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LIGHTFACTORY SOFTWARE LICENCE AGREEMENT 

These terms and conditions ( Licence ) form a legally binding agreement 

between you ( Licensee ) and Dream Solutions Limited ( DSL ) of 18  
Ascot  Way,  Orewa , Auckland  Region , New Zealand.  

The Licensee will be permitted to use the LightFactory software, 
encompassing all applications and databases ( Software ) only by 

accepting the terms of this Licence. Clicking on the ñI Agreeò button will 
constitute acceptance of the terms of this Licence. If you are not willing  
to enter into this Licence, the ñCancelò button should be clicked, and 
you must not install or otherwise download the Software.  

Where the Licensee is not an individual then the agreement of the 

person accepting the terms of this Licence shall be deemed to  be 
acceptance by the Licensee.  

1.  Intellectual Property  

1.1  The Licensee acknowledges and agrees that all intellectual property 

rights, including copyright, relating to the Software are the sole 

property of DSL.  

1.2  The Licensee acknowledges and agrees t hat all source code and 

form definitions relating to the Software are the sole property of 

DSL and may not be modified in any way.  

1.3  The Licensee acknowledges and agrees that all enhancements, 

modifications or customisations, including associated source code 

and form definitions, made by or on behalf of the Licensee and 

relating to the Software, vest on creation in and are the sole 

property of DSL.  

1.4  Subject to clause 2.2, the Licensee does not obtain, either under 

this Licence or by reason of use of th e Software, any right to copy 

the Software, or any right to use the Software after the Licence has 

terminated.  

2.  Licence  

2.1  The Licensee is granted a non -exclusive, non - transferable, non -

sublicensable licence to install and use the Software for the 

Licensee's own internal business purposes, provided that the 

Licensee pays the charges for the Licence (as published at 
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http://www. lifact.com/prod_pricing.html).  

2.2  The Licensee is permitted to make one copy of the Software for 

backup purposes only.  

2.3  The Licensee will during the continuance of the Licence:  

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

will not resell, rent, sub - license or otherwise make the 

Software available to any person or entity;  

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

copy, decompile, adapt, modify or reverse engineer the 

Software or allow it to be copied, decompi led, adapted, 

modified or reverse engineered by any third party, or modify 

the source code or form definitions in any way;  

2.3.3  not remove or alter any copyright or other proprietary notice 

contained in the Software;  

2.3.4  effect and maintain adequate sec urity measures to safeguard 

the Software from access or use by any unauthorised person; 

and  

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

effective possession and control.  

3.  Assignment  

3.1  The Licensee may not transfer the benefit of  this Licence or the 

Software to any person or entity without the prior written consent 

of DSL. DSL may assign or transfer this Licence without the 

Licensee's consent.  

4.  Warranty  

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

and c are it will operate in accordance with the functional 

specifications (published at http://www.lifact.com/prod_spec.html). 

This warranty is valid for a period of ninety (90) days from the date 

of purchase.  

4.2  The warranty in clause 4.1 is void if the Licen see is in breach of 
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any term of this Licence, or if failure of or defect in the Software 

has resulted from accident, abuse, misapplication, abnormal use or 

use other than in accordance with the specifications outlined on the 

website (http://www.lifact.com/ prod_spec.html).  

4.3  If a significant defect in the Software is found in the ninety (90) 

day warranty period, the Licensee may return the Software for a 

refund on giving written notice to DSL. The Licensee is not entitled 

to any updates, patches, fixes or upgrades in respect of the 

Software unless DSL in its absolute discretion otherwise agrees. 

DSL may in its discretion provide limited email and telephone 

support in respect of the Software but, following the 90 day 

warranty period, reserves the right to ch arge the Licensee for the 

provision of support.  

4.4  Subject to clause 4.1, all conditions, warranties, terms, 

representations and undertakings, whether express or implied, 

statutory or otherwise, in respect of the Software are hereby 

excluded to the extent  permitted by law.  In particular, but without 

limitation, DSL disclaims, to the greatest extent permissible by law, 

any warranty or representation, either express or implied, of the 

Software's performance, non - infringement or fitness for a 

particular purp ose or process.  

5.  Limitation of Liability  

5.1  To the extent permissible by law, in no event will DSL be liable to 

the Licensee for any direct, special, incidental, indirect or 

consequential loss, damage, cost or expense suffered or incurred 

by the License e or any third party in connection with the Software.  

5.2  The entire liability of DSL in connection with the Software will not 

exceed the price paid by the Licensee for the Software.  

6.  Term and Termination  

6.1  This Licence will remain in effect until terminated.  

6.2  DSL may terminate this Licence on ninety (90) days' written notice 

to the Licensee or immediately if the Licensee fails to comply with 

any term of this Licence.  
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6.3  Upon termination by DSL, the Licensee will be required to return 

the Softw are to DSL and confirm in writing that no copies of the 

Software have been made and retained.  

6.4  The provisions of clauses 4, 5, 7 and 8 of this agreement shall 

survive termination of this Licence for whatever reason.  

7.  Governing Law  

7.1  This Licence sha ll be governed by the laws of New Zealand and is 

subject to the exclusive jurisdiction of the Courts of New Zealand.  

8.  Miscellaneous  

8.1  This Licence records the entire understanding and agreement 

between the Licensee and DSL. This Licence supersedes all 

previous understandings or agreements (whether written, oral or 

both) between the Licensee and DSL.  

8.2  DSL reserves the right to amend the terms of this Licence on sixty 

(60) days' written notice, posted on DSL's website. Continued use 

of the Software by the Licensee following the sixty (60) day notice 

period will constitute acceptance of the amended terms of the 

Licence, and the provisions of this Licence will be deemed to be 

altered accordingly.  

8.3  Any waiver by DSL of its rights or remedies under this Licence will 

be effective only if it is recorded in writing and signed by DSL. If 

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

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

breach of that provision. No waiver of any breach, or failure to 

enforce any provision, of this Licence at any time by DSL will in any 

way affect limit or waive DSL's right to subsequently require strict 

compliance with this agreement.  

8.4  If the Licensee has any dispute with DSL in connecti on with this 

Licence or the Software, it must give written notice to DSL and 

may submit the dispute for mediation by a single mediator 

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

Law Society. In the event of any submission to mediation :  
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8.4.1 the mediator will not be acting as an expert or as an 

arbitrator;  

8.4.2 the mediator will determine the procedure and timetable for 

the mediation; and  

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

8.5  The Licensee agrees that it w ill not issue any legal proceedings 

against DSL relating to any dispute, unless the Licensee has first 

taken all reasonable steps to comply with clause 8.4. Nothing in 

this Licence will prevent DSL from taking any steps it deems in its 

sole discretion nece ssary or desirable to protect its intellectual 

property rights or otherwise to enforce any of its rights under this 

Licence.  

8.6  If any provision of this Licence is or becomes invalid or 

unenforceable, that provision will be deemed deleted from this 

Licence. The invalidity of unenforceability of that provision will not 

affect the other provisions of this Licence, all of which will remain 

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

any modifications made necessary by the deletio n of the invalid or 

unenforceable provision.  
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Overview  

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

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

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

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

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

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

LightFactory uses the standard DMX 512 protocol to communicate 
with the equipment it controls. DMX is connected to the 
LightFactory software via either a USB-DMX connection (See 
ñUSBò on page 32 for more about USB) or Ethernet to DMX 
converters. 
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Developed by the Engineering Commission of USITT, the standard 
started in 1986, with subsequent revisions in 1990 leading to USITT 
DMX512/1990. In 1998 ESTA began a revision process to develop 
the standard as an ANSI standard, including a Public Review 
process. The revised standard, known officially as "Entertainment 
Technology ð USITT DMX512ïA ð Asynchronous Serial Digital 
Data Transmission Standard for Controlling Lighting Equipment and 
Accessories", was approved by ANSI in November 2004. This 
current standard is also known as "E1.11, USITT DMX512ïA", or 
just "DMX512-A", and is maintained by ESTA. 

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

RDM  

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

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

Dimmers  

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

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

Basic dimmers come as units known as Dimmer Packs, usually 
made up of 4 to 24 dimmers per pack. 
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For example, a 12-pack consists of 12 dimmers. Each dimmer is a 
physical plug on that 12-pack, each of which operates 
independently of the other 11. 

 

DMX  Value  

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

DMX  Universe  

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

Channels  (Logical /desk  channels  or Fixtures ) 

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

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

Dimmer Patching  

Dimmer patching is the patching of dimmers into channels. This 
allows a single channel to control any number of dimmers. 
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In LightFactory, this is achieved via the ñDimmer Patchingò window. 
See ñDimmer Patchingò on page 270 to learn how to use this 
feature. 

 

 

 

 

 

 

 

 

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

See ñIntelligent Fixturesò on page 18 for further information about 
intelligent fixtures. 

Channel Profile  

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

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

To learn how to use the Channel Profiles, see ñEdit Profilesò on 
page 284Error! Bookmark not defined. 

Channel  Dimmer 
1  1 
2  2 
3  3 
4  4 
5  5 
6  6 
7  7 
8  8 
9  9 

10  10 
   

   
   
   

Figure 1: Patching - Multiple Dimmers  per Channel 
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Figure 2: Default Channel Profile 

 
Figure 3: Inverse cosine profile 

Conventional fixtures  

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

Examples of conventional fixtures are: 

TStandard luminairesT ï profiles, fresnels, etc 

TEffects EquipmentT ï smoke/fog machines, bubble machines, mirror 
balls etc 
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Intelligent Fixtures  

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

Fixt ure Attributes  

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

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

T8-bitT ï has 255 settings, zero to 255 for the property 

T16-bitT ï has 65535 (255 x 255) settings, zero to 65535 for the 
property 

LightFactoryôs Fixture Library stores attribute information about your 
fixtures. The library is divided into fixture brands. This helps to 
organise the wide range of fixtures that are available into 
manageable groups.  

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

TAttributeT TDescriptionT 

Colour wheel (colour 
changer, colour scroller) 

A wheel-shaped device containing 
circles of coloured media (gels) that 
attaches to a luminaire in order to 
create a coloured beam of light. 

