and then create multiple events. Each event is 
determined by the frequency range, trigger level, level type and minimum time between events. 

For LightFactory to listen to the selected audio source you must enable it by clicking on ñEnable Audio Triggersò. 

Above the event grid is a graphic display of the incoming audio frequencies. This is known as the audio 
spectrum and shows the response to frequencies from 0 to the maximum frequency set. 

 

Input Audio Device ï Select the audio source device you want to use to trigger the system. This is the system 
device that will be listened to and shown in the display. 

Maximum Frequency ï The maximum frequency determines the upper sample limit the software will listen to. 
The default is just over 5kHz. A higher maximum frequency will require more CPU to sample continuously. 

C R E A T I N G  A N  E V E N T  

An event in the audio trigger system is a list of conditions that when met will trigger the event. The event itself 
will also have settings that determine what will happen. 

Frequency Range (Low Freq, High Freq) ï The frequency range for the event will limit the area of the 
spectrum that is listened to. This is best understood by looking at the red lines in the spectrum display. The left 
red line is the low frequency and the right red line is the high frequency. You can also use your mouse to click 
and drag either red line to adjust the frequency. 

Trigger Level ï Select the audio level in percentage of the maximum that will trigger the event. This is 
represented as the yellow line running across the spectrum display. You can also use your mouse to click and 
drag to move the line and adjust the level. 

Level Type ï Use the level type to select how the trigger level is used. You can select between ñAverage 
Frequencyò or ñAny Frequencyò. If the level type is set to average frequency then all of the levels between the 
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frequency range specified are averaged. If the average exceeds the level set then the trigger is fired. If the level 
type is set to any frequency then the trigger will fire if any level between the frequency range exceeds the trigger 
level. 

Min Time Between ï Set the minimum time between trigger events. This option stops the trigger from firing 
continuously if the level is exceeded for a long period of time. 

Action ï The action setting specifies what will happen when the trigger occurs. This can be set to Global, 
Shortcut, Submaster Flash or Command. Setting this to Global will run any cue that is primed with ñLine inò as 
its trigger. Shortcut will run the shortcut specified in the Shortcut/Submaster field. Submaster Flash will set the 
specified submaster to full for the Flash Duration and then return it to its previous level. Command will execute 
the command line text specified in the Command field. 

Enabled ï You can create several events and then enable only those that work for the input source being used. 

 

Tim ecode  

In addition to using MIDI Timecodes to trigger events, LightFactory can receive timecodes from other programs 
and devices or generate its own timecode signal. 

 

The timecode configuration provides the ability to set up shortcuts or commands that are triggered by the 
timecode values being reached.  

Note: In addition to defining global or specific cue ñGoò commands, cues can be set to trigger 
automatically when specific timecodes are reached.  See the section on the ñCue List Editorò 
for more information on setting up cues and cue lists to receive timecode triggers. 
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To enable listening to timecodes, check the box marked with the appropriate timecode device you are using: 

Á Enable Console (NEO) Timecode ï NEO Console Only.  See the NEO Userôs Manual for more 
information. 

Á Enable DirectX Timecode ï Uses the internal Windows timecode functions provided by the DirectX 
components. 

Á Enable Winamp Timecode ï Winamp is a popular free media player that is capable of playing video 
and audio files. LightFactory can read timecodes directly from this software when running on the same 
PC. 

Á Enable Adrienne Timecode ï The Adrienne devices are a collection of internal and USB devices that 
support a number of timecode formats. For more information visit www.adrielec.com. 

Á Enable Internal Timecode ï LightFactory can also read its own internal timecode produced by the 
media playback effects. 

Á Generate Internal Timecode ï This option will start the internal timecode generator. As soon as this 
option is checked you will see the timecode clock start counting. See the timecode command line 
options for more information about controlling the internal timecode. If you are using the internal 
timecode generator you can set a shortcut to reset the clock back to 00:00:00:00. 

To add a new timecode trigger, click on the ñAddò button and edit the fields provided. To remove any trigger, 
select the event from the list and click on the ñRemoveò button. 

Description ï This provides a way to identify the trigger by entering a description for your reference. 

Timecode ï Set the time code in the format HH:MM:SS:FF that will trigger the shortcut or command. The 
shortcut or command will only trigger once when the time is reached. 

Shortcut ï This field is used to specify which shortcut number you want this trigger to execute. 

Command ï To execute any other system command simply type the command into this field. 

Global Offset ï If the timecode being received does not start at zero you can apply a global offset. The offset 
will be added to the incoming timecode value at every frame. Use negative values to remove time from the 
incoming values. 

Reset all events if the previous timecode is greater than the current ï When this option is turned on, all 
events will be flagged as ñwaiting to fireò if the timecode loops or the previous timecode received is greater than 
the latest timecode received. 

Donôt trigger timecode cues prior to the current live cue ï When on, prevents the system from jumping to 
cues prior to the current live cue. 

Import / Export ï To help manage a large number of timecode events you can import this information from a 
comma separated text file (.csv). Click on each of these buttons to open a standard Windows file dialog to select 
the file you want to import from or export to. When choosing the import option a dialog will pop up asking you if 
you want to remove existing entries before importing the new data. 

  

file://///BCG-LAPTOP/Users/Bruce/Theatre%20Tech/LF/LF%20Doc%20Project/www.adrielec.com
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ChilliNet  

The ChilliNet interface provides the ability to send and receive ChilliNet messages over a standard RS232 
connection. 

 

For more information about ChilliNet please visit: www.zero88.com 

ChilliNet can be used to control shortcuts and submasters from wall panels. To enable ChilliNet message 
sending and receiving, check the box at the top of this tab. 

Use the Com Port combo box to set the physical port that ChilliNet is connected to.  

The Zoning selection can be used to send zone messages to the system for initial setup of the wall panels. 
Place the wall panel into programming mode and then select the zone you want to program from the drop down 
box. 

  

file://///BCG-LAPTOP/Users/Bruce/Theatre%20Tech/LF/LF%20Doc%20Project/www.zero88.com
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iCAN  

The iCAN interface provides the ability to send and receive iCAN messages over a standard RS232 connection.  
iCAN is configured in the same way as ChilliNet but the communication speed is not fixed and can be changed. 

 

To enable iCAN message sending and receiving, check the box at the top of this tab. 

Use the Com Port combo box to set the physical port that iCAN is connected to. The Port Speed combo can 
be used to set the communication speed of the connection. 
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mySQL  

The mySQL interface provides the ability to run LightFactory macro scripts from a mySQL server. mySQL is an 
industry standard database often used by web servers. This option will allow you to trigger LightFactory from a 
website or any external application. 

 

 

The mySQL interface is designed for advanced use of the software in specific applications. Please contact 
LightFactory support (support@lightfactory.net) for more information about this option. 
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Visio n.net  

Vision.net is a fully integrated lighting management system from Philips Strand Lighting.  More information is 
available at the Philips Strand website or by contacting LightFactory support (support@lightfactory.net). 

 

 
 

  

http://www.strandlighting.com/index.php?submenu=Vision&src=directory&view=products&srctype=detail&refno=2680&category=Controls
mailto:support@lightfactory.net
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Contacts  

LightFactory can use the modem handshake signals present in a full-function serial line to detect switch 
closures and openings which can cause shortcuts to be fired. LightFactory can respond to switch events from a 
local serial port or a networked serial port using the Simple Network Management Protocol (SNMP). 

 

To set up contact events, specify the ñCom Portò to use. There are 4 signals that can be detected [Clear To 
Send (CTS), Data Set Ready (DSR), Ring Indicator (RI) and Carrier Detect (DCD)] and each can be linked to a 
shortcut for a closure event and/or an opening event.  Additional com ports can be configured by using the 
ñAddò button. 

The following diagram shows an example of how to wire switch contacts to a 9-pin serial port connector. 
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OSC  

LightFactory can be set to receive ñOpen Sound Controlò (OSC) messages via the network when enabled. 
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Scheduled Tasks  

Scheduled tasks allow you to set up recurring lighting events using the real time clock of Windows. Each task 
can be scheduled to run daily, weekly, monthly, one-time only, every hour, every X seconds or on astronomical 
events such as sunrise and sunset based on your location. Each task executes a LightFactory shortcut. 

 

C R E A T E  A  S C H E D U L E D  T A S K  

Before a task can be scheduled to run, one or more must be created. To create a new task click on the ñNew 
Taskò button at the top left of the window.  A wizard will be invoked to guide you through setting up a task.  In 
the window above are examples of tasks created by the ñNew Taskò wizard. 
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M O D I F Y  A  S C H E D U L E D  T A S K  

Created scheduled tasks can be modified. You can modify the shortcut to run, the schedule, or the specifics of a 
particular task. To modify a task double click on the desired entry or click once and select ñPropertiesò from the 
options at the top of the window. The list of entries can be sorted by clicking on the column headings. 

This will start the same wizard you used to create the task. Follow the same procedure to change any of the 
options or click ñCancelò at any time to return to the task scheduler window. 

R E M O V E  A  S C H E D U L E D  T A S K  

For scheduled tasks that are no longer needed, you can remove them entirely by selecting the corresponding 
row and clicking on the ñDeleteò button at the top of the window. 

T E M P O R A R I L Y  T U R N  O F F  A  S C H E D U L E D  T A S K  

You can temporarily turn off or pause scheduled tasks from running using the ñPause Taskò button provided. 
The status field will show paused tasks. To turn a task back on simply click on the ñPause Taskò button again. 

In the ñSpecial Shortcutsò tab of System Properties you can assign shortcuts to toggle the pause state of all 
schedule tasks. 

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 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. 
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User Permissions  

To control access to various parts of the software you can set up users and passwords from the ñUser 
Securityò window.  

 

Once a user has been added to the software, the security feature will become active and require a login each 
time the software starts. By default no users will be defined in the system. An empty user list is the equivalent of 
turning off the security feature. 

Note: The software will not allow you to disable the ñEdit User Securityò option if the selected 
user is the last one with this privilege. 