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

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

Pan Horizontal movement of a lighting 
fixture 
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Tilt Vertical movement of a lighting 
fixture 

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

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

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

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

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

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

Edge Controls the hardness or softness 
of the beam edge. 

Focus Adjusts the beam so that the light is 
concentrated on the focal point 
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Diffusion Created using a filter, diffusion is 
the scattering of light. 

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

Table 1: Intelligent Fixture Properties 

LightFactory Concepts  

Channel Groups  

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

In LightFactory channel groups serve several functions: 

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

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

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

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

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

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

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

Note:  The behaviour is not used when the 

channel group in included inside a cue.  

TOverride (LTP)T ï Also known as ñLatest Takes Precedenceò. This is 
the default behaviour of channel groups. This behaviour will apply 
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the channel levels set in the group to output channels and take over 
control of that channel. As soon as something else sets the channel 
value the group value will get overridden. Likewise as soon as the 
group value changes it will override the existing values set in the 
channel. Override will not apply to HTP channels if the override 
value is less that the set HTP value. You can turn this behaviour off 
by setting the ñOverride takes precedence over HTPò option in the 
system properties, show defaults tab. 

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

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

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

TIndependent ï Channels in an ñIndependentò group will override all 
other requests to modify the channel value. As soon as the group 
level is above 0, channels within this group will be controlled by the 
group values.  

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

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

Submasters and Shortcuts  

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

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

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

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

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

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

 

 

Figure 4: Command Interface: Submasters and Shortcuts 

Cue List  

A cue list is a series of cues that define how the lighting is set 
during the various parts of a performance. These are sometimes 
called a ñcue stackò or ñcue sheetò. On some systems that only 
allow a single cue list this may be simply called the ñShowò. 

TExampleT: A band is performing a song in a concert. Rather than 
having simple lighting that does not change for the duration of the 
song, cues can be set up to change the lighting as the song 
progresses. As each ñcueò in the song is reached, the lighting can 
be easily set for that part of the song by activating the relevant cue. 

Shows and cues are set up and managed via the ñCue List Editorò. 
See ñCue List Editorò on page 210 to learn how. 

Shortcuts Submasters 
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Cue List õs  

To easily manage and organise of a large number of cues for a 
production, LightFactory enables cues to be grouped into ñCue 
Listôsò. 

TExampleT: A concert contains 10 songs, all of which have different 
lighting. By creating a ñCue Listò for each song, the cues for each 
song can be easily identified and kept separate. 

Cue Playbacks  

The Cue List Editor is used for setting up and managing cue lists 
and cues. When it comes to running a show, the ñCue Playbacksò 
(previously called Show Runner in version 1 of LightFactory) 
window can be used. The Cue PLayback window is a simple screen 
that enables cue lists to be set up in the desired order, defining the 
starting cue for each. 

As the show progresses, the lighting technician simply presses the 
ñGoò button for each cue list group to activate each cue. The display 
shows the current cue and the next cue so that the technician can 
see progress during the show. 

To learn how to use show runners, see ñCue Playbacksò on page 
288. 

Cues  

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

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

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

Cues can be sub-grouped into ñCue Listsò, enabling them to be 
easily identified and managed. See also: ñCue Listôsò on page 23. 
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Cue Number  

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

Cue Trigger  

A cueôs trigger defines the circumstances that cause a cue to 
become active. There are four types of trigger: 

TCueT ï he user must physically press a ñCue Goò button either in a 
show runner or on the show editor window. 

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

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

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

TTimecode ï TThe cue will trigger when the specified timecode is 
reached. If the timecode has already passed when this cue is 
reached, the software will trigger the cue immediately. Enter the 
timecode value into the field provided. 

Cue Channels  

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

Cue Effects  

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

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

Cue Channel Groups  

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

Tracking  (Intelligent Cue Execution ) 

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

Hybrid Mode 

In hybrid mode all active channels are recorded into the cue. An 
active channel is any channel currently ñonò. If a channel was on in 
a previous cue and not recorded into the next cue it will be turned 
off when the cue runs. All other attributes (pan, tilt, colour etc) will 
not change until a new cue instructs them to change.  

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

Full Tracking Mode 

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

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

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

Blocking  

Blocking is an override of the tracking behaviour for a cue or a 
channel. A channel that is ñBlockedò will always apply the values set 
regardless of the previous cue state. Blocking is most commonly 
applied to an entire cue to create a known or fixed lighting state in 
the show. The first cue should always be blocked and in 
LightFactory this will be done automatically for you. 

Tracking Recording Options  

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

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

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

Effects  

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

The LightFactory Effects Editor allows effects to be easily created, 
tested, and adjusted using the intuitive graphical interface. Effects 
can be run from inside shows via cues (see ñCuesò on page 23) or 
by using Effect Playbacks (see ñEffect ò on page 27). 

For more about effects, see ñEffects Editorò on page 240. 
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To facilitate the management of large numbers of effects, effects 
can be given simple labels that describe what the effect does. 
Whenever you need to find or select an effect within LightFactory 
you can use the filters to narrow down the list. 

Effect Types  

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

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

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

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

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

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

Effect Playbacks  

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

Exclusive groups  

To ensure that only one effect operates within a specified group, 
exclusive groups can be created. We may have a number of effects 
for the same group of lights where it makes no sense to run any 



LightFactory V2  Concepts  

A Guide for Users  LightFactory Concepts  

28  © 2004 - 2011 Dream Solutions Ltd 

 

more than one effect at a time. If we did, the effects would conflict 
and cause undesirable results. 

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

Command Interface  

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

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

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

Command History  

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

Telnet  Interface  

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

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

Palettes  

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

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

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

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

Shortcuts  

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

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

Mouse Scroll Wheel  

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

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

Drag -and -Drop  

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

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

Right -click pop -up Menus  

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

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

Screen Real Estate  

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

The individual features of LightFactory are in their own separate 
windows and can be arranged / resized on the computer screen 
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according to an individual technicianôs preference. LightFactory will 
remember for next time. 

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

Window Docking  

Some windows in LightFactory can 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. 

MIDI  

TMTusical TITnstrument TDTigital TITnterface, an industry-standard interface 
used on electronic musical keyboards and PCs for computer control 
of musical instruments and devices. 

SMPTE  

TSTociety of TMTotion TPTicture and TTTelevision TETngineers 

SQL Server  

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

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

LightFactoryôs SQL Server database has built-in backup and restore 
features to safeguard you against data loss. 

Timecode  

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

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

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

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

Ethernet  

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

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

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

Installation Pre -requisites  

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

> 1GHz processor 

Minimum 1Gb Ram 

300Mb of free hard drive space 

Minimum 1024 x 768 video display 

Windows XP, Vista, or Windows 7 Operating system 

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

To produce DMX output from LightFactory you must have installed 
some form of DMX hardware. See ñInstalling DMX hardwareò (Page 
47) for more information on this topic. 

Installation Procedure  

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

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

Downloading LightFactory  

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

Alternatively you can go directly to this page by visiting;  
 

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

To install LightFactory: 

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

 

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

  

3. Click on the ñTNextTò button to begin the setup procedure. 
The TLicense Agreement window appears: 
 

  

Please read this license agreement carefully (A copy of this can 
be found at the front of this user guide) before continuing with 
the installation. 
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4. If you accept the License Agreement, click on the ñI Agreeò 
button. If you do not accept the terms of the agreement, click 
ñCancelñ. This will abort the installation. 
 
Result: The TSelect Installation FolderT window will be displayed. 

  

5. Accept the default destination folder (recommended), or click 
the ñTBrowseéTñ button to browse for a replacement folder. 
When you are satisfied with the displayed folder, click ñTNextTò to 
continue. 
 
Result: The ñStart Menu Folderò window appears. 

 

6. Accept the default destination start menu folder, or type the 
name of the folder you want to use. When you are satisfied with 
the start menu folder, click ñTInstallTò to begin the install process. 
 
Result: The ñTCopying FilesTñ window appears and the wizard will 
begin installing LightFactory. 
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Note: During the installation process the software will attempt to 
pre-install drivers for some of the DMX hardware options. 

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

  

8. Once complete click on the ñNextò button to finish the install 
process. 

Result: The ñInstallation Completeò window will appear. 
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9. Click ñCloseTò to close the window to finish this installation 
process. 
 

Starting LightFactory  

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

From the Windows TStartT menu: Select the TLightFactory V2 item. 

From your desktop: Double-click on the TLightFactory V2 icon 

Result: The LightFactory splash screen will appear and the software 
will begin to load.   
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TNote:  The first time the software runs it will 

take slightly longer to start -up. This is because it 

must create the database that is used for saving 

show  information.  

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

  

Figure 5: Unregistered System Screen 

 

If you wish to use the software unregistered (Software will function 
normally but no DMX output will occur) click on the ñContinueò 
button or press enter on the keyboard. 

To purchase the software on-line or find a local reseller of the 
software click on the ñPurchaseò button provided. You must be 
connected to the Internet as this will open your default web browser 
and redirect you to the LightFactory web site.  

To enter a valid registration code received with purchase of the 
software click on the ñRegisterò button. The following window will 
allow you to enter these details into the software. 

 

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

Enter your registration details and click on the ñOKò button to 
continue loading the software. A dialog will inform you if incorrect 
details have been entered and allow three attempts to correct the 
mistake before returning you to the previous window. 

Click on the ñCancelò button at any time to abort this process. 
Registration details can also be entered through the System 
Properties in the File menu once the software has started. 

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

For information about the ñHireò button and how you can rent a time 
limited registration see Hire Software Online section (Page 48). 

After the software has loaded, the main window (Command 
Interface) will open. You are now ready to use the software. See the 
ñQuick Startò section (Page 64) to begin finding your way around 
the software. 
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Registration  & Licensing  

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

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

Click on the ñRegistrationò tab to display the current registration 
details. 

UniKey License Dongle  

LightFactory licenses can be purchases as a hardware USB token 
called the UniKey Dongle. This is a small USB device that acts as a 
security token for the software. If you purchased LightFactory in this 
way you will need to have the UniKey dongle plugged into the 
computer whenever you are running LightFactory.  