To create a new user click on the ñAdd Userò button in the bottom left of the window. A new line will appear in 
the grid above with the default name ñNew Userò. Once the user has been added you can edit the name, 
password and define the security privileges. 

http://www.lightfactory.net/


 

49  

 

Most of the security features center around allowing or denying access to the various windows within the 
software. For example, if you would like to prevent a user from opening the ñCue Listò window uncheck the 
option in the right hand panel of the window. The ñRecordò privilege is a special option that can be used to 
prevent a user from modifying the show while still providing access to windows like the ñCue Playbacksò and 
ñChannel Displayò. 

New for V2.22 is the ability to set an ñAdministratorò flag for each user. If the flag is set to ñOffò for a user, they 
will not have access to the security screen. At least one user must have the flag set to ñOnò and the last user 
with that privilege cannot set it to ñOffò. 

By default a new user will have all privileges enabled. Use the ñUncheck Allò to remove all access to the user. 
You can then add access to the user as required. 

 
Once you have set up a user in the software, the security will become enabled. The next time you start the 
software you will be asked to login with a username and password. 

 

The user name will default to the last name used to login to the software and will automatically place the cursor 
into the password field. Enter the password for the user and press the enter key or click ñOKò to proceed to the 
main interface. 

If you wish to log in a different user, open the selection list (arrow) to see the list of registered users. Once the 
software is running the current user may be logged out and a new user logged in by clicking the òLogoutò 
button at the bottom of the Options Menu. 
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5 System Properties  

The ñSystem Propertiesò window can be accessed by selecting from the ñOptionsò menu.  Also, this window 
can be accessed by pressing <SHIFT>+F6 on the keyboard. 

The System Properties window has two modes called ñBasicò and ñAdvancedò.  In Basic mode, there are two 
tabs: 

Basic Settings ï Provides a subset of system properties that can be configured with the others assuming 
default values. These settings are adequate for simple shows and provide a way to start using the software 
quickly. 

Registration ï Options for registering your LightFactory software. Without a valid registration, LightFactory will 
run in Demo Mode which will output DMX for 30 minutes only. 

Details about the options available on this tab are covered in a separate document: ñInstalling LightFactoryò. 

In Advanced mode, there are ten tabs of settings that you can configure in this window: 

System (DMX) ï 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 ï Provides settings that effect the operation of the software.  

Show Defaults ï Settings in this tab provide default options for cue lists, channel groups and recording. 

Network Access - Allows the enabling/disabling of network protocols and tracking backup options. 

Appearance ï The appearance tab allows you to change colors and fonts used throughout the software. 

Registration ï Options for registering your LightFactory software. Without a valid registration, LightFactory will 
run in Demo Mode which will output DMX for 30 minutes only. 

Details about the options available on this tab are covered in a separate document: ñInstalling LightFactoryò. 

Visualizer ï Configures integration with various commercially available visualization tools. 

Remote Options ï Options in this tab control how remote connections affect the local system. 

Media Settings ï Settings that control the global output of media playback. 

Special Shortcuts ï Set up special shortcuts to control miscellaneous functions. 

Chapter  

5 
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5.1 Basic Mode Settings  

 

DMX Output Options  

If a USB powered DMX device is active when LF is started, it will be assigned as an output device for Universe 
1. The pull-down list may be used to assign a different device or protocol depending on what hardware you 
have.  

Console Ports 1-4 are a NEO console feature and thus not applicable to a stand-alone instance of LF. 

System Settings  

On Level  

Use this to specify the intensity value (in %) fixtures will be set to when clicking on the ñONò or ñRem Dim (Solo)ò 
buttons in the channel window. This also applies to the ON command in the command window. 

Show  command syntax help  

Default On ï 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 typed so far. 

Note: The Up/Down Level, GM1, GM2, A/B Fader Mode, and Preset Fader Mode options are 
for the NEO console only. 

http://www.lightfactory.net/
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Automatic show file backup service  

Backup Location 1 & 2  

By default LightFactory will store the backups in a sub folder of the ñLightFactory Showsò directory. Use these 
fields to change this location. Backups can be sent to two locations.  This can be useful for automatically storing 
the backup on a remote system in addition to the local drive. 

Number of Automatic Backups  

Each backup file created will have the date and time encoded into the name of the file. Use this option to 
determine how many of these backups should be kept before automatically deleting older ones. 

Back up Interval (Minutes)  

When a change is made to the current show, an automatic backup will be generated after the interval specified 
here has passed. The number of backups retained is still the number set above. If the interval is set to zero, no 
backups will be created until LightFactory is shut down. 

Show Defaults  

Cue List Defaults  

The cue list default time values will apply every time a new cue is created. Set a cue default by either typing the 
desired time or using up and down arrow controls to the right of the edit box.  These default times can be modified 
on a cue by cue basis during the record operation. 

By default, effects, submasters and palettes are included when cues are recorded. These defaults can be turned 
off by unchecking them as desired and can be overridden on a cue by cue basis. 

Default Tracking Record Mode  

Sets the default mode which can be overridden on a cue by cue basis. 

¶ Cue Only ï Records any changes to the cue being recorded or updated only. 

¶ Cue Only (Int)/Track (Atts) ï Records changes to intensity to the cue only while propagating changes 
to attributes forward through the cue list until a new value or block is encountered. 

¶ Tracking ï Propagates all changes forward through the cue list until a new value or a block is 
encountered. 

Set Auto Mark  

Sets the point where marked attributes take effect.  The choices are: 

¶ None ï Auto marks will not be executed when cues are run. 

¶ Mark as early as possible ï Auto marks are executed as soon as a fixture reaches an intensity level 
of 0. 

¶ Mark as late as possible ï Auto marks are delayed until the cue prior to a fixture becoming active (i.e. 
has an intensity value increasing from 0). 

Mark in Cue  Time  

If checked, mark times are controlled by Fade In (Cue Time) and Dwell (Down Delay) times in each cue. 
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5.2 Advanced Mode Settings  
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Syst em  (DMX)  Tab  

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

Number of Desk C hannel s  

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

The more desk channels you configure in the software, the more CPU and resources will be required. By 
default the software configures 1000 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 1000 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 set up for 10 DMX universes. A DMX Universe is a block of 512 DMX addresses. 
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 only the universes registered will be active. 
This allows you to program any size show you want without the registration being required until output is 
needed. 

Merge DMX Input with O utput  

LightFactory is capable of receiving a universe of (up to 512) values from a hardware interface that can operate 
in receive mode. The most common use for DMX input is the ability to add external physical sliders to the 
software. The values received can be used in several ways and this control provides a list of options. 

¶ None ï Maps to the number of submasters per page (Example: If the number of submasters per page 
is set to 10, then DMX values 1-10 will control the block of submasters set by the current submaster 
page in the Command Window. 

¶ HTP (highest) ï Merge the input values with the output values of the selected universe (see below) on 
a Highest Takes Precedence basis. 

¶ LTP (lowest) ï Same as above except Lowest Takes Precedence. This only works for input values 
above zero (0). 

¶ Build ï Add the incoming values to the output. 

¶ ITP (input) ï Input Takes Precedence, i.e. override the output values.  This only works for input values 
above zero (0). 

¶ Desk Channels ï DMX input controls desk channels directly (intensity value only). The input takes 
precedence when a change in value is received and can be overridden by any other control affecting a 
channel. 
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Note: For the output merge options (HTP, LTP, Build, ITP and Desk Channels), the input values 
can control submasters as well.  See the option ñApply Submasters for Merged Channelsò in the 
System Settings section below. 

Merge with U niverse  

Use this spin edit option to set which LightFactory universe will be merged with the input.  

Strand  Advantage DMX  

Default: On - This allows you to patch Vari-Lite, Strand, Selecon, Showline and Color Kinetics brand luminaires 
without consuming the purchased DMX outputs. It does not matter if you own or rent the luminaires; as long as 
they are one of the supported brands. 

Configuring DMX U niverses  

There are three tabs for this section, ñNetwork/USBò, ñConsole Portsò and ñAdvanced Routingò.  

The ñConsole Portsò and ñAdvanced Routingò tabs are for the NEO Console only. 

The ñNetwork/USBò tab shows a grid that  allow s assignment of the physical hardware the software will use to 
send DMX data to each 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 merge options described above. 

Device  

Use the drop down boxes provided in the device column to configure the input or output hardware used by the 
software to communicate with your DMX system. There are two types of hardware interfaces: USB and 
Ethernet.  The list contains the brands/models or the protocols currently supported.  

Note: After selecting or changing the hardware for the input device or any of the output 
universes, you will need to click the ñRestart DMX Systemò button for the changes to take effect. 

Por t/Universe  

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 connector on the device. For Ethernet hardware the number of ports 
can be as many as the protocol supports. 
 

The drop down box in this 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 chosen automatically and populated into the 
port/universe 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. A network interface is identified by 
the IP address to which it is bound. 
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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 support 
staff. Changing this frame rate may stop your DMX output from working correctly. 

Priority  

Streaming ACN only. As in [DMX] systems, the most recent E1.31 Data Packet from a single source 
supersedes any previous packets from that source. However, a receiver conforming to this standard may 
receive data for the same universe from multiple sources, as distinguished by examining the CID in the packet. 
This is a situation that cannot occur in conventional [DMX] systems. The priority value is used by receivers in 
selecting between multiple sources of data for a given universe number. The legal range for this field is 0 to 200. 
Priority increases with numerical value, e.g., 200 is a higher priority than 100. 

For a given universe number, an E1.31 receiver gathering data from multiple sources shall treat data from 
packets with the highest priority as the definitive data for that universe. 

Information  

The ñinformationò column of the grid will display any additional data 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. 

Description  

An editable field to add user information about the interface (its location or purpose, for example). 

ArtNet & sACN Unicast Options  

The ArtNet and sACN DMX over Ethernet protocols also support a unicast option. By default these protocols 
broadcast the data onto the network, meaning that all devices on the network receive all data. For large 
installations this can mean that all devices are receiving and handling a lot of data. 

Unicast transmission of the DMX data means that the data packets are sent only to the devices that need it. The 
data packets for Universe 1 for example will only be sent to the devices that need Universe 1. This mode also 
helps with network management as many Ethernet switches can struggle with continuous broadcast data. 