 

 

Figure 5: Command Interface 
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Figure 8: Properties Window - Registration Page 

 

At any stage you can access the LightFactory web site by clicking 
on the ñPurchase LightFactory Onlineò. You must be connected to 
the internet for this to work as this operation will open your web 
browser on your system. 

To add or change the registration code on your system enter it into 
the box provided below the serial number. Click on the apply button 
to check that the code entered is correct. If at any time you make a 
mistake and want to retrieve the previous code click on the ñCancelò 
button at the bottom of the window and then re-open the system 
properties. Changes to the registration code will only be tested and 
saved when the ñApplyò or ñOKò button is pressed. 
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When the software is registered a green tick will appear on the 
picture in the top left of this window. 

  

Unregistered Registered 

Registration of the software is based on the ñSerial Numberò and 
the ñRegistration Codeò. When you are supplied with a registration 
code you will also have printed with it the matching serial number. If 
your registration code does not work check that the serial number 
on screen is the same as the one printed with your registration 
code.  

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

  

License Codes  

If you received a ñLicense Codeò when you purchased the software 
it will need to be converted into a ñRegistration Codeò to unlock the 
software. A license code is a onetime right to register your copy of 
LightFactory. Unlike a registration code the license is not linked to 
your serial number. 

License codes use the format ñnnnnnnnnnnnn-cccccc-ccccò where 
ñnò represents a number and ñcò represents a character. If the 
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supplied code does not have a serial number listed with it then you 
are likely to have a license code and must convert it to a 
registration to unlock the software. 

You can convert license codes into a valid registration either online 
or using the ñConvert License to Registrationò option. Both 
options require a connection to the internet. If you are using a 
dialup connection connect to the internet before continuing with the 
procedures below. 

Note : Information collected during the 

registration process will  be passed on to Dream 

Solutions  Limited, Auckland, New Zealand. This 

information is treated strictly confidential and 

will not be used for any purpose than software 

security. Contact details will  not  be passed on to 

any other parties or used for marketing 

purposes.  To read our privacy statement please 

visit www.lifact.com  

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

 

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

 

Note : If you are using the web site to register 

the software you will need to know the serial 

number generated by the software. This number 

can be found in the registration  tab of the 

system properties  or in the about  screen under 

the help  menu.  

If you are using the built in conversion process 

outlined below you will not need the serial 

number information.  

http://www.lifact.com/convert_license.html
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To use the built in conversion facility click on the ñConvert License 
to Registrationò button (Third button from the top). 

 

Figure 9: Convert License 

 

The above window titled ñRegister Softwareò will appear. Enter your 
details into the fields provided and click on the ñRegister Softwareò 
button. The fields in bold are mandatory and must be completed to 
register the software.  
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We recommend that you keep the ñPrint registration codeò check 
box active to print a record of the resulting registration code. This 
will print on your default printer. 

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

 

Transferring a registration to another PC  

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

Note : This is not  the serial number of your PC  

and only an arbitrary number generated for the 

purpose of registering LightFactory.  

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

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

Once the software is running click on the File menu and select 
System Properties. Click on the ñRegistrationò tab and click on the 
button labelled ñTransfer registration to new PCò 



LightFactory V2  Installing LightFactory  

A Guide for Users  Registration & Licensi ng  

46  © 2004 - 2011 Dream Solutions Ltd 

 

 

Figure 10: Registration Transfer 

 

In the box provided you must enter the generated serial number of 
the PC you want to transfer the registration to. Provided are two 
buttons to help get the number correct. You can click on the Past to 
insert the number from the windows clipboard or Import to load a 
registration file from the other system (See Importing and Exporting 
Registration Details; Page 46). 

Once you are sure you have entered the correct serial number from 
the other system click on the ñProceedò button to generate a new 
registration code. 

After the system has generated a new registration code it will create 
a new serial number for this system and the old registration code 
will no longer be valid.  

Enter the new registration code into the LightFactory system 
matching the serial number you just entered. To aid with this 
process you can click on the button ñSave registration to fileò and 
import the resulting file into the new system. 

Importing and Exporting Registration  Details  

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

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

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

Generating a new serial number  

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

If you have been asked to create a new serial number by our 
support staff, click on the button ñGenerate a new serial numberò. A 
confirmation will appear warning you that the system will become 
unregistered. Click on the ñYesò button to proceed and a new serial 
code will be set in the system 

Transfer registration to hardware  

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

Note : The software does not currently sup port 

moving the registration to any other hardware.  

Once the registration has been moved to the 

hardware it is not reversible and you will need 

the USB interface connected to validate your 

system.  

If you have several devices then only one will 

hold your re gistration. It is recommended that 

you mark this device for future reference.  

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

Once you have clicked on the button to move the registration a 
warning box will prompt you to confirm the operation. You will need 
to click on the check box ñI have read and understand the 
conditions of this transferò before proceeding. 

Hire Software Online  

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

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

Note : The runtime is counted only when the  

software is running. If you close down 

LightFactory the time remaining will still be 

available the next time you start the software. If 

for example you still have 6 hours runtime 

remaining and you do not use the software for a 

week then when you start it up the 6 hours will 

still be available.  

You must have access to an internet connection 

to purchase runtime blocks.  

Runtime can be topped up before your time has 

expired.  

To hire LightFactory and purchase a block of runtime click on the 
button ï ñHire Software Onlineò in the registration tab of the system 
properties. You can also access the hire dialog from the 
unregistered nag screen when the software starts.  The following 
dialog will appear with further instructions for obtaining a runtime 
unlock code. 

mailto:support@lifact.com
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Figure 11: LightFactory Hire  

 

If you are connected to the Internet on this PC then you can click on 
the ñPurchase unlock code nowò button to be re-directed to a online 
sales form. The unlock serial number will be passed automatically 
to the web page. 

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

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

Once you have completed the purchase you will receive a unlock 
code that must be entered into the ñUnlock Codeò field provided. 
Entering a valid code will then add the purchased amount of time to 
the software.  
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Installing DMX  Hardware  

Enttec  USB  DMX  Pro Dongle  

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

 

Features: 

¶ Micro processor enabled 

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

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

¶ RDM (talkback) compatible 

¶ Internal frame buffering (will work on any PC) 

¶ Universe & user config EEPROM 

¶ Refresh Rate configurable from 1 to 40Hz 

¶ Break configurable from 96uS to 1.3mS 

¶ MaB configurable from 10.6uS to 1.3mS 

¶ No Receive framing problems (compared to Open DMX 
USB) 

¶ Upgradeable firmware 
 

Obtaining the latest drivers 

The drivers for the DMX USB Pro Dongle will be installed 
automatically if you are using windows Vista or 7. If you need to 
install the drivers manually you will find them in the driver directory 
of the LightFactory CD or can be downloaded directly from the 
Enttec web site. 
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Insta lling driver on Windows 98, 2000 , XP  

1. Run the program ñvcom_setup.exeò before connecting any of 
the USB Pro devices. The install will notify you when the install 
is complete. 
 

 

2. Click on the ñOKò button to close this dialog and complete the 
installation. 

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

4. Your computer should immediately indicate that it has found 
some new hardware and the installation process should start 
automatically. If this does not occur then use the Windows ñAdd 
new hardwareò or ñComputer Managerò (Win 2K/XP) option in 
the control panel to manually install the drivers. 

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

Enttec  Open USB  DMX  Dongle  

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

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

Obtaining drivers 

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

http://www.enttec.com/dmx_usb/ftdi_driver.zip 

Installing driver on Windows 98, 2000 and XP 

1. Run the program ñvcom_setup.exeò before connecting any of 
the Open USB devices. The install will notify you when the 
install is complete. 
 

 

2. Click on the ñOKò button to close this dialog and complete the 
installation. 

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

4. Your computer should immediately indicate that it has found 
some new hardware and the installation process should start 
automatically. If this does not occur then use the Windows ñAdd 
new hardwareò or ñComputer Managerò (Win 2K/XP) option in 
the control panel to manually install the drivers. 

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

Cooper Controls USB DMX interface  

 

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

¶ 1 Universe or 2 Universe versions available 

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

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

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

 

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

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

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

 

The first time that the TRI is connected to a USB port on your PC 
the óFound New Hardwareô window will appear whilst the pre-
installed driver is configured for the USB port. On completion of the 
above setup, LightFactory will be ready for use. 
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Artnet  DMX  on Ethernet  

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

 

Enttec  DMX  on Ethernet  

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

 

 

Pathport  DMX  on Ethernet  

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

 

Streaming ACN (sACN)  

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

Installing Wings  

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

 

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

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

Once youôve connected the Wing and the computer the Link LED 
should light up immediately. If not, check the Ethernet cable youôve 
used is the correct type (ie ï cross over or straight through) and is 
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in good working order, and the computer and hub/switch are 
functioning correctly. 

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

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

 

Figure 12: External Hardware Wings, Enttec/Cooper 

 

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

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

You can either change the IP of the wing to be in the same subnet 
as the computer, or change the IP of the computer to be in the 
same subnet as the wing. 
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For example if the wing has an IP of 10.7.81.161 , you would set 
the computer to ip 10.7.81.1 with a net mask of 255.255.255.0  

You can check your computerôs IP address by clicking on 'Start' 
then 'Run', type cmd (enter). This will open a command window, 
then type: ipconfig and press enter: 

 

Figure 13: ipconfig shell command output 

 

Using the wing 

The wing is automatically configured by light factory: 

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

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

¶ The program wing will display the LightFactory command 
interface. 

Configuring the wing 

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

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

Eg: For a MAC of 010203040506 the IP would be: 10.4.5.6 You can 
also find the IP address on the label situated in the box of the Wing. 

http://10.5.2.6/
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It should also appear automatically in the óExternal Hardware 
Wingsô window in LightFactory if it is connected properly. 

You can also click on the ñConfigureò button in the wing list to open 
your default browser and go directly to the configuration page. 

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

Status Page 

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

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

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

Saving your settings 

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

For more information see ñEnttec / Cooper Controls Wingsò on page 
125. 

Elation MIDIcon  

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

To enable the device so that LightFactory will respond to the 
hardware tick the ñEnable MIDIcon controlò check box. 