In order to use Unicast transmission LightFactory needs to know what devices are outputting each DMX 
universe. The ArtNet protocol has a discovery process that can configure this automatically (assuming the 
device supports the ArtPoll message). For sACN the Unicast routing must be configured manually by editing a 
file. 

To turn on Unicast communications double click on any line of the device settings page that is set to ArtNet or 
sACN to open the advanced protocol options. If you are using both protocols you must configure each one 
separately. 

 

Tick the check box labeled ñUse unicast communicationsò to enable 
this system. Below this check box any devices found or configured will 
be shown. 

To manually configure Unicast routing, create a .CSV file in the 
LightFactory install directory called ñunicast_list.csvò. Each line has 3 
fields ï IP Address, DMX Universe and Description. 

e.g. 10.27.34.73,1,"Desc 1" 



 

57  

 

System Settings  Tab  

The system settings page provides options that effect the operation of the software. There are three sections to 
this page: Basic, Intermediate and Advanced. 

 

The screen shot above shows the default options that are set when the software is installed or you click on the 
ñRestore Factory Defaultsò button in the lower right corner. 

Basic Settin gs  

On Level  

Use this to specify the intensity value fixtures will be set to when clicking on the ñONò or ñRem Dim (Solo)ò 
buttons in the channel window. This also applies to the ON command in the command window. 

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.  

 

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 Dead 
Black Out (DBO) function. 
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Show Command Synt ax H elp  

Default On ï 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 typed so far. 

Comma nd L ine Single D igit  Entry  

Default On - In most cases when entering commands, the channel intensity 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 0 will be added automatically on command completion.  

With this mode on you can still enter values below 10 by putting a 0 in front of the number (e.g. 03%, 05%, 
08%). 

Two Digit Entry  

Default Off - Whether or not you have the single digit option set, you can still enter two digits to set an intensity 
level.  With this option set, command completion will be automatic when the second digit is entered. 

 

Note: The Up/Down Level, GM1, GM2, A/B Fader Mode, and Preset Fader Mode options are 
for the NEO console only. 

 

Backup Location 1 & 2  

By default LightFactory will store the backups in a sub folder of the ñLightFactory Showsò directory. Use these 
fields to change this location. Backups can be sent to two locations.  This can be useful for automatically storing 
the backup on a remote system in addition to the local drive. 

Numb er of Automatic B ackup s 

Each backup file created will have the date and time encoded into the name of the file. Use this option to 
determine how many of these backups should be kept before automatically deleting older ones. 

Backup Interval (Minutes)  

When a change is made to the current show, an automatic backup will be generated after the interval specified 
here has passed. The number of backups retained is still the number set above. If the interval is set to zero, no 
backups will be created until LightFactory is shut down. 

 

http://www.lightfactory.net/
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Intermediate Settings  

 

Wheel S ensitivity  

The mouse wheel sensitivity allows you to alter the percentage increment that will apply for each óclickô of the 
wheel when used to set levels. By default, rotating the mouse wheel by one increment will change the level by 
4%. 

Note: Depending on the mouse, this value may need to be adjusted to get the desired increment. 
For example, you might need to set this value to 10 to get a 5% increment. 

Fine Movement Sensitivity  

The fine movement sensitivity determines the resolution of the graphical Pan/Tilt control when the fixture control 
is set to fine mode.  The default value is 1, which is the finest sensitivity.  For fixtures with 16-bit pan and tilt 
controls, this value may be too low and require excessive mouse movement. 

Number of S ubmaster 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 P age  

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. 
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For example if you have an external 24 channel DMX lighting board connected to DMX input, then it is 
recommended that you set the number of submasters per page to 24. This means that when you change to the 
second page in LightFactory channel 1 on your physical lighting desk will correspond to submaster 25 and so 
on. 

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 so the software 
will 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 or jitter).  To get around this problem, set the submaster 
debounce to 2 and the system will not update the submaster unless the value moves by 2 or more. 

Automatically Manage Relays  

Default: Off ï A new feature for V2.22 (see section 6.2, Patch Detail), if a channel has an associated relay 
control, setting this option on will cause the relay state (open/closed) to be coordinated with the level of the 
channel. Initially, the relay will be closed (i.e. ñPower Onò) when LF is started and whenever the channel level is 
above zero. It will open (i.e. ñPower Offò) after a set time period (see below) if the channel level subsequently 
goes to zero. 

Turn Off Relays After (min)  

Default: 20 minutes ï See above. When the option ñAutomatically Manage Relaysò is on, a relay associated 
with a channel will automatically open after the time set here when the channel level goes to zero. 

Note: If there are multiple relays patched, all associated channels must be at zero for the time 
period before all relays will power off (open). Individual relays will power on as its associated 
channel level goes above zero. For a simpler option, see below. 

Turn Off Relays on Shutdown  

Default: Off ï Setting this option on will cause any relays associated with channels to open when the LF 
application exits. Thus, with the ñAutomatically Manage Relaysò option set to ñOffò, the relays will be closed 
(ñPower ONò) when LF is started and open (ñPower Offò) when LF is shut down. 

GM Affects Record  

Default: Yes - The Grand Master (GM1) scales intensity values being output on DMX by the percentage of its 
level.  For example, if you set a channelôs intensity at 60% and GM1 at 50%, then the DMX value on that 
channel would be 30% (60% x .5 = 30%). If this option is on when you record cues, the GM1 scale factor is 
applied to the values that are stored (i.e. the channelôs value would be stored as 30%).  If this option is off, then 
the GM1 scale factor is ignored (i.e. the channelôs value would be stored as 60%). 

Blind Fo llows Live  

Default: Yes ï When this option is set and the ñBlind Viewò on the Channel Display is selected, the cue 
displayed will be the current live cue.  If this option is not set, the ñBlind Viewò will return to the last cue viewed in 
blind. The first time ñBlind Viewò is selected, the current live cue will be displayed regardless of the setting of this 
option. 

Disable Double Click F unction  

Default: No ï Double clicking on a channel or fixture will toggle it between the ñONò value and off. Use this 
option to disable this function to prevent accidentally performing this operation. 
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Wheel Changes Ignore Master Fade T ime  

Default: Yes - When using the mouse wheel, on-screen graphical wheel or NEO console intensity wheel to 
control the dimmer level of a channel, the master fade time will not be used if this option is set. 

Note: See section on Command Interface window for a description of Master Fade Time. 

 

Us e Attribute Default Values when Nothing is in Control  

Default: Yes - If all control of a fixture is released and no instruction is currently active, the DMX outputs will 
default to a zero (0) value. With this option set, the default output values set by the fixture profile will be used 
instead. The most common use of this is the pan and tilt settings that would typically have their mid points set as 
the defaults. 

Note: A restart of LightFactory is required for changes to this option to take effect. 

 

Show P alette Options when Updat ing a Cue  

 Default: Yes ï If youôve made manual changes to attributes of fixtures that are set by palettes and then update 
a cue, a dialog is displayed asking whether youôd like to update the palettes with new information or just record 
the changes (hard data) to the cue.  The dialog has a ñDonôt show this message againò option, which if checked, 
will set the default to No. Reset this option to cause the dialog to appear the next time itôs needed.  This is used 
primarily so that the action chosen the last time the dialog was displayed can be changed. 

Group Updates Record Dimme r Propor tional to Group Level  

Default: No ï Normally when a group is updated, the current levels of any changed channels are recorded.  
With this option set and if the group is being applied at less than 100%, the changed channels are recorded at 
the level they would be at if the group value was at 100% up to a maximum of full level. 

Use A dvanced Color H euristics  

Default: Yes - LightFactory has a unique feature that allows the software to calculate color matching for fixtures 
that have more than the 3 primary colors (RGB, CMY or HSI). The advanced color heuristics system of 
LightFactory attempts to overcome this problem by applying an advanced algorithm to calculate how much of 
the other colors should be applied. It should be noted that this algorithm is not perfect and is an approximation of 
the maximum output for a selected color. Because you may need to work with this option frequently you will find 
the same check box in the attribute color picker. You can change this setting in either location. 

Virtual Di mmer to Inhibit Color s  

Default: Yes - 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 an inhibit function and a build operation.  

With the virtual dimmer in inhibit mode, the fixture will not output any color without the dimmer on. Each of the 
colors in the fixture will be scaled by the value of the virtual dimmer such that when the dimmer is at full the set 
colors will be fully realized.  

With this option set to No, the virtual dimmer will add to each of the color values eventually making it white (all 
colors at full). Each of the colors will be adjusted proportionally to maintain the color hue until one of the colors 
reaches 100%. Continuing to increase the virtual dimmer will result in the color moving towards white. 
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Apply Color Selection to A ll Color  Mixers  

Default: Yes - If the fixture used has more than one color mixer, then selecting a color using a color picker will 
be applied to all of the color mixers in the light. If this option is set to No, then the selected color will only apply to 
the first mixer in the fixture. 

This option can also be changed in the generic color picker that is shown with color mixing fixtures. 

Multi Shortcut and Submaster Windows  

Default: No ï With this option set to No, only one shortcut and one submaster window can be opened at any 
time. Clicking on the ñShortcutsò or ñSubmastersò buttons in the Command Window will cause the window to 
be opened and/or brought to the foreground and given the current focus. 

When this option set to Yes, clicking on the buttons will cause additional copies of the windows to appear. This 
can be convenient for running the submasters or shortcuts on multiple pages if you have the screen real estate 
for it. 

Disable Fader Move with Bump Buttons  

A NEO console only option. 

Immediately select after pressing @  

Default: Yes ï 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 typing the ñ@ò key.  This 
is useful if you use the mouse wheel to adjust levels rather than entering the level on the command line. 

Start New S how s wit h Nothin g P atched  

Default: No - When you create a new blank show, LightFactory will patch all of the available desk channels 1:1 
with DMX addresses. Set this option to stop this happening and start all new shows with no channels patched. 

Cue C ommand Switch es Selec ted Playback  

Default: Yes ï LightFactory supports multiple cue lists within a show. When multiple cue lists are present, one of 
them will be loaded into the master playback. If you use the ñCueò command to select channels in a cue from a 
cue list other than the one in the master playback, that cue list will be loaded into the master playback with this 
option set. With the option set to ñNoò, the current list in the master playback will not be switched. 

Submasters Must Return to the Current Position after a Page C hange  

Default: No - Use this option to avoid unexpected jumps in stage output after changing the submaster page. 
Normally if an external physical slider is moved after a page change the output will take effect immediately. With 
this option set, the level of the onscreen submaster will not change until the physical slider is returned to the 
current value of the submaster. 

Selected Cue to A lways Follow Current Cue  

Default: Yes ï When working in blind mode or with the Cue List editor, the selected cue will follow the active 
cue. By setting this option ñOffò, the selected cue can be set manually and will not follow the active cue. 

Scroll Wheel Adjusts Group Level in the Group Window  

Default: Yes ï Normally, the scroll wheel would be used to navigate through the list of defined groups/palettes, 
but with option set, the wheel can be used to control the selected group/palette level in the same manner that 
channel levels can be controlled in the channel display. 

Filter Group Selection Switches  

Allows setting the default state of the group selection filter switches. The initial states of these switches may be 
overridden in the ñSelectò and ñGroupsò menus on the Channel Display. 



 

63  

 

Advanced  Settings  

 

Primary Database Server  & File  

By default, LightFactory sets up the database containing the current show on the system where it was installed 
and in a subdirectory of the userôs Documents folder.  These options allow you to set up the database on an 
external server and/or a drive and directory other than the default. 

External Joyst ick Sensitivity & Threshold  

These options are used to calibrate an externally connected joystick. 

Special Fixture Control Wait Time  

Some fixtures have a standardized method for lighting or extinguishing their lamps and LightFactory has built-in 
macros to perform these functions plus resetting fixtures to their default values.  These functions usually require 
that a channel be held at a certain value for a specified time for them to take effect.  This option sets the amount 
of time the value will be held.  The default of 6 seconds is usually sufficient. 

Lamp On Fixture Interval  

If you have many intelligent fixtures in your rig, it might be desirable to stagger the lamp on procedures to avoid 
drawing excess power during startup.  The value set in this option will space out these procedures by the 
amount specified. 

Cue Playback Rate Override Limit  

A cue playback may have a submaster assigned that overrides the times set in the cue file by a scale factor.  
This option allows you to set the maximum scale factor that would be applied if the rate override submaster is 
set to 100%. 
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FX Length Override Limits  

Similar to the above, an effect may have a submaster assigned that overrides the rate at which it operates.  
These options set the upper and lower limits of the rate override applied by the submaster. 

Log Incoming Telnet Data  

Default: No - If you are sending commands to LightFactory using an application that sends telnet messages, 
enabling this option will record the telnet traffic into a text file.  The file created is named ñTelnetLog.txtò and can 
be found in the Application Data area. See the section on the Command Window for information in accessing 
this directory. 

Show ôFirst Time Software is Runõ Dialog 

Default: No ï Normally the following dialog is shown only once the first time LightFactory is run after being 
installed.  Set this option to have it appear the next time LightFactory is started. 

 

Check for Software Updates  Online  

Default: Yes ï LightFactory will attempt to connect online and check if a newer version is available. When a new 
version is released a popup will notify you soon after startup. 

Prompt to Close Software  

Default: On - If you are using LightFactory in an automated shutdown environment, turn this option off to prevent 
the software from prompting the user to confirm closing. 

Show Startup Failure Warning  

Default: Yes - If LightFactory does not start correctly, the following dialog will be displayed. To disable this 
dialog, turn this option off. 
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Apply Submasters for Merged Channe ls  

Default: No - If you have configured a device/port to receive DMX from an external source, the incoming values 
would normally affect a specified output universe or the desk channels (see section 5.2). If this option is set, the 
incoming values would also control submasters. The submasters affected would be determined by the 
submaster page setting (see section 6.12). 

Remember  Cue Update H istory  

Default: Yes - 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.  See section 6.6 
Cue List Editor for more details. There is also a button on this window labeled ñPurge cue update historyò 
which can be used to clear the history if desired. 

Disable Undo in the Cue List W indow  

Default: No - If you are using a very high channel count then the undo system can result in sluggish 
performance. If you find that modifying a cue is taking a long time, then disable the undo using this option. 

Reset Chase when Submaster Reaches Z ero  

Default: No - By default a chase will be paused when an assigned submaster reaches zero (0). Turn this option 
on to perform a Reset rather than a pause. 

Shutdown System on Exit  

Default: No ï If this option is enabled, the PC will shut down after closing LightFactory.  The option is primarily of 
benefit to the NEO console, which has an embedded processor. 

Restore Running Playbacks  on S tartup  

Default: No ï When set, restores playbacks that were running at the time LightFactory was shut down. 

Show Patching to Multiple Channels Dialog  

Default: Yes ï A warning dialog will be shown if an attempt is made to patch a DMX address to multiple 
channels. Set this option Off to suppress the warning. 

Command Line Prediction  (Experimental)  

Default: No - This feature is still under development and may be enabled at the userôs discretion.  This is an 
experiment in using AI to predict what the next command the user will enter based on the history of past 
commands. 

Auto Revision Saved Show Files  

Default: Yes ï Performing a ñSaveò operation will create a snapshot of the current show with the name of the 
show file appended with ñ_REVnò, where ñnò will automatically increment from 1 to 10. If not set, the save 
operation will overwrite the current show file. 

Auto Save Current Show File on Close  

Default: No ï When LightFactory exits, a zip file of the current show is automatically created.  With this option 
set, the original .NEO show file is also updated. 

Enable Matrix TP Protocol  

Please contact LightFactory support if you would like to use this feature. 

Show òCommand Waitingó Dialog when Changing Windows 

Default: Yes ï If thereôs an uncompleted command entered into the command line of the main window when 
focus is moved to a new window, a dialog will be displayed to inform you. This feature can be disabled here. 
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New Pr ofile FX Default with òSoft Startó 

Default: Yes ï When a profile effect is created, thereôs an option to have it ramp up over the first cycle (soft start) 
or start immediately at the programmed levels. This is a global switch that determines the default setting of this 
option in the FX Editor. The option may changed on an individual effect basis in the FX Editor. 

Make Database  File S maller  

This option will perform a database pack on the active show database file. Packing the database removes dead 
space from deleted allocations and makes the allocations for tables, blobs and indexes contiguous in the 
database. 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. When complete, the following dialog will appear: 

 

Purg e Cue Update History  

If the option ñRemember Cue Update Historyò is set, LightFactory saves every version of every cue since the 
show file was first created. Over time, the amount of data increases and remains even if cue lists are deleted. 
This option will remove this historical data, thus reducing the size of the show file. 

The ñSoft Startò option for each profile effect determines if the effect starts abruptly or slowly. When an effect is 
set to start slowly (soft), then it will ramp up the scale from 0 to whatever value is set over one complete cycle of 
the effect. If this option is turned off, the effect will immediately start at the scale factor set. 
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Show Defaults  Tab  

Use the Show Defaults tab 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 settings the default for future shows, click on the ñSet as default settingsò button at the 
bottom of this tab. Any new show created will have these settings automatically. 

There are four sections to this page: ñCue Listsò,  ñGroups/Palettes/Submastersò, òPartitionsò and ñOtherò. 

Cue Lists  

The cue list default values will apply every time a new cue is created. Most of these defaults can be modified on 
a cue by cue basis during the record operation. 

 

Cue Time  

Factory Default: 3.00 seconds ï Also known as Fade In time.   

If fade mode is ñIn/Outò (see below), then this time is applied to changes in value of all channels staying active 
from the previous cue and any new channels. 

If fade mode is ñUp/Downò (see below), then this time is applied to any channels whose values are increasing 
from the previous cue. 

Down Time  

Factory Default: 3.00 seconds ï Also known as Fade Out time.   
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If fade mode is ñIn/Outò and ñCue óFade Out/Downô Applies to Outgoing Cueò is not checked (see below), 
then this time is applied to any channels that are going out (i.e. to value 0) when the next cue is triggered.  If 
ñCue óFade Out/Downô Applies to Outgoing Cueò is checked, then the Down Time (Fade Out) set in the next 
cue controls this action. 

If fade mode is ñUp/Downò, then the Down Time (Fade Out) set in the next cue applies to any channels whose 
values are decreasing from the current cue. 

Delay  

Factory Default: 0 seconds ï The time between a cue receiving a GO command and the actual start of fades 
within the cue. 

Delay Down  

Factory Default: 0 seconds ï Also known as Dwell.  If this value is other than 0, a cue when triggered would 
start the Fade In time and after the dwell has counted down to 0 would start the Fade Out time.  If the value is 0, 
the cue will stay active indefinitely until the next cue is triggered. 

Fx Delay Time  

Factory Default: 0 seconds ï The time between a cue receiving a GO command and the start of any effects 
recorded into the cue. 

Tracking Mode Switch  

As described in Chapter 2, LightFactory can operate as a full tracking desk or as a preset desk for intensity 
parameters only.  When creating a show, the designer should decide which mode to use and set this switch 
accordingly.  If the switch is set to ñTracking Modeò, the mode is ñFull Trackingò and only changes to channels 
will be recorded into cues.  If the switch is set to ñHybrid Modeò, the mode is ñHybrid Trackingò and intensity 
values for all active channels will be recorded in each cue with attributes recorded depending on the setting of 
the ñDefault Tracking Record Modeò described below. 

Warning: This switch should not be changed for an existing show that has cues recorded.  This 
would result in unintended operations occurring in a live lighting rig. A warning message will be 
displayed. 

Cue Default Record Mode  

Full Tracking default is ñLiveò; Hybrid Tracking default is ñActiveò. The choices are: 

¶ Live ï Record all channels whose intensity is above 0 and/or have changed plus any channels having 
attributes that have changed from the previous cue. 

¶ Selected ï Record only the channels currently selected in the Channel Display. 

¶ Active ï Record all channels whose intensity is above 0 (hybrid mode) or channels whose intensity 
has changed (full tracking mode). 