Note that because the MIDIcon communicates with MIDI messages 
this option will turn on all MIDI triggers that are configured in the 
ñExternal triggersò window. If you have not setup any MIDI triggers 
then you will not need to worry about this. If you do have MIDI 
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triggers configured you may need to check that the messages sent 
from the MIDIcon do not conflict with your settings. 

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

 

Figure 14: External Hardware Wings, MIDIcon  

 
For more information and configuration options see ñElation 
MIDIconò on page 127. 

ELC sideKICK  

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

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

For more information and configuration options see ñELC sideKICKò 
on page 129. 
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Ergodex DX1 Input System  

The DX1 Input System includes a Pad, a removable Tray, 25 
numbered Keys with a storage tray, pre-printed labels, an 
installation CD and a Quick Start Guide. 

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

 

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

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

When the installer program loads, click on "Install Software" and 
follow the on-screen instructions to install Ergodex Manager. During 
the installation, you will be prompted to plug in your DX1 Pad. 
When asked, plug the USB cable into one of your computerôs 
powered USB ports.  

For Window® XP 

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

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

For Windows® 2000 

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

Verify Install 

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

 

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

 

 XKeys  

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

     

 

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

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

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

Using the channel window 

Patching a moving light 

Controlling a moving light 

Creating a basic cue list 

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

When the software is 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 
hardware you may have connected.  

 

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

Regardless of the dimmers found the software will initially create 
500 desk channels that will be patched 1:1 with the available 
dimmers (The number of desk channels can be increased in the 
system properties). If you are using different DMX hardware with 
the system see ñSystemò Page 101 for information about setting the 
output type.  

LightFactory will always remember the last lighting state that was 
used and will automatically load the current show. If you start the 
software and find channels already active then this is because it is 
the state when the software was last shutdown. 
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TNote T: Make sure that the grand master (GM) is 

at full for all examples used in this section.  

Using the Channel Window  

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

1. Open the channel window by clicking on the ñChannel Displayò 
button at the bottom of the command interface or by pressing 
F2 on your keyboard. 
 

 

 

If this is the first time you have used the software you should 
see the window above displayed on your screen. Each channel 
in the system is represented by a cell in a two dimensional grid. 
 
The grid will try to fit as many channels across as it can and so 
resizing the window will allow you to see as many channels as 
possible. If you prefer to have a fixed number of channels 
across the screen you can set this in the system properties. 

2. A standard Windows scroll bar on the right-hand side can be 
used to scroll through the non-visible channels. If you do not 

Figure 15: Channel Window 
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have any channels selected you can also use the scroll wheel 
on your mouse to scroll through the channels. 

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

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

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 ñenterò this text will disappear and the selected channels 
will now have a value of 30%. 

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

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

TNote T: An active channel is any channel with an 

output value ab ove 0.  

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

TNote T: If you do not have a scroll wheel on your 

mouse, use the + and ï keys as replacements.  

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

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

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

Patching  a Moving Light  

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

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

1. Open the patching window by clicking on the ñTDimmer 
PatchingTò button at the bottom of the command interface or 
press the F7 key on you keyboard. 

 

 

Figure 16: Dimmer Patching Window 

 
2. Below the label ñAvailable Fixturesò near the bottom of the 

window you will see a list of manufacturers of lighting fixtures 
and devices. 

Expand the ñMartinò brand by clicking on the small plus (+) to 
the left of the name. You should then see the complete list of 
the Martin fixtures contained in the fixture library. 
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3. Click on the fixture labelled ñMAC 250 Entour (Enhanced)ò and 
notice that the picture on the right-hand side has changed to 
show your selection. 

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

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

When you release the mouse button a popup dialog will ask 
you if you want to automatically setup the palettes for this 
fixture. Select ñYesò and the software will automatically be 
populated with palettes to access the colour wheel and gobos. 
We will not be using these for this tutorial however you may 
want to open the shortcut window when you are finished to see 
what has been created for you. 

In the dimmer patching window you will now see that the details 
column of channel 6 displayed ñMAC 250 Entour (Enhanced) @ 
26ò. This shows us that a MAC 250 is patched with the starting 
address of 26. You may need to expand the size of the ñPatch 
Detailò column to see all of the text. A series of three dots (...) 
will always indicate that more text is in the field than can be 
shown.  See Figure 16. 

6. Click on the options 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 automatically saved with every 
change. 
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Note T: You will notice that d immer 6 is now 

ñunpatchedò. This is because channel 6 that use 

to be patched to dimmer 6 is now holding the 

Mac 250 we have just patched. Also channels 26 

thought to 43 are now blank and do not contain 

any patch information. This is because the 

dimmers tha t where patched to these channels 

are now in use by the Mac 250 that we just 

patched. LightFactory will allow you to overlap 

patch information but by default it will assume 

this undesirable and automatically unpatch the 

channels for you.  

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

TNote T: 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 window.  

Controlling a Moving Light  

This section assumes that you know how to open the channel 
window (see page 65) and have already done the example above in 
ñPatching a Moving Lightò (page 67). 

1. Open the channel window again (if not already open) and click 
on the ñClear Selectionò button along the top of the window. 

You will now have only the channels that are active highlighted. 

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

3. Click and select channel 6 and as well as highlighting the cell. 
The fixture control window will appear and attach itself to the 
right-hand side of the channel window. 
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Figure 17: Channel Display window showing fixture control 

 
The ñChannel Controlò window can now be used to modify the 
attributes of the moving light and is separated into three 
groupings of Position, Colour and Beamshape. The groupings 
are tabs that allow you to switch between the groups of 
attributes you what to modify. If a different type of fixture is 
used then the grouping may be different. 

On the ñPositionò tab you will see a picture of the luminare 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 in the 
channel window. 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 
the fixture is not able to do. The software will always try to apply 
the generic attribute to the best of its ability based on internal 
logic. For example if you choose a colour from the colour picker 
and the fixture only has a colour wheel (rather than colour 
mixing capabilities) the software will find the closest match to 
the colour chosen. 

4. To control the dimmer of intelligent fixtures follow the same 
procedure for standard dimmers. Click on the ñChannel Viewò 
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window and either enter the desired value or use the scroll 
mouse to dim the light up and down. 

Creating a  Basic Cue List  

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

TNote T:  This  guide assumes HYBRID tracking 

mode was selected on start up.  

No te :  LightFactory allows you to create multiple 

cue lists and play back multiple cue lists at the 

same time. For this example we will focus on a 

single cue list.  

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

of the effects engine, but only basic cues.  

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

Cue Channel Value 

1 2 80% 

 3 80% 

 6 100%, 128 p̄an, 27 t̄ilt 

2 1 20% 

 6 30%, 128 p̄an, -46 t̄ilt 

 7 20% 

 11 20% 

3 8 100% 

 9 80% 

Table 2: Basic Show Cues Example 

 
Before we create these simple cues in LightFactory, open the 
channel window (see ñUsing the Channel Windowò on page 65) and 
set all of the fixtures back to zero so that no channel is active. Do 
this by clicking on the button ñDBO/Clearò at the top right of this 
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window. The channel display will now look as it did when you first 
started with all the channels having a gray background (not 
highlighted). 

We are now ready to start programming the show. 

Creating Cue 1  

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

2. Clear the selection of these channels and double click on 
channel 6 to bring it up to 100%. Because channel 6 is an 
intelligent fixture, the ñChannel Fixture Propertiesò window will 
automatically appear. Set the pan and tilt to the desired location 
using the control described above (ñControlling a Moving Lightò 
on page 69). 

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

 

4. The ñCreate new cueò dialog box will be displayed. LightFactory 
will automatically pick the active cue list (If you have just 
installed then this will be the only cue list) and set the cue 
number to the next available cue. Press the ñOKò button to 
record this cue. The cue has now been recorded with the active 
channels in their current state.  
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Creating Cue 2  

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

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

3. Click on the ñClear Selectedò button and then click on channel 6 
only. Bring its intensity back to 30% by either typing @30 on 
your keyboard or using the scroll wheel. 

4. In the ñFixture Controlò window set the new position that you 
want the fixture in for cue 2. 

5. Now that the second scene is set, click on the ñRecord Cueò 
button again. Alternatively you can use the keyboard shortcut 
control-c to perform the same operation. 

6. In the resulting ñCreate New Cueò dialog, cue 2 should already 
be set in the ñCueò edit box. If this is not the case, enter the 
number 2 and press the ñOKò button. 

Creating Cue 3  

1. Click on the ñDBO/Clearò button to reset all channels back to 
dimmer levels of 0. 

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

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

4. Now that the third scene is set, click on the ñRecord Cueò or 
press control-c. 

5. In the resulting ñCreate New Cueò dialog, cue 3 should already 
be set in the ñCueò edit box. If this is not the case, enter the 
number 3 and press the ñOKò button. 

The Cue List  Editor  

To view the newly created cue list, open the ñCue List Editorò by 
clicking the button on the command interface or by pressing F4 on 
your keyboard. 
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Figure 18: Show Editor Window 

 

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

Setting the transition between cues  

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

1. Cue 1 will fade up slowly over 5 seconds 

2. Cue 1 will fade down in 2 seconds 

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

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

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

1. In the row for cue 1, enter the number 5 into the field labelled 
ñFade Inò and the number 2 into the field labelled ñFade Outò. 

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

3. For cue 3 we do want a cross fade so we can set the ñfade outò 
of cue 2 to 3 seconds and the ñfade inò of cue 3 to 3 seconds. 

The right-hand fields should now be set as per Figure 19 below, 
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Figure 19: Basic Cue List Example, Fade In, Fade Out, and Delay 

settings 

Running the show  

We are now ready to run our show for the first time and see the 
result of the procedure above. If you have a real lighting rig 
connected to the system, you should see the result apply to your 
dimmer system. If you do not have any dimmers connected, use the 
ñChannel Displayò or ñRaw DMX Viewò to see the output. 

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

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

 

Figure 20: Cue Playback Controls 

 

Press the ñCue Goò button 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, (A progress bar in the status field of the 
cue list grid will show when the cue has finished execution) click the 
ñCue Goò button again to go from cue 1 to cue 2. This time cue 1 
will fade out, and then cue 2 will slowly fade in. The current cue will 
always be highlighted in by a green arrow and you will notice this 
will following the cue execution 
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At any time we can return to the previous cue by clicking on the 
ñBackò button and can stop a cue execution (i.e. Fade In) by 
clicking on the ñStopò button. 