¶ Changed Only ï Record only the channels with any changes from the previous cue. 

The Record Mode can be changed on a per cue basis as each cue is recorded. 
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Note: It is recommended that you use the default mode associated with the tracking method 
chosen.  This is particularly true for ñHybrid Trackingò mode as ñLiveò recording would cause a 
lot of unnecessary data to be stored in cues and make editing cues more difficult.  ñLiveò 
recording in ñFull Trackingò mode is the way most tracking consoles operate.  ñSelectedò and 
ñChanged Onlyò can be chosen on a per cue basis during the record operation and are most 
convenient when updating existing cues. 

 

Default Tracking R ecord  Mode  

Full Tracking  default is ñTrackingò, Hybrid Tracking default is ñCue Onlyò.  The choices are: 

¶ Cue Only ï Records any changes (intensity & attributes) to the cue being recorded or updated only. 
The following cue (if any) will return any values that would have tracked through to their original levels. 

¶ Cue Only (Int)/Track (Atts) ï Records changes to intensity to the cue only while propagating changes 
to attributes forward through the cue list until a new value or block is encountered. 

¶ Tracking ï Propagates all changes forward through the cue list until a new value or a block is 
encountered. 

¶ Track Back ï Propagates changes backward through the cue list until a new value or block is 
encountered. 

¶ Smart Block ï This is a cue-level block that applies a block flag to all currently active fixtures. 

¶ Block ï Apply a cue-level block flag to every fixture patched into the show. 

Set Auto Mark  

Factory Default ñNoneò - Sets the point where marked attributes take effect.  The choices are: 

¶ None ï Auto marks will not be executed when cues are run. 

¶ Mark as early as possible ï Auto marks are executed as soon as a fixture reaches an intensity level 
of 0. 

¶ Mark as late as possible ï Auto marks are delayed until the cue prior to a fixture becoming active (i.e. 
has an intensity value increasing from 0). 

Mark Time Switc h  

If set to ñMark in default timeò, mark times will be controlled by the ñMark Timeò and ñMark Delayò time fields 
below this switch. If set to ñMark in cue timeò, mark times are controlled by Fade In and Dwell times in each 
cue. 

Mark Time  

Factory Default: 0 seconds ï Controls the timing of marked attributes when ñMark Time Switchò is set to ñMark 
in default timeò. 

Mark Delay  

Factory Default: 0 seconds ï If you set a Mark Time, you can specify a delay time before the mark action 
occurs. 
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GOTO Timing Switch  

Factory Default: ñUse default goto timingò - GOTO command timing will be controlled by the ñDefault GOTO 
Timeò field below. If set to ñUse cue timing for gotoò, GOTO command timing will use the Cue Time stored in 
the cue. 

Default GOTO Time  

Factory Default: 1.00 seconds ï When ñGOTO Timing Switchò is set to ñUse default goto timingò, this time 
will be used to run the cue rather than the Cue Time stored in the cue. 

Default Release Time  

Factory Default: 0 seconds ï Controls the time it takes to release channels from cue control. 

Include Running Effects  

Factory Default: On ï If an effect is running when a cue is recorded, a trigger for this effect will be added to the 
cue.  This option can be set on a per cue basis when recording. 

Include Submast ers  

Factory Default: On ï If any channels/attributes are being controlled by a submaster, the levels will be stored in 
a cue when recorded.  If Off, the values contributed by a submaster will not be stored. This option can be set on 
a per cue basis during recording. 

Include Palettes  

Factory Default: On ï If any channels/attributes are set as the result of applying a palette, the reference will be 
stored in the cue.  If Off, then the actual data will be stored.  This option can be set on a per cue basis during 
recording. 

Default Attribute Family Timing  

Allows delay and execution (fade) times to be specified for each attribute family.  When clicked, the following 
popup window will appear: 

 

Delay and Fade times may be entered for each attribute family as required and these values will be recorded in 
cues where applicable.  The Cue List editor may be used to modify the default values. 
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Make Cue Active after R ecord  Live  

Factory Default: On - When this option is selected the cue that was just recorded or updated will automatically 
become the active cue if the record mode is ñLiveò. Otherwise whether or not a cue is active is controlled by a 
cue runner. 

Release Channels after Record/Update  

Factory Default: On ï If this option is On, then after a cue is recorded, all of the channels will become 
unselected. 

Release Channels on Cue G o 

Factory Default: On - When you press ñCue Goò, the system will release all channels not being controlled by 
cues. 

Fade Mode  

This switch appears only if ñHybrid Modeò is set. This option allows you to work the way you are familiar with on 
other consoles. ñIn/Outò fade mode applies the ñCue Time (Fade In)ò to changes in value of all channels staying 
active from the previous cue plus any new channels and applies the ñDown Time (Fade Out)ò to any channels 
that are going out (i.e. to a value of 0). ñUp/Downò fade mode means that the channels or attributes increasing 
in value will fade in the ñUp (In)ò time and channels or attributes decreasing in value will fade in the ñDown (Out)ò 
time. In ñTracking Modeò, this is always set to ñUp/Downò. 

Cue òFade Out/Downó Applies to Outgoing Cue  

This switch appears only if ñHybrid Modeò is set. This option controls which cueôs ñDown Time (Fade Out)ò value 
is used when a cue is triggered. Normally in LightFactory, the ñDown Time (Fade Out)ò time stored in the 
currently active cue is used when a new cue is triggered.  Some lighting systems such as Strand apply the fade 
out time of the triggered cue instead. Setting this option ñOnò will cause LightFactory to use the latter method. In 
ñTracking Modeò, this is always set to ñOffò. 

Force Fixture Block  

This option is active only if the Tracking Mode is set.  The Factory Default: is ñOffò. If ñOnò, causes all fixture 
attributes to be recorded when any attribute is changed. 

Follow to Run Switch  

Factory Default: Next Cue ï Most consoles use the convention that the follow time for an autofollow cue is 
entered in the ñtriggeringò cue rather than the ñtriggeredò cue.  If switched to Current Cue, the convention 
reverts to the original LightFactory mode where the follow time is entered in the ñtriggeredò cue. 

Last Cue Links to Cue 0  

Factory Default: Off ï Most consoles remain in the last cue in a playback list when reached.  Turning this option 
On will cause a Go after the last cue to loop back to the top of the list and execute Cue 0 (which is always 
present in every cue list). 

Auto Set Out/Down  

Factory Default: On ï When cues are first recorded, the default Cue Time (Fade In) and Down Time (Fade Out) 
values are set or the user can modify them as the cue is recorded.  If changes to times are later made using the 
cue list editor, this option if On will cause a change in Cue Time to be copied to Down Time. 

Lo oping Cue Lists to Apply State (Tracking Mode  Only ) 

This option appears only if the ñTracking Modeò is set.  Factory Default: On ï For cue lists that have a loop 
programmed and when the loop cycles back to an earlier cue, the state of that earlier cue is recalculated. If this 
option is Off, the state is not recalculated and thus attributes from the last cue in the loop may ñtrackò through. 
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Groups/Palettes/Submasters  

 

Default Group Fade Time  

Factory Default: 0 seconds ï Sets the fade time for when a group is applied.  This time can be changed on a 
per group basis using the Groups editor. 

Group Behavior  

Factory Default: Override (LTP) ï Sets how applying a group effects the output values of the channels recorded 
in the group.  This can be changed on a per group basis using the Groups editor. The choices are: 

¶ Override (LTP) ï Also known as ñLatest Takes Precedenceò. This is the default behavior of channel 
groups.  This behavior will apply the channel levels set in the group to output channels and take over 
control until something else changes a value or when the group value reaches 0. 

¶ Build ï The values set in the channel group will be added to the current output. 

¶ Exclusive ï When the group is applied, all channels levels that are in the group will affect the output 
and other controls will be locked out until group (submaster) control is released. 

¶ Highest Takes Precedence ï If a value set in the group is higher than the current output, the group 
value will be applied.  Otherwise the output value will be unaffected. 

¶ Independent ï When the group is applied, all channel levels that are in the group will affect the output 
and other controls will be locked out until the group level goes to 0. 

¶ Inhibit ï When the group is applied, the channel levels set in the group act as upper limits for the 
output values. 
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¶ Subtract - The values set in the channel group will be subtracted from the current output. 

¶ Intensity HTP / Attributes LTP ï When the group is applied, intensity (dimmer) values will operate in a 
Highest Takes Precedence manner while non-intensity (attribute) values will operate in a Latest Takes 
Precedence manner. 

Submaster Behavior  

Factory Default: Intensity HTP / Attributes LTP ï If when recording a group you assign a submaster, the default 
group behavior will be set according to this option rather than the default Group Behavior option above. The 
same modes of behavior as listed above for groups can be set for groups with submasters. 

Group Default Record Mode  

Factory Default: Selected ï Determines what fixtures/channels are recorded into the group.  The choices are: 

¶ Selected ï Record the selected attributes of the selected fixtures. 

¶ Selected & Changed ï A combination of ñSelectedò and ñChangedò. 

¶ Active ï Records all changes to the selected attributes. 

¶ Changed Only ï Records only the selected attributes of the selected fixtures that have been modified 
manually. 

Submaster Default Record Mode  

Factory Default: Active ï If when recording a group you assign a submaster, the default record mode will be set 
according to this option rather than the Group Default Record Mode option above.  

Group Default Snap Prop  

Factory Default: Manual ï Sets the behavior of non-intensity attributes when the group is applied. The following 
choices are available: 

¶ Manual ï Attributes will change levels in proportion to the group value. 

¶ Snap off zero ï Attributes will snap to the value stored in the group as soon as the group value rises 
above 0. 

¶ Snap at full ï Attributes will snap to the value stored in the group when the group value reaches 100%. 

This setting can be overridden on a per group record basis. 

Include Running Effects when Recording Submasters  

Factory Default: On ï Similar to including running effects in cues, with this option set running effects will be 
included with submasters (groups) when recorded.  This setting can be overridden on a per group record basis. 

Auto A ssi gn Next Available S hortcut  

Factory Default: On ï If checked, the apply shortcut field will be populated automatically with the next free 
shortcut when recording a new channel group. 

Auto Assign Next Available S ubmas ter  

Factory Default: Off - If checked, the submaster field will be populated automatically with the next free 
submaster when recording a new channel group. 
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Default Group Release  

A NEO console only option. 

Allow S har ed S ubmasters  

Factory Default: Off - By default a submaster can only control a single element within the software. If you try to 
assign a submaster to more than one control element an error will be reported. Turning this option on will allow 
a submaster to control multiple elements.  

Apply Channe l Gro up Shortcuts /Palettes  to Selection O nly  

Factory Default: On - When set, channel groups and palettes will only apply to the channels currently selected. If 
this option is turned off, then all channels recorded in a group or palette will be affected whether selected or not. 
This option is available also in the ñPalettesò menu in the Channel Display. 
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Partitions  

A partition is a special type of group that can define a list of channels to be operated on exclusively while all 
other channels are blocked. For more information on defining and using partitions, see section 6.4.  

 

Active Partition  

If partitions have been created, clicking on the arrow will show a list from which you can choose or change the 
active partition. At a minimum, only the channels defined in the partition may be selected and manually 
controlled. Further restrictions may be set using the switches below. 

Playback Partitioni ng  

Factory Default: Off ï If set, restricts cues run in a playback to affect only those channels defined by the active 
partition. 

Display only Partitioned Channels  

Factory Default: Off ï If set, removes all channels not defined by the active partition from the Channel Display. 
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Other  

 

Default Filter Library  

Color filters (gels) are available from a number of suppliers.  Use this option to choose the filter manufacturer 
used in commands. 

Run Shortcut on Startup  

Default: None ï A shortcut that performs some action (such as initializing fixtures) can be triggered when 
LightFactory is started.  Use this option to specify the shortcut to be triggered. 

Run Shortcut on Shutdown  

Default: None ï A shortcut that performs some action (such as resetting fixtures) can be triggered when 
LightFactory is shut down (exited).  Use this option to specify the shortcut to be triggered. 

Console Shortcut Page  

A NEO console only option. 

Lock Code  

LightFactory can be locked to prevent accidental changes while unattended.  Use this option to enter a 
(numeric) code that would need to be entered to unlock the software. An image file can be chosen that will be 
displayed when the system is locked. 

Override Takes Precedence over HTP  

Factory Default: On ï Normally, override behavior will not apply to HTP channels if the override value is less 
than the HTP value.  With this option set, the LTP value will take priority over the HTP value. 
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Donõt Record Parked Channels  

Factory Default: On ï Typically, channels are parked expressly to exclude them from being recorded into cues.  
An example would be the house lights being on while cues are being recorded but they would be off when 
running the show in a performance. However, you can set this option off if you really want to record parked 
channels.  An example would be a dimmer parked at full to provide constant power.  

Trim Heig ht  

Here you can enter a value in either meters or feet that represents the height of moving fixtures above the 
stage. This value is used along with a special position palette to calculate relative offsets when positioning 
moving lights. See section 6.4 for more information. 
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Network Access  Tab  

 

Telnet & Remote Device Access  

 

Enable Telnet Command Line Interface (Remote Device Access) 

Factory default: On - To access the command interface remotely from any computer or Wi-Fi device on the 
network, enable the telnet interface. Once checked you can connect to LightFactory through port number 3100 
or user-specified port. 

If you do not see the characters you type in your telnet client, enable the ñEcho Telnet Charactersò option. Use 
the ñTelnet & UDP Port Numberò edit box to set the IP port number that the software will bind to.  

Note: The Telnet interface must be enabled to use any of the remote applications (e.g. 
LFRemote for iPad) with LightFactory. 

 

 ñEnable Discovery by Remote Systemsò will cause LightFactory to broadcast a message onto the network at 
regular intervals so that the system can be discovered automatically without needing to know the IP address. 
The default for this option is On. 

LightFactory can also receive commands via a direct UDP message. Unlike the Telnet interface the UDP 
system is connectionless and no acknowledgement of the message is sent back to the sender. Turn on ñEnable 
Receiving UDP Based Commandsò to allow LightFactory to listen for commands via UDP messages. 
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By default, LightFactory will use TCP to transfer large amounts of data such as show files and remote apps 
between systems.  This service may be disabled by setting the ñEnable TCP bulk transfersò switch to Off. 

Remote Commands are Separate User ï Factory default: On - When this option is on it means that any 
commands that are sent will run as if they are an external user. Selecting channels for example will not show as 
selected on screen. Any changes to levels or attributes will show as green indicating they have come from a 
remote. Releasing channels on the system will not release channels that are controlled by the remote. They 
must either be released by the remote or using the ñRelease All Controlò option. If this is tuned off then all 
commands will operate as if they are typed locally on the system. 

Send Cue Execution Messages to Telnet Clients - With this option set (default), connected telnet clients will 
receive a message each time a cue is executed. 

Broadcast Channel Data ï Default: Off. When enabled, LightFactory will broadcast the state of channels which 
can be received by a remote application.  

Enable SNMP Event Messages - LightFactory can send ñSimple Network Management Protocolò messages to 
another system thatôs monitoring network activity.   If you select this option, you need to supply the IP address of 
the SNMP host. 

Enable Remote Viewing (RDP) & Shared Monitor - NEO console only options. 

Enable HTTP (Web) Server - LightFactory can be controlled from a web browser. Enable this option to allow a 
browser to connect. The standard HTTP port number can be changed if needed. 

Run Shortcut when Client Connects ï Specify the number of a shortcut to run when a remote client connects 
to LightFactory. This could be used to set up special conditions useful to the remote application, for example. 
Entering a 0 means no shortcut will be run when a remote application connects. 

Tracking backup settings  

A tracking backup is a second copy of the software running on a separate computer. This backup copy of the 
software mimics the 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 enabled. 

Set the option ñRun as a tracking backupò to identify the system as the backup. 

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 set ñDisable output until a failure is detectedò. This option will temporarily 
stop DMX output until the operator tells the software to 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. 
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To insure the backup system has the same show file as the master, click on the ñSynchronize Show Fileò 
button. 

To manually take control, click on either of the buttons ñStart DMX outputò or ñStart DMX output and run the 
next cueò. 

By default, the backup system will take control automatically when failures are detected in the remote system 
which is being monitored (polled) by the backup system. 
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Appearance  Tab  

Use the options in the appearance tab to define how the software looks on screen. This provides the ability to 
set up the software to your own personal look and feel. This tab is divided into three sections. Below are 
descriptions of some of the options in each section. 

Channel Display  

These settings affect the Channel Display window only. Custom colors can be chosen for several features of the 
display plus the other settings described below. 

 

Skip Over Unpatched Chann els  

With this option on the software will not draw a cell for every channel unless it is patched. Unpatched channels 
will be ignored. When turned off the unpatched channels will appear as a grey cell in the channel display.  

Return Focus to Channel Grid wh en Opening Fixture Control  

When an intelligent fixture is selected the fixture control window will appear automatically. This option 
determines if the focus is retained in the channel display or moved to the new fixture control window. 

Show Help Balloon fo r Keyboard Shortcuts  

If checked, a list of keyboard commands available for the Channel Display when the CTRL key is pressed will 
be displayed. 
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Auto Switch the Sidebar when Selecting Fixtures  

If you have chosen to display the sidebar in the channel display, it will have tabs labeled ñCurrent Playbackò and 
ñFixture Controlò.  Setting this option will cause the sidebar to switch automatically to the ñFixture Controlò tab 
when an intelligent fixture is selected.  

Show Color Block for RGB Fixtures  

By default a color-only fixture will not display an image of the fixture like other intelligent fixtures but rather a 
block representing the color set. Turn this option off to show the image instead of the color. The color will still be 
shown but in a small bar below the image. 

Show Pan and Tilt P osition within Fixtur e I ma ge  

By default LightFactory will draw a small crosshair inside the image of fixtures having pan and tilt capabilities to 
represent their position. Turn this option off to disable this feature.  Note: This only applies if the option ñShow 
Picture of Intelligent Fixturesò (see below) is set. 

Show Graphic Bar Representation of D immer  

The ñfade barò is a blue (default) bar that displays the current channel level and appears just under the text. 
Toggle this option to determine if the software displays this bar. 

Show Picture of Intelligent F ixtures  

If you have patched an intelligent fixture you can display a picture in each cell of the channel view. Toggle this 
option to turn this on or off. 

Show Picture of Basi c F ixtures  

A basic fixture is a fixture with only a single dimmer attribute. Use this option to toggle if the software will display 
a picture in each cell of the channel view. 

Make A ctive Color Proportional to Dimmer L evel  

Use this option to make the active channel colorôs intensity proportional to the current output level. When the 
channel is at full the background will be the defined active channel color. At 50% the background will be a half 
shade of the defined color. 

ML View Grouped by Fixture Type  

Normally, the ñIntelligent Lights (ML)ò view is arranged by fixture number.  Setting this option will cause the 
fixtures to be grouped by type, each separated by a banner that can be double-clicked to expand or collapse the 
type. 

ML View will show Simple Color Fixtures (RGB s) 

If you have a lot of RGB-type fixtures patched into your show, you can choose not to include them in the 
ñIntelligent Lights (ML)ò view by setting this option Off. 

Use Minimal Text in ML View  

When set to On, minimizes the column labels in the ñIntelligent Lights (ML)ò view so more columns are visible on 
screen. 

Magic Sheet Channel Text Scale  

The size of the channel number text displayed for each fixture shown on a magic sheet can be adjusted to 
make them more visible. 

Fixed Column C oun t  

If this value is set to zero, then the channel view will adjust the number of columns depending on the width of 
the window. Setting a fixed column count will automatically adjust the width of each of the cells but maintain the 
same number of columns per row.  This value can be set in the View menu of the Channel Display also. 
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Channel View  Font  

Click on the ñGrid Fontò button to set the text style used in the channel display. A sample of the font will be 
displayed beside this button. 

Reset Colors  

Click this button to restore the Channel Display colors to the factory defaults. 