Note :  A show  can be run either via the Show 

Editor as per the example above, or v ia the 

Show Runners.  
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Reference/Window Overview  

Command Interface  

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

 

Figure 21: Command Interface Window 

 

The command window can be conveniently attached to the bottom 
task bar of your windows environment to make it easy to access 
regardless of how other windows are arranged. Select the 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 cog icon to the left of the command entry edit box 
will turn on or off the command history part of the window. When 
used in conjunction with the ñAttach to task barò option you can 
create a thin window at the bottom of the screen to easy access. 

 

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

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

TNote :  It is also useful to learn the command 

structure because you can enter the channel 

selection syntax anywhere you wish to enter a 

large n umber of channels. e.g. the Cue List  

Editor.  

You can also enter command directly from the 

channel display without h aving to shift focus 

back to the command window. As soon as a key 

is pressed in the channel display it will appear in 

the command edit box.  

Command window options  

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

 

Figure 22: command window options 

 
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 
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using and this menu item will simply this task. Once copied to the 
clipboard you can past it directly into an email. 

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

Command Structure  

The following commands can be entered into the edit box provided 
along the bottom left of the window. To execute any command 
simply press enter or click on the ñExecuteò button to the right. 

Some commands will execute automatically without needing to 
press the enter key. This is the case where the last item typed is 
identified as the last valid character in the line. For example the 
command ñ@@ò will set the selected channels to full. There is 
nothing that can be entered after the second @ so the types syntax 
is considered complete and will execute without needing to press 
the enter key. 

Once a command is entered, it will automatically appear in the text 
box above. If the command was successful, the command will be 
preceded by ñSuccessò in green text. If the command is followed by 
the word ñFailedò in red text then nothing will happen as the 
software did not recognise the command you entered or a mistake 
was made in the command syntax. 

Command History  

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

To re-process or review any command, simply double-click on the 
line and the command will reappear in the command entry edit. The 
command will not execute until you press enter or click on the 
ñExecuteò button. This enables you to edit the command before 
resubmitting it for processing. 
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TNote T: Commands in the history text box can 

also be retrieved into the command entry edit 

using the up and down arrow keys on your 

keyboard. Pressing the up arrow will cycle 

thro ugh the last 100 commands starting with the 

last command entered. The down arrow will 

scroll back through commands you have passed 

with the up arrow.  

Channel Commands  

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

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

TChannelsT 

A list of all of the channels you want to apply some change to. Each 
channel is separated by either a comma (,) or plus (+). A range of 
channels can be entered using the word ñthroughò or the forward 
slash (/) symbol between two values. Channels can be removed 
from a selection using the minus (-) key. 

If you enter a channel list only the software will select the channels 
in the channel view. If the channel view is not visible it will be 
opened and brought to the front of your screen. If you are selecting 
channels by not entering the ñ@ Valueò on the end of the command 
then you can add a + or a ï to the front of the text to add or subtract 
from the currently selected channels. 

Additional to the above selection technique you can use the 
keyword ñTHRU ONò to select only channels with in a range that 
are currently active.  

UExamples 

1,2,3,7,19 / 33  é Will select the channels 1, 2, 3, 7, and 
will also select channels 19 through to channel 33. 

1+2+3+7+19/33-21 é Will also select channels 1,2,3,7 
and channels 19 through to 33 with the exception of 
channel 21. 
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-3 / 10 é Will remove channels 3 through to 10 from the 
current selection. 

1 thru on 20  é Will select the active channels between 1 
and 20. 

Attribute 

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

The following attributes can be entered: 

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

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

Example 

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

TNote :  When fixture attributes  are used in the 

command line the value entered is a real world 

value that is  logical to the attribute selected . 

The gobo command for example will take a 

number corresponding to the gobo index you 

want to select. Another example is the zoom 

attribute that take beam angle (degrees) as its 

value. To address the dmx values enter the 

word ñdmxò after the @. 

TValueT 

The value you want to set the fixture or fixture attribute to. If 
standard dimmers are selected, the value will set the dimmer to the 



LightFactory V2  Reference/Window Overview  

A Guide for Users  Command Interface  

82  © 2004 - 2011 Dream Solutions Ltd 

 

entered value as a percentage of full. Accepted values for standard 
dimmers can be any integer number between 0 and 100. 

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

UExample 

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

Palettes & Groups 

When using the command line interface to set channels you can 
reference groups on both sides of the ñ@ò symbol. You can also 
reference palettes on the right hand side of the ñ@ò symbol. This 
can be thought of this as being able to set a group at a palettes or 
values referenced by a group. 

UExample 

LX Bridge 2 @ 25 
This will set channels in group ñLX Bridge 2ò to 25% 

LX3 Wash @ Position Down Stage Left 
This will set the channels in group ñLX3 Washò to the 
values set in the group/palette ñPosition Down Stage Leftò 

As soon as you start typing the name of the palettes or group on 
either side of the ñ@ò symbol a small window will appear suggesting 
matches to what has already been typed. This is designed to help 
with selecting groups and palettes without having to type all of the 
text. To select an item listed in the helper window use the up and 
down arrows to move between the values and then press the enter 
key to select. 

DMX keywordT 

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

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

Rem Dim 

The Rem Dim keyword can be used to set channel to a value 
exclusively. Channels not in the selection list will be turned off or 
blacked out. 

 

UExample 

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

Time {fade} Value 

With any command an optional fade time can be specified. This will 
determine how long the channels will take to get from the current 
value to the new desired value. You can use the keyword ñfadeò or 
ñtimeò with this directive. The fade/time directive will also be apply to 
fixture attributes. 

The syntax is in the format; fade X ï where X is any real number 
representing the time in seconds. The keyword can also be 
shortened to just the letter ñfò followed by the time in seconds that 
you want to fade. 

UExample 

24/30 zoom @ 23 fade 2.4  
This will set the zoom property of fixtures 24 through to 30 
to 23 degrees and will take 2.4 seconds to reach this 
value from the current zoom attribute value. 

Note :  When working with intelligent fixtures 

such as the one in this example, the term 

ñfixtureò replaces the term ñchannelò in 

LightFactory.  

On, Off, Solo, Full, @@ 

The On, Off, Solo and Full commands can be used to replace the 
channel value.  
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Setting channels to ñOffò will set the dimmer or attribute value to 0. 

Setting the channels to ñOnò will set the dimmer or attribute to the 
on level specified in the system properties. 

Setting the channel to ñSoloò will turn off all other channel while 
turning on the selected channels. 

Setting the channel to ñFullò will set the dimmer or attribute to 100% 

@@ is a special command that can be used to quickly set the 
channels to the ñOnò level. 

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

Example 

3+6/9 On 
This will set channels 3 and 6 through to 9 to the on level. 

Palette 

The palette command is used to reference the value stored in a 
palette. The value entered after the ñPaletteò keyword is the palette 
number to apply. The palette numbers are displayed in the ñPaletteò 
window. 

Example 

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

Other Commands  

Clear (clr)  

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

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

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

BO  (Blackout)  

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

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

Example 

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

Dim 

You can directly access and set dimmers in LightFactory using the 
ñDimò command. When a dimmer is set to a specific value it is said 
to be captured and will remain on that value regardless of any 
channel settings patched to that dimmer. You can think of captured 
dimmers as an override for the output value. 

The ñDimò command works in much the same way as setting 
channels however you cannot set a time and the value to be set is 
always a DMX value (0 ï 255). 

DIM DMX Channels @ DMX Value 

Example 

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

To release a captured DMX dimmer enter an ñrelò at the end of the 
DMX channel list. If no channels are specified then the command 
will release all captured DMX dimmers. 

DIM {DMX Channels} release 

CONNECT  

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

Establishes a telnet connection with another LF system. 

Example 

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

SEND  & SENDTO  

Once connected to a remote LightFactory system commands can 
be sent using the ñSENDò and ñSENDTOò command. 

Send {command} 

Send the command to the first connected LF system 

Sendto {All/remote system} {command} 

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

Example 

Sendto All 1/40@80 
The above command will execute the command 
ñ1/40@80ò on all the remote system that the software is 
currently connected to. 

DISCONNECT  

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

Disconnect 

Disconnects all connections to remote systems 

Disconnect {ip address/machine name} 

Disconnects a specific remote system 

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

 

Load  & SAVE  

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

Load {Path + Filename} 

Save {Path + Filename} 

If the file name entered has an extension of ñ.FDBò then the 
software will save and load the current show. If the filename 
extension is not ñ.FDBò then the system configuration and screen 
layouts will be saved. 

Example 

Save ñc:\demo\my show.fdbò 
The above command will save the current show under the 
name ñmy show.fdbò in the ñc:\demoò directory. 

Load ñc:\demo\my show.fdbò 
The above command will load the show ñmy show.fdbò in 
the ñc:\demoò directory and make it the current show. 

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

UNDO  

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

RECORD { REC}  

The record command can be abbreviated to ñRecò to save typing. 
Entering the record command followed by enter will popup the 
ñRecord Cueò dialog that is used in the channel display when 
pressing the ñRecord Cueò button. 

REC {CUE, FX, GROUP, SUB} {additional information} 
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If the record command is followed by the keywords CUE, FX, 
GROUP, SUB then the syntax is the same as if the ñRECò is placed 
at the end of the command line. For more information see the CUE, 
FX, GROUP and SUB sections below. Entering the record 
command at the start of the command line is useful if you do not 
want the command to execute automatically. Entering REC at the 
end of the command line text will cause the command to execute 
automatically. 

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

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

Desc ï Cue Description 
Fade in ï Fade in/up time in seconds 
Fade out ï Fade out/down time in seconds 
Follow ï Follow time in seconds 
Delay ï Cue delay time in seconds 
Dwell ï Cue dwell time in seconds. 

Example 

Recn ñSunrise to sunsetò 20.6 5 
The above command will record the current channel state 
to a new cue at the end of the active cue list. The cue 
description will be set to ñSunrise to sunsetò and the fade 
in time is 20.6 seconds and the fade out time is 5 
seconds. 

UPDATE  { UPD }  

The update command can be abbreviated to ñUpdò to save typing. 

Use the update command to update an existing cue to modify or 
replace the cue. Entering the ñUpdateò command on its own will 
immediately update the current live cue with the current channel 
state. 
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GROUP  { GRP }  

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

GROUP {number list} @ {value}  

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

Example 

Grp 1,3,8 @ 50 
The above command will set the channel groups 1, 3 and 
8 at 50%. 

GROUP {number, name} {SELected} RECord 

To record a new channel group use the ñRecordò keyword at the 
beginning or end of the command. By default the active channels 
will be recorded but by adding the ñSelectedò keyword the currently 
selected channel will be recorded. 

Example 

Grp ñBack lightsò sel rec 
The above command will create a new group or add to 
the existing group called ñBack Lightsò and add the 
currently selected channels. 

GROUP {number, name} {SELected} UPDate 

To update a channel group use the ñUpdateò keyword at the end of 
the command. Only the channels that are currently in the group will 
get updated. 

Example 

Grp ñBack lightsò Upd 
The above command will update the existing group called 
ñBack Lightsò with the current channel state. 

FX 

The effect (Fx) command is used to record chase steps into a 
simple chase. This command can only be used to add steps to the 
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chase and cannot be used to modify an existing step. For more 
advanced chase editing it is recommended that the ñFx Editorò is 
used. 

FX {number, name} {SELected} REC 

Example 

Fx ñchase 1ò rec 
The above command will record the current channel state 
into the next step of the simple chase called ñchase 1ò. 

 

SUBMASTER  { SUB }  

The submaster command can be abbreviated to ñSubò to save 
typing. This command has several function depending on the text 
entered after the ñSubmasterò keyword. 

SUB {number list} @ {value} 

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

Example 

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

SUB {number} {SELected} REC 

The above command will create a new channel group and 
automatically assign the submaster identified by the {number} to it. 
The ñSelectedò keyword can be used to record only the selected 
channels. 

Example 

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

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

SHORTCUT  { SC }  

The shortcut command can be abbreviated to ñSCò to save typing. 
Use the shortcut command to execute the desired shortcut. 

IF 

The ñIFò command is as advanced selection tool to select channel 
or fixtures that match a series of conditions. This command can be 
used to select fixtures by searching a mix of different parts of your 
show. Any combination of conditions can be specified with standard 
AND(&), OR(|) and NOT(!) combinations.  

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

Example 

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

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

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

VIEW 

The ñViewò command is used to filter the channel display so that 
you can focus on a specific list of channels that you want to control. 
This command can filter the channel display by a group name, 
group number or an ñifò statement. 



LightFactory V2  Reference/Window Overview  

A Guide for Users  Command Interface  

92  © 2004 - 2011 Dream Solutions Ltd 

 

To clear a view from and return to displaying all channels use the 
ñClearò command as you would to clear channel selection. 

Example 

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

view 12 
Display only the channels in group ID 12 

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

CUE 

The ñcueò command can be used to execute cues in the system or 
record new cues. 

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

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

Example 

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

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

The above command will execute a cue on the master playback in 
the ñCue List Editorò window. You can optionally enter a different 
cue list, cue number or use the keywords GO, STOP, BACK, and 
RESET to control the playback. 

Example 

cue ñAct 1ò go 
This will execute the next cue on the cue list ñAct 1ò if this 
cue list is not the active cue list then it will become the 
active cue list and the first cue will be executed. 

cue ñAct 1ò 3.4 
This will execute cue 3.4 on the cue list ñAct 1ò. 
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CUE {Cue List} {Cue Number} {desc} {fade in} {fade out} {follow} 
{delay} {dwell} {SELected} REC 

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

Cue List ï The name of the cue list to record to. 
Cue Number ï The cue number to record 
Desc ï Cue Description 
Fade in ï Fade in/up time in seconds 
Fade out ï Fade out/down time in seconds 
Follow ï Follow time in seconds 
Delay ï Cue delay time in seconds 
Dwell ï Cue dwell time in seconds. 
Selected ï Record only the selected channels to the cue. 

Example 

Cue ñAct 1ò 5.3 ñSunriseò 5 
The above command will record the active channels into 
cue 5.3 of the ñAct 1ò cue list. If the cue list does not 
exists it will be created. Also if the cue does not exists it 
will also be created. The recorded cue will be given the 
description ñSunriseò and have a fade in time of 5 
seconds. If the cue already exists then the parameters not 
entered in the command will remain unchanged. 

Macro  

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

The syntax for this command is 

Macro <macro Name> 

Enter the word ñmacroò followed by the name (or part name) of the 
macro you want to run. As soon as you enter the command the 
macro will execute. 

This command can be shortened to ñM <macro name>ò. 

Example 

M ñReset Moversò 
The above command will execute the macro called ñReset 
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Moversò if it exists. If a macro does not exists the 
command will fail. 

Fade  

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

The syntax for this command is  

Fade <time in seconds> 

E.g. fade 3.4 

Scrollto  

The ñScolltoò command can be used to bring a specific channel into 
view in the channel display window. This command is useful in 
conjunction with the quick macro feature in the shortcut window. By 
creating a quick macro to scroll the channel display to a specific 
place you can easily jump to any channel when working with a large 
number of fixtures. 

The syntax for this command is  

Scrollto <channel number> 

E.g. scrollto 115 

Shortcut  

Use the Shortcut command to execute a shortcut, enable or disable 
a shortcut. The shortcut command can be abbreviated to ñSCò. 

Example 

SC 2 
This will execute shortcut number 2. 

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

Timecode  

LightFactory now supports an internal timecode generator that can 
run independent of any media playback. To enable internal 
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timecode enable the option in the timecode tab of the ñExternal 
Triggersò window. 

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

TC PAUSE ï The internal timecode will stop in its current position. 

TC CONtinue ï Timecode will continue from where it was paused. 

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

Example 

TC PAUSE 
TC 00:20:03:15 
TC CON 
This macro will pause the timecode, set it to the value (20 
minutes, 3 seconds, and 15 frames) and then start it 
running again. 

 

Master  Fade Time  

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

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

The options menu is at the bottom left of the command interface, 
accessible by clicking on the word ñOptionsò with your mouse. 
There are 13 options in the file menu: 

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

TOpen a saved show T ï Opens an existing show file form the hard 
drive into memory as the current show. 

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

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

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

TSystem PropertiesT ï a series of options allowing you to configure 
hardware, database, default settings, and change your licensing 
information. 

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

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

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

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

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

Open user guide ï Opens this document. 

Registration ï Opens the system properties to the registration tab. 

About LightFactory ï Shows the about screen for copyright 
message. 



Reference/Window Ove rview  LightFactory V2  

Command Interface  A Guide for Users  

http://www.lifact.com 97  

 

Attach to task bar ï Select this option to dock and undock the 
command window from the task bar. 

Exit ï Close LightFactory. 

See the following pages for full details about each of these options. 

Create a new blank  show  

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

 

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

Enter the name for your show file in the ñFile Nameò field and click 
save to proceed with creating the show. 

Open a saved show  

When you start-up LightFactory, the ñcurrent showò will be loaded 
automatically. Any programming or changes made will be applied 
and saved to this ñCurrent Showò. Opening a saved show will make 
the selected show file the ñCurrent Showò. This can be likened to 
the ñOpenò option in a word processor. 

A standard windows ñopen fileò dialog will appear when this option 
is selected.  
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TNote :  LightFactory always has the ñcurrent 

showò loaded. All changes made to the system 

such as creating a new cue  or effect is 

automatically saved to the current show.  

Open a server based show file  

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

After selecting this option the dialog below will appear: 

 

Figure 23: Open a server based show file 

Connecting to a remote show is similar to the opening a regular 
show file. You must enter the name of the remote system in the 
ñserver nameò field. This can be either the machine name or the IP 
address. 

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

The ñpreferred interfaceò option can be used to set the network 
interface that should be used for communication between 
LightFactory systems. This is highly recommended that you not use 
the same network interface as your DMX output (assuming 
Ethernet based DMX) as this may affect the DMX performance. 



Reference/Window Overview  LightFactory V2  

Command Interface  A Guide for Users  

http://www.lifact.com 99  

 

Note : If you are using LightFactory on the same  

host computer as the firebird system you must 

still connect in the same way. If you open the 

show file using the regular ñOpen saved showò 

then the server will not be able to open the file 

and all remote users will be locked out.  

Once you have entered all of the settings click on the ñOKò button to 
connect to the show. If successful you should see the show file 
open normally. 

Save  a copy of this  show  

Saving a LightFactory show will make a new show file that contains 
all the same data as the current show. There should be no change 
to the data you are actively working on in the system. 

When selecting this option a standard Widows save dialog will 
prompt you for the file name to save the new show under. The new 
show file will be given an extension of ñ.FDBò. 

Note :  If you select an existing show , all 

information will be overwritten by the ñcurrent 

showò. A warning dialog will inform you if you are 

about to overwrite an existing show.  

Import from an existing show file  

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

Once opened LightFactory will read all of the information about the 
show and allow you to select what elements you want to import. 
You can select to import Channel Groups, Cue Lists, Effects, 
Palettes, Macros and Patch information. 
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Figure 24: Show file import  

 

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

If a name conflict is detected when importing any part of the show 
the imported element will be renamed as ñCopy of previous nameò. 

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

System Properties  

The ñsystem propertiesò window can be accessed by selecting the 
ñOptionsò drop down menu. 

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

TSystem Input/Output (DMX) T 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 

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

TAppearance ï the appearance tab allows you to change colours 
and fonts used throughout the software. 

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

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

Media ï Setting that control the global output of media playback 

Special Shortcuts ï Setup special shortcuts to control 
miscellaneous functions. 

System  Input/Output (DMX)  

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

 

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

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

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

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

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

Max DMX Universes 

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

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

As you change the ñMax DMX Universeò spin edit you will notice the 
number of rows in the grid below will also change. Each row defines 
the output for a DMX universe. 