Language  

 

Note: Only English available at time of release. 

 

Gen eral Grid Setting s 

Defines the background and selected row colors as well as the font of all grids other than the channel display. 
Also, a color for Scene Breaks in the Cue Lists window can be set. 
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Other Appearance Settings  

 

Use Dark Styling  

Default: On - All the windows and controls will adopt a color scheme that is dark (black, dark grey, etc.).  Dark 
styling is useful in low light situations such as control rooms. When this option is enabled, a new option labeled: 
Use Metro Style Scroll Bars appears and is enabled by default.  Metro style scroll bars are thinner than the 
traditional controls and thus take up less screen real estate. If you change this option, the software must be 
restarted to take effect. A warning message will be displayed. 

Enable Advanced Docking System  

Default Off ï When enabled, this option provides the ability to dock auxiliary windows (Cue Lists, Shortcuts, 
Palettes, etc.) on multiple monitors.  See Section 6.3, Advanced Docking System for more details. 

Note: A restart of LightFactory is required for changes to this option to take effect. 

 

Reopen  Windows on Startup  

Default On - For V2.16 and above, LightFactory has a new facility for storing and retrieving screen layouts.  
However, if you donôt use the new ñWindow Layout Managerò, you can enable this option and the current screen 
layout will be restored when LightFactory is restarted.  If you do use the layout manager and you set one of the 
layouts as default, it will override this option. 

Keep command window on top of all other windows  

By default, whatever window is active will draw itself on top of all other windows including the command 
interface. Turn this option on to make sure that the command window stays on top of all other windows 
regardless of its focus status. 
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Note: There are new layout options that allow the Command Window to be docked to the 
channel display. These may be more useful than this option.  Also note that even if this option is 
not set, the F1 key on the keyboard will always bring the Command Window to the front and set 
focus to it. 

Create a Taskbar Button for Every Window  

By default LightFactory only creates a taskbar button for the complete application.  If this option is checked, a 
button will be added to the taskbar for each LightFactory window as it is opened. 

Note: There are new layout options that allow the Command Window to be docked to the 
channel display. These may be more useful than this option.  Also note that even if this option is 
not set, the function keys on the keyboard can be used to display most of the windows needed. 

Always Dock the Patch Window to the Main Display  

Default: Off. This option when enabled and in conjunction with docking the Channel Display to the Command 
Window allows the Patch Window to overlay the Channel Display rather than opening a separate window. 

Show AB Faders in the Submaster Window  

A NEO console only option. 

Invert Flick Gestures  

A NEO console only option. 
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Visualizer  Tab  

LightFactory supports integration of visualization software packages. For more information, use one of the 
following links: 

¶ Wysiwyg ï Website 

¶ Capture - Website 

 

Enable Visualizer  

Default: Off ï Set to On to use this feature. 

Enable Live Output to Visualizer  

Default: On ï Set to Off to temporarily disable output from LightFactory. 

Accept Incoming Patch I nformation  

Use this option to enable or disable receiving patch information if the visualizer supports sending it. 

Send Fixture Selection  

With this option turned on, LightFactory will send messages to the visualizer to indicate if a fixture is selected or 
not. 

Receive Fixture Selection  

With this option turned on LightFactory will select and de-select fixtures in the channel display when they are 
selected or de-selected in the visualizer. 

http://www.cast-soft.com/
http://www.capturesweden.com/
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Enable Auto Focus Exchange  

Auto focus is the term used for transfer of fixture state between the visualizer and LightFactory. If enabled, 
changes made to the fixture in the visualizer will be transferred back to LightFactory. For example setting the 
position of the fixture in the 3D environment can be translated automatically into pan and tilt information in 
LightFactory. 

Add Snapshot of Live View to Cue Notes When Recording  

Cue Notes can be stored in cues as described in Cue List Options Menu: Notes. If you are recording cues into 
LightFactory from a visualizer, a screen shot of the live view will be added to the cue note with this option 
enabled.   
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Remote Options Tab  

LightFactory can connect to a remote database server to allow multiple users to manipulate the same show. 
Details of how to set up the database server and connect to it with LightFactory is available in the document 
titled ñLightFactory V2 Multi User Setup Guideò which is supplied with the installation kit. 

The following options can be set to control certain features of the remote connection. 

 

Remote ID  

Multiple remote connections to the master are permitted, but each connection must have a unique ID. If only 
one remote is connected, the default ID of 1 may be used. 

Network Adapter  

Use the pulldown menu to select the network adapter (by IP address) that will be used connect to the master. If 
you wish to connect to the server running in the local PC, choose the 127.0.0.1 address. 

Force Active Partition  

If the show file loaded on the master has defined partitions, the remote system can be set to restrict access to 
the channels defined in the chosen partition. 

Disable Outpu t on Remote Startup  

Default: On ï If the local PC being used as a remote also has DMX hardware attached to it, the output will be 
disabled and the message ñOutput Mutedò will be displayed at the bottom of the main window. By setting this 
option to ñOffò before connecting to the master, the DMX output will be enabled on the local system in addition to 
the master. Once connected, this option may be toggled with the ñMute Outputò button found at the top of the 
Patch window. 
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Receive Channel Updates  

Default: On ï If manual changes are made to channels on the master they will be shown on the remote(s). 

Send Channel Updates  

Default: On ï Manual changes made to channels on the remote will be reflected on the master. 

First/ Last Channel  

In lieu of or in addition to partitions, the range of channels on the master controllable by the remote can be set 
with these controls. 

Track Master Cue List  

Default: On ï Keeps the Cue List Master Playback on both systems synchronized. If Off, cue commands 
executed on the master will not be reflected on the remote. 

Send Shortcuts  

Default: On ï Shortcut commands executed on the remote will be sent to the master. 

Send Submasters  

Default: On ï Operating a submaster on the remote will be reflected on the master. 

Track Effects  

Default: On ï Synchronizes running effects on both systems. If Off, effects run on the master will not be 
reflected on the remote. 

Allow Show File Changes from Remotes  

Default: Off ï This control is active only if not connected to a remote system. If On when a connection to a 
master is established, allows the ability to load show files from the remote. 
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Media Settings  Tab  

The settings in the media tab are used globally to control the output of media playback when using the media 
effect. 

 

 

Video Output Mon itor  

Use this option to define what display on your computer to use for all video content. If you only have 1 monitor 
or you select your primary monitor then the video will play in a sizeable window. If you are using a secondary 
display, the video output will be played in full screen. 

Video Capture Device  

The video capture is used to map live video into a matrix effect and also can be used to capture an image when 
recording cues. This setting determines the device that will be used. 

Video Scaling  

LightFactory supports a number of advanced scaling routines to improve the output quality when the video size 
does not match the output size. These options can require a lot of CPU to work at full frame rate so it is always 
recommended that your video be pre rendered to the size you need. 

Width & Height  

Used to set the output size that the video will be scaled to when using the advanced scaling routines. 

Audio (Video) Output D evice  

Used to set the audio device where all video sound will be sent. 
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Use Media Codec for I nternal Timecode Clock  

When set, uses the videoôs timecode rather than LightFactoryôs internal timecode. 

Connect  Audio Output to Media Used in Matrix E ffects  

By default a matrix effect does not output any audio from the playing media. Turn this option on to connect the 
audio channels when the effect is played. 

Brightness  

The Brightness property defines the luminance intensity. 

Contrast  

The Contrast property defines the relative difference between higher and lower luminance values. 

Hue  

The Hue property defines the phase relationship, in degrees, of the chrominance components.  

Saturation  

The Saturation property defines the color intensity, in IRE units. 

Lightness  

The Lightness property varies the perception of a colorôs brightness. 

Volum e 

The volume property defines the default audio level of the playback. 
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Special Shortcuts  Tab  

Special system shortcuts are miscellaneous functions in the software that you may want to assign to a shortcut. 
Most of these functions are related to the channel view such as the options in the right click menu and at the 
bottom of the window. 

The special shortcuts also allow you to set shortcuts to open various windows. 

The attribute shortcuts also serve a dual purpose depending on the window that currently has focus. If you are 
in the channel display and have an intelligent fixture selected, then the attribute shortcuts will shift focus to the 
control appropriate for the attribute. Pressing the shortcut while in the command interface will bring up the 
appropriate word to use in the command line. 

Below is a screenshot of the Special Shortcuts tab.  Additional shortcuts not shown are available by using the 
scrollbar to the right. 
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6 Window Reference  

 ñIn theory there is no difference between theory and practice. In practice there is.ò  Yogi Berra 

This section is divided by the various windows in LightFactory. To find information about a particular section of 
the software start by identifying the window you are currently in. The window you are in may have been opened 
from a parent window. Start with the top most window to jump to the appropriate section.  

For example the ñTrack Sheetò is found in the options menu of the Cue List window. To find more information 
about the track sheet, start by going to the section for the cue list window and scroll to the section covering the 
ñOptionsò menu.  

Each major window is described in its own section as listed below: 

Á 6.1 - Command Interface 
Á 6.2 - Patch 
Á 6.3 - Channel Display 
Á 6.4 ï Groups (Specific Palettes) Editor 
Á 6.5 ï Palette Windows 
Á 6.6 - Cue List Editor 
Á 6.7 - Cue Playbacks 
Á 6.8 - FX List Editor 
Á 6.9 - FX Playbacks 
Á 6.10 - Macro Editor 
Á 6.11 - Shortcuts 
Á 6.12 ï Submasters 
Á 6.13 ï DMX View 
Á 6.14 ï More Menu 

  

Chapter  

6 
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6.1 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 the other features in the software such as the cue lists or effects editor.  

 

 

 

The command window can be attached to the bottom task bar of your windows environment to make it easy to 
access regardless of how other windows are arranged. Select ñAttach to task barò in the ñOptionsò popup menu 
to activate this option. When the software is restarted it will remember the setting and always run attached or 
detached from the task bar. 

Clicking on the LightFactory 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 ñAttach to task barò option you can create a thin 
window at the bottom of the screen for easy access. 

 

 

Note: There are new layout and docking options available for the command window and the 
channel display.  See section 6.3 for more information on these options. 