Merge DMX input with output 

The most common use for DMX input is the ability to add external 
physical submasters to the software. In some cases however it may 
be desirable to simply merge the input with one of LightFactoryôs 
outputs. The output of the merged DMX channels will be defined by 
the behaviour set by this combo box. 
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The merge options are ñHighest takes precedence (HTP)ò, ñLowest 
takes precedence (LTP)ò, ñBuildò, ñInput takes precedenceò and 
ñDesk Channel Mergingò. 

Merge with universe 

Use this spin edit option to set what LightFactory universe the 
software will merge input with. Merging will only occur on the 
universe if the ñMerge DMX input with outputò combo box is set to 
something other than ñNoneò. 

Configuring DMX universes 

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

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

Device 

Use the drop down boxôs provided in the device column to configure 
the input or output hardware used by the software to communicate 
with your DMX system. 

Supported hardware used to input/output DMX data: 

Enttec DMX over Ethernet Protocol (ESP) 

ArtNet DMX over Ethernet Protocol 

Pathport DMX over Ethernet Protocol  

Enttec Open USB DMX Interface (output only) 

Enttec USB DMX Pro Interface 

Cooper controls USB DMX interface 

USBDMX.com interface 

JESE DMX-TRI interface 

DMX King ultaDMX interface 

Note : After changing either of the hardware 

selection you will need  to restart LightFactory for 

the changes to take effect.  
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Port 

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

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

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

Network Interface 

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

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

DMX Frame Rate 

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

Information 

The 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. 
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System Settings  

The system settings page provides settings that effect the operation 
of the software. This tab also provides access to the Telnet and 
tracking backup options. 

 

Figure 26: System Properties: Settings tab 

On Level 

Use this to specify the value fixtures will be set to when clicking on 
the ñONò or ñSOLOò buttons in the channel window. This also 
applies to the ON command in the command window. 

Mouse wheel sensitivity 

The mouse wheel sensitivity allows you to alter the percentage 
increment that will apply for each segment rotation. By default, 
rotating the mouse wheel by one increment will change the fixtures 
or groups by 5%. 
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Fine movement sensitivity 

The fine movement sensitivity determines the resolution moved 
when the fixture control is set to fine mode. 

Number of submaster pages 

This setting will allow you to configure the maximum page number 
for the onscreen submasters, external submasters connected via 
MIDI, DMX or the Playback wing. 

Number of submasters per page  

The software will allow up to 100 submasters per page. Use this 
option to configure the submasters per page count to match the 
number of physical handles on the device you are using. 

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

Submaster debounce level 

The submaster sensitivity option will determine how much the DMX 
value of an external or hardware submaster must change before it 
is registered by the system. In most cases this option should be left 
at 1 as we want the software to register a change every time the 
submaster moves.  

In some cases the external submaster can be set just between 2 
values and the output may jump between these values continuously 
(This is known as bouncing).  To get around this problem we can 
set the submaster debounce to 2 and the system will not update the 
submaster unless the value moves by 2 or more. 

Grand Master Submaster 

To assign a physical submaster to control the grand master set the 
submaster number in the box provided. Setting this value to 0 will 
disconnect the grand master from a physical submaster.  

Note: See the invert GM Submaster Option below. 
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Master Fade Time Submaster 

To assign a physical submaster to control the overall fade time of 
the system set the submaster number in the box provided. Setting 
this value to 0 will disconnect the system fade time from a physical 
submaster.  

Number of Cue List Playbacks per page 

There are virtually unlimited cue list playbacks that can be setup in 
LightFactory. To manage the display of the playbacks set the 
number you want to appear on each page with this setting.  

It is recommended that you set this to the maximum number that is 
visible without the need for the scroll bar. 

Show command syntax help 

Default On 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 types so 
far. 

Command line direct 1 digit 

Default on - In most cases when entering commands the channel 
values are in multiples of 10 (e.g. 10%, 20%, 50% etc). To save the 
typing of an extra digit this mode allows you to enter just the first 
number and the additional 0 will be added automatically.  

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%). 

Select fixtures after setting 

Default off 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 applying 
the value. 

Disable double click function 

Default off ï Double clicking on a channel or fixture will toggle it 
between the on value and off. Use this option to disable this 
function to prevent accidentally performing this operation. 
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Use advanced colour heuristics 

Default Off - LightFactory has a unique feature that allows the 
software to calculate colour matching for fixture that have more 
than the 3 primary colours (RGB, CMY or HSI). 

For example if a fixture has red, green, blue, amber, and white 
LEDs (RGBAW) traditional colour matching is only able to apply the 
first 3. This is because in a perfect system all colours can be 
achieved by the combination of red, green and blue. Because LEDs 
are not perfect some manufacturers add additional colours to the 
fixture to expand the available colours that can be produced. The 
software however can traditionally only work in a perfect colour 
space when converting from a selected colour to the elements of 
that colour. 

The advanced colour heuristics system of LightFactory attempts to 
overcome this problem by applying an advanced algorithm to 
calculate how much of other colours should be applied. 

It should be noted that this algorithm is not perfect and is an 
approximation of the maximum output for a selected colour.  

Because you may need to work with this option frequently you will 
find the same check box in the attribute colour picker. You can 
change this setting in either location. 

Virtual dimmer to inhibit colours 

When a fixture does not have a dimmer (RGB LED fixture for 
example) LightFactory will create a virtual dimmer to make working 
with that fixture easier. The way the virtual dimmer operates can be 
changed between a inhibit function and a build operation.  

With this option turned off the virtual dimmer will add to each of the 
colour values eventually making it white (all colours at full). Each of 
the colours will be adjusted proportionally to maintain the colour 
hue until one of the colours reaches 100%. Continuing to increase 
the virtual dimmer will result in the colour moving towards white. 

With the virtual dimmer in inhibit mode the fixture will not output any 
colour without the dimmer on. Each of the colours in the fixture will 
be scaled by the value of virtual dimmer such that when the dimmer 
is at full the set colours will be fully realised.  
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Multiple shortcut and submaster windows. 

Default Off ï With this option off only one shortcut and one 
submaster window can be opened at any time. Clicking on the 
button once opened will cause the window to be brought to the 
foreground and given the current focus. 

When this option is turned off click on the buttons will cause another 
copy of the window to appear. This can be convenient for running 
the submasters or shortcuts on multiple pages if you have the 
screen real estate for it. 

If this option is turned on the save and restore options will only work 
on the first window opened. 

Submasters must return to the current position after a page 
change 

Use this option to avoid unexpected jumps in stage output after 
changing the submaster page. Normally if a submaster is moved 
after a page change the output will take effect immediately. With 
this option on the affect of the submaster will not be applied until 
the physical slider is returned to the current value of the submaster. 

Invert GM Submaster 

Checking this option will invert the operation of the submaster 
assigned to the grand master. Setting the submaster to 0 will result 
in the grand master being set to 100%. The flash button can now be 
used as a DBO function. 

Enable Telnet command line interface 

To access the command interface remotely from any computer on 
the network enable the telnet interface. Once checked you can 
connect to LightFactory through port number 3100. 

If you do not see the characters you type in your telnet client enable 
the ñEcho Telnet charactersò option. Use the ñTelnet Portò edit box 
to set the IP port number that the software will bind to.  

Tracking backup options 

A tracking backup is a second copy of the software running on a 
separate computer. This backup copy of the software mimics the 
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master system so that in the event of something going wrong with 
the master the backup can take over. 

The tracking backup options should only be turned on for the 
secondary system. The only option needed on the master system is 
the Telnet interface must be turned on. 

Check the option 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 disable the output until a failure 
is detected. This option will temporarily stop DMX output until the 
operator tells the software start outputting DMX or the auto failure 
detection is activated. 

Restart the software and you will see a dialog identifying that the 
system is running as a backup. 

 

Figure 27: Tracking backup 

 
In the event of a failure by the master system click on either of the 
two large buttons ñStart DMX outputò or ñStart DMX output and run 
the next cueò. 

Below these buttons are options to automatically poll the remote 
system. Set how often the poll message should be sent using the 
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spin edit directly below the buttons and set the number of failures 
that should be detected before taking over. 

Sunrise / Sunset 

When using the built in scheduling feature of LightFactory you can 
create schedule items that will operate on sunrise and/or sunset. 
The software will automatically calculate the time of the day for 
these events based on your location. 

In order for this feature to work you must set the latitude and 
longitude information. To make this easier you can select your 
closest city from the drop down combo provided and latitude and 
longitude information will be populated automatically.  

You are still able to adjust these numbers if you know more 
precisely your global position. A GPS may be used to set these 
numbers. 

Advanced O ptions  

Click on the advanced options button to open an additional screen 
of system settings.  

 

Figure 28: Advanced System Settings 

 

Number of automatic backup 

When LightFactory is shut down the software will automatically 
create a backup of your current show file. Each backup file created 
will have the date and time encoded into the name of the file. Use 
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this option to determine how many of these backups should be kept 
before automatically deleting the oldest one.  

Backup Folder 

By default LightFactory will store the backups in a sub folder of the 
ñLightFactory Showsò directory. Use this field to change this 
location. This can be useful for automatically storing the backup on 
a remote system. 

Remember cue update history 

The cue update history is a powerful system to enable you to 
retrieve a cue state from any previous record operation. At any time 
you can revert to a previous cue state. To do this the software will 
store the cue state into an update history table. This feature can 
cause the show file to grow in size much faster than normal. If you 
do not want to keep this historical information (to save space) turn 
this option off. 

Use V1 function key order 

Default Off - Version 2 of LightFactory uses a different function key 
layout to the previous version. If you are familiar with the old 
function key layout you can switch back to it with this option. 

Check for software updates 

Default on ï With this option on LightFactory will attempt to connect 
online and check if a new version is available. When a new version 
is released a popup will notify you soon after startup. 

Make show file smaller 

This option will perform a database pack on your show file. Packing 
the database removes dead space from deleted allocations and 
makes the allocations for tables, blobs and indexes contiguous in 
the database. So it compacts and defragments within the database 
file. The result of this operation is often a significantly smaller file. 

When you click on this option you will see a new window appear 
(external to LightFactory) that will perform this operation. The show 
file you are working on will be closed while the database pack is 
running. 

This option can also be used if you suspect that the show file has 
become corrupted.  
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This operation will export all of the data in your show file and re-
import it into a new clean file. 