 

  

Icon used to turn on or off the command history 

Command History 
Panel 

Command Line Edit Box 
Command Line Target 
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Command Window Features  

 

Command History Options  

Right clicking in the command history panel will pop up the options menu as shown below: 

 

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

Copy command history to the windows clipboard ï 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 using and this menu item 
will simplify this task. Once copied to the clipboard you can paste it directly into an email. 

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

Grand Master & DBO Button  

The Grand Master (GM1) slider on the right-hand side of the window provides overall control of all fixture 
intensity levels.  The DBO (Dead Black Out) button will toggle the Grand Master between 0 and the last level 
set. 

Command Line Edit Box  

This is where text commands are entered.  The allowable commands are documented in Chapter 7 ï 
Command Reference.  An option in the System Settings tab of the System Properties window will enable 
context-sensitive help to be displayed as commands are entered.  Also commands may be recalled from the 
history panel for repeat operations.  Commands are executed by using the <ENTER> key on the keyboard. 

Command  Line  Target  

This box indicates which function will receive commands when entered (Live, Blind, Patch or Group). This box 
also displays the current cue in Live or Blind mode. This is also a clickable button which toggles the Command 
Line Edit Box between normal text entry mode and Keyboard Shortcuts. When in shortcuts mode, the legend 
ñConsole Keysò will appear on the right side of the Command Line Edit Box as shown below: 
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A list of keyboard shortcuts can be found in Chapter 7 ï Command Reference. 

Master Fade Time  

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

Note: The master fade time applies to manual level changes only.  This value will be overridden 
by cue and effects controls when running a show. 

Page  Controls  

The Shortcut, Submaster and Playback Page spin boxes control which page will be displayed when the 
respective windows are shown.  See sections 6.11 - Shortcuts , 6.12 - Submasters & 6.7 ï Cue Playbacks 
for details of these windows. 

Window Display Buttons  

The bottom row of buttons can be used to display the other LightFactory windows and menus.  Note that some 
windows can be displayed by using the Function keys (F1-F12) along the top of the keyboard and are so 
indicated in the buttonôs legend. The ñ^ò character indicates using the <SHIFT> key with the function key. The 
remainder of this chapter describes the features of each window. 

Note: The features and settings available by clicking the ñOptionsò button in the lower left corner 
are described in Chapter 4 ï Options and Chapter 5 ï System Properties. 

 

  

file://///BCG-LAPTOP/Users/Bruce/Theatre%20Tech/LF/LF%20Doc%20Project/V2_21/LightFactory_User_Guide_221A.docx%23Commands
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6. 2 Pat ch  

To patch dimmers or intelligent fixtures to channels, open the patch window by clicking the Patch button on the 
command window or pressing F7 on your keyboard. 

Note: An option under the Appearance tab of System Properties allows the Patch Window to be 
docked to the Main Window rather than opening a separate window. 

The ñPatchò display is divided into three panes: 

Patch Detail ï Left side of the window. This shows all of the channels (fixtures) and how they are currently 
patched. 

DMX Outputs ï Upper right side of the window.  This shows the status (patched or unpatched) of all DMX 
addresses (by universe). 

Fixtures ï Lower right side of the window.  Contains a list of the fixtures that can be patched. The list is 
alphabetical by manufacturer and can be expanded to list the available models from each. 

The patch display is highly customizable.  The relative sizes of the left and right sides can be adjusted by 
moving the divider between them as well as the relative sizes of the DMX Outputs and Fixtures panes on the 
right side.  The Patch Detail pane can display a selectable list of columns which can be resized and repositioned 
within the pane. In addition, there is a search bar that can be displayed or hidden at the bottom of the Patch 
Detail pane.  The following screen shot shows an example of a customized patch window.  The arrangement of 
the patch window will be remembered and restored each time LightFactory is started. 

 

When working in the Patch Detail or Fixture List panes, the standard keyboard navigation keys (arrow keys, 
PGUP, PGDN, HOME, END) may be used to position the display to the desired location. 
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When LightFactory is started for the first time or when a new show is created, all channels will be either patched 
1 to 1 or blank (user option).  

Patchi ng Standard Dimmers  

 

By default the ñStandard Dimmerò fixture is selected. Standard dimmers use only one address to control the 
circuit for a luminaire. 

To associate the dimmer (address) with a channel (Drag & Drop Method): 

1. In the ñDMX Outputsò pane, click on the desired address and hold the left mouse button down. 

2. Drag the mouse over to the ñPatch Addressò column of the control (fixture #) to assign and release. 
When you release the mouse, the address will be patched to the control and appear in the ñPatch 
Addressò column. Also, the ñFixture Make/Modelò column will be populated with ñStandard Dimmerò. 
By default, assigning new DMX outputs to a control channel will replace any already assigned and 
those outputs will become ñunpatchedò. Thereôs an option labeled ñReplace dimmers when drag and 
drop patchingò, which when unchecked will allow multiple dimmers to be patched to a single channel 
or allow the assignment of a single address to multiple channels. 

Multiple dimmers can be patched to a single channel also by clicking in the ñPatch Addressò field and entering a 
list of addresses separated by commas (,) and/or a range of addresses separated by a slash (/). 

Note: Multiple dimmers connected to a channel will output the same value dependent on the 
channel value and the channel profile curve. This can be modified on a per dimmer basis. See 
ñEdit Dimmer Profilesò in the Options Menu section below for more information. 

Also you can patch multiple dimmers at one time (consecutively) by changing the quantity (Qty) value at the top 
of the ñFixturesò pane. If more than one dimmer is patched then additional dimmers will occupy the channels 
following the first one you drag the patch to. 
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Patching Intelligent Fixtures  

 

Intelligent fixtures use more than one DMX address to control various aspects or attributes of the luminaire. A 
channel can be patched to only one intelligent fixture at a time and can be identified by the name of the fixture in 
the ñFixture Make/Modelò column. 

To patch an intelligent fixture to a channel (Drag & Drop Method): 

1. Select the desired luminaire from the tree view under the title ñFixturesò. 

Note: All of the fixtures are grouped under the brand name and can be accessed by clicking on 
the small arrow to the left of the brand name. The brand will then be expanded showing all of the 
models available. 

2. Click on the fixture model you want to patch and you will see a picture of it on the right. 

3. Move the mouse over the ñDMX Outputsò pane of the window and click on the address where the 
fixture starts and, while holding the mouse button down, drag it over to the ñPatch Addressò column 
of the control (fixture #) to assign and release. When you release the mouse, the address range will be 
patched to the control and the starting address appear in the ñPatch Addressò column. Also, the 
ñFixture Make/Modelò column will be populated with the relevant information. 

 

Note: When intelligent fixtures are selected, the block of addresses it needs will be highlighted 
to show the number of addresses that the fixture uses. 

You can patch multiple intelligent fixtures at one time (consecutively) by changing the quantity (Qty) value at the 
top of the ñFixturesò pane. If more than one fixture is patched, then additional fixtures will occupy the channels 
following the first one you drag the patch to. 

As additional fixture models are selected, they are added to the pulldown list at the top of the ñFixturesò pane. 

 

This list will contain all the fixture types patched into the show to date and provides an easy way to select them if 
needed to add more of a particular fixture type to the patch. 
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Command Line Patching  

There is an alternative method of patching thatôs available if the Patch Window is docked to the Main Window 
as described in Chapter 5 ï System Properties. Below is an example of the docked Patch Window: 

  

To patch channels/fixtures (Command Line Method): 

1. Select the desired fixture (including óStandard Dimmerô) and quantity as described above. 

2. Under the picture of the selected fixture is a switch with two positions which determine the order in 
which the command is entered. The default is ñChannel @ Outputò but can be set to ñOutput @ 
Channelò. The examples below assume the default. 

3. Click on the Command Line Entry box and enter the desired channel/address mapping. The syntax of 
the command (assuming the default setting of the switch in 2 above) is: 

{channel list} @ {address list} 

A list can use a combination of commas to separate individual values and slashes to indicate an 
inclusive range of values. 

Example: ñ2 @ 15 <Enter>ò would patch DMX address 15 to channel 2. 

Example: ñ1/4 @ 13, 15/17 <Enter>ò would patch DMX address 13 to channel 1 and addresses 15 
through 17 to channels 2 through 4. 

Entering ñ{channel list} @ <Enter>ò with no address list will clear the patch from the listed channels. 
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Adding Other Information  

The Patch Detail pane allows more information about the patch to be stored. Some of the fields directly 
influence the output of the channel while other are used for reference to help program your show. 

Note: The following lists all the columns that could be displayed in the default order.  The 
columns that are visible, their widths and their positions in the grid are customizable by the user. 

P/T Adjust  

These options give you the ability to reverse the operation of the pan and tilt control of moving lights. If you find 
that a moving light has been hung in reverse to the logical movement of the light then you can correct it without 
having to physically change the position of the light. Use the drop down combo to select the adjustment you 
want. 

Flip Pan ï The pan function of the fixture will be reversed 

Flip Tilt ï The tilt function of the fixture will be reversed 

Flip Pan & Tilt ï The pan & tilt function of the fixture will be reversed 

Swap Pan & Tilt ï The pan function will operate tilt and the tilt will operate pan. 

Profile  

Use the drop down combo box to select the default profile for the channel. See Edit Profiles below for more 
information about this option. 

Defaults  

When a fixture is patched, the default values of its attributes are determined by the values read in from the 
fixture library. This field allows you to change the standard defaults on a fixture by fixture basis. The following 
screenshots show an example of changing the defaults for a patched fixture. To see the list of attributes and 
their current values, click on the Defaults box of the desired fixture: 
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Next, click on the attribute value (right hand column) whose default you wish to change. For this example, the 
default position will be set by clicking on either the value of Pan or Tilt. To help you set the correct default 
value(s), any Groups or Palettes stored in the show file will be displayed as shown below: 

 

Since in this example weôre setting the default position, select the Position tab to display palettes that have 
position information and click on the desired default, such as ñUS Specialò. The resulting values for Pan & Tilt 
are shown below: 

 














































































































































































































































































































































































































































