Show Defaults  

Use the show defaults settings to provide default options for cue 
lists, channel groups and recording. The settings on this page are 
stored with the show file and can change when you load a show or 
create a new show.  

To make the current setting the default for future shows click on the 
ñSet as default settingsò button at the bottom of this tab. Any new 
show created will have these settings automatically. 

 

Figure 29: System Properties, Show Defaults 

Cue List Defaults 

The cue list defaults will apply every time a new cue is created (By 
default, these settings are all set to zero seconds). Set a cue 
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default by either typing the desired time or using up and down 
arrow controls to the right of the edit box. 

Channel Group Defaults 

The channel group defaults will apply every time a new channel 
group is created. Set the default fade time and behaviour using the 
controls provided. 

Override takes precedence over HTP ï By default (this option off) 
an HTP channel will continue to apply to all channels including the 
last override command. If this option is checked then when an 
override channel group is applied after an HTP channel group then 
the HTP group will be released. 

Auto assign next available submaster ï When checked (default) 
the submaster field will automatically be populated with the next 
free submaster when recording a new channel group. 

Auto assign next available shortcut - When checked (default) the 
apply shortcut field will automatically be populated with the next 
free shortcut when recording a new channel group. 

Apply channel group shortcuts to selection only ï When 
checked channel groups will only apply to the channels currently 
selected. This option is also available in the ñChannel Groupsò 
menu in the channel display. 

TFully tracking mode ï Use this option to specify if you will be 
programming the show with full tracking or hybrid tracking. For 
more information about tracking see Tracking (Intelligent Cue 
Execution) on page 25. 

Cue ñFade Outò applies to outgoing cueT ï Some lighting 
systems such as strand apply the fade out of a cue differently to 
LightFactory. With this mode turned on the fade out of a cue applies 
to the cue executed before this one. 

U TUse fade mode up/down (off ï in/out) ï This option allows you to 
work the way you are familiar with on other consoles. By default 
LightFactory fades cues with incoming channels and outgoing 
channels. Up/Down fade mode means that the channel or attributes 
increasing in value will fade in the ñUpò time and channels or 
attributes decreasing in value will fade in the ñDownò time. 
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Release set channels on cue go ï When you press ñcue goò the 
system will release all channels not being controlled by cues before 
running the next cue. 

Donôt record parked channels ï By default parked channels are 
recorded into cues. If you do not want parked channels recorded 
(e.g. house lights) you can enable this option. 

Record active palettes by default ï This option can also be set at 
the time of recording. With this option on the software will record all 
of the active palettes into the new cue or cue being updated. 

Auto create playback with a new cue list ï When a new cue list 
is created a cue list playback will automatically be created and 
assigned to the new cue list. 

Do not pre-fetch (Mark) attributes with timing ï This option only 
applies to channels that are set to ñMarkò in a cue. The software will 
ignore any attributes that have complex timing information 
assigned. 

Allow null values in cues ï When recording cues, attributes 
groups (position, beam, colour, etc) not selected will be set to a null 
value rather than zero (0). The attributes will then track their values 
from the previous cue when executed. Turn this option off to record 
zero values when attributes are not selected. 

Send cue execution messages to telnet clients ï With this 
option checked (default) connected telnet clients will receive a 
message each time a cue is executed. 

Appearance  

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. If you are running LightFactory on 
a slow computer system you way also want to turn off some of the 
graphical options in the channel window. 
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Figure 30: System Properties - Appearance 

 

Show pan and tilt position within fixture image ï By default 
LightFactory will draw a small x inside the image at the top of the 
channel cell to represent the position of the pan and tilt values. Turn 
this option off to disable this feature. 

Show graphic bar representation of dimmers - 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 fixtures - 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. 
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Show picture of basic fixtures ï 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. 

Skip over unpatched channels ï 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 when opening fixture control ï 
When an intelligent fixture is selected the fixture control window will 
automatically appear. This option determines if the focus is retained 
in the channel display or moved to the new fixture control window. 

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

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

Show help balloon for keyboard shortcuts ï In the channel 
display a help balloon will appear in the top right hand corner as 
soon as the control key is pressed to show all of the keyboard 
shortcuts that can be accessed. Use this option to turn off the 
display of these messages. 

Channel Display - Channel Select Colour ï Defines the 
background colour of selected channels. Click on the coloured box 
to select a different colour. 

Channel Display - Channel Active Colour ï Defines the 
background colour of active channels. Click on the coloured box to 
select a different colour. 

Channel Display ï Grid background colour ï Defines the 
background colour of the entire channel grid. Click on the coloured 
box to select a different colour. 
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Channel Display - Channel Intensity Bar Colour ï Defines the 
colour of bar representing the dimmer output value. Click on the 
coloured box to select a different colour. 

Channel Display ï Layout view background colour ï Defines 
the background colour of layout view. Click on the coloured box to 
select a different colour. 

Channel Display, Font ï Click on the font button to set the text 
style used in the channel display. A sample of the font will be 
displayed just below this button. 

Fixed column count ï 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. 

General Grid Settings ï background colour ï Defines the 
background colour of all grids other than the channel display. Click 
on the coloured box to select a different colour. 

General Grid Settings ï Selected row background colour ï 
Defines the background colour of all selected rows in grids other 
than the channel display. Click on the coloured box to select a 
different colour. 

General Grid Settings - Font ï Click on the font button to set the 
text style used in all grids other than the channel display. A sample 
of the font will be displayed just below this button. 

Cue List Editor - Scene breaks background colour - Defines the 
background colour of all scene break rows in the cue list editor. 
Click on the coloured box to select a different colour. 

Reopen windows on startup and loading settings ï When 
saving setting and closing down the software the position of all 
windows will be saved. With this option turned on the windows will 
return to the position they were when the software starts up or the 
setting are restored.  

Keep command window on top of all other windows ï 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 is always drawn on top of all 
other windows regardless of its focus status. 
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Create a task bar button for every window ï By default (off) 
LightFactory will appear as a single task bar button. Clicking on the 
button will minimise or restore the entire application. With this 
option turned on then every window in LightFactory will appear as a 
separate task bar button. The button will be titled with the window 
name. Clicking on the button will minimise or restore just the 
window associated with the button. 

Registration  

LightFactory uses a software license to ensure that the product has 
been legally purchased. Without a valid registration code, the 
software will still operate normally and no functionality will be 
restricted, however the software will not produce any DMX output. 

To enable the DMX hardware interface, a valid registration must be 
entered - whether at time of install, or through the ñRegistrationò tab 
in this window. 

 

Figure 31: System Properties: Registration tab 
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To change the registration code enter the details into the edit box 
provided at the top of this page. Registration of the software is 
based on the ñSerial Numberò and the ñRegistration Codeò. Both of 
these number must match for a registration to be valid. 

Enter your registration details and click on the ñApplyò to confirm 
that the details entered are correct. A dialog will inform you if 
incorrect details have been entered. 

For more information about registration see the section 
ñRegistration & Licensingò (Page 40). 

Visualisation   

 

 

 

 

LightFactory supports integration with the popular WYSIWYG (Cast 
Group. http://www.cast-soft.com), Capture 
(http://www.capturesweden.com) and Light Converse visualisation 
software. 

To use this feature select the desired visualiser by clicking on the 
appropriate button. 

If you want to temporarily disable the output uncheck the ñOutput 
live data to visualiserò 

http://www.cast-soft.com/
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Accept incoming patch information ï Use this option to enable 
or disable receiving patch information if the visualiser supports 
sending it. 

Send Fixture Selection Information ï With this option turned on 
LightFactory will send messages to the visualiser to indicate if a 
fixture is selected or not. 

Receive Fixture Selection Information - 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 visualiser. 

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

 

 

Figure 32: System Properties: WYSIWYG tab 
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Media  

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

 

Figure 33: System Properties - Media 

 

Video Output Monitor ï Use this option to define what display on 
your computer all video content go to. 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 automatically be played in full screen. 

Brightness - The Brightness property defines the luminance 
intensity. 

Utilise Colour - The Utilise Colour check box property defines 
whether colour is utilized or not.  

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.  
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Saturation - The Saturation property defines the colour intensity, in 
IRE units. 

Volume ï The volume property defines the default audio level of 
the playback.  



LightFactory V2  Reference/Window Overview  

A Guide for Users  Command Interface  

124  © 2004 - 2011 Dream Solutions Ltd 

 

Special Shortcuts  

Special system shortcuts are miscellaneous functions in the 
software that you may want to put onto 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. 

 

Figure 34: System Properties - Special Shortcuts 
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External  Hardware  Wings  

External wings are dedicated hardware designed to provide hand 
on control to LightFactory. They include playback, shortcut, and 
program devices.  

Enttec / Cooper Controls Wings  

The Enttec or Cooper Controls wings connect to LightFactory via a 
standard Ethernet connection. If your Ethernet port is already in 
use, or you are using more than one Wing, you will need to connect 
the computer and the Wing/s to an Ethernet Hub or Switch using a 
standard Ethernet patch cable.  

The configuration tab shown below can be used to check that 
LightFactory is seeing the connected wings and that they are 
configured correctly. The lower half of the window will show any 
debug or broadcast messages from the wing and aids with fault 
finding.  

 

Figure 35: External Hardware Wings - Enttec/Cooper 
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At the bottom of this window you can set the network interface that 
the software will use to communicate with the wings. By default the 
software will pick the first valid interface and on most systems this 
is the only interface. 

For more information about using the external wings see the 
hardware setup section (Installing Wings, Page 56). 

There is little or no setup required in LightFactory to use the 
hardware wings and this screen should only be used to check that 
everything is running correctly or to debug problems. 

Match page to on-screen submasters ï Check this option to 
force the on screen submasters to automatically change page with 
the page control on the wing. By default the on-screen submasters 
are independent of the wing. 

Wing playbacks must return to the current position to take 
affect after a page change ï use this option to avoid unexpected 
jumps in stage output after changing the page on the wing. 
Normally if a submaster is moved after a page change the output 
will take effect immediately. With this option on the affect of the 
submaster will not be applied until the physical slider to returned to 
the current value of the submaster. 

Auto assign submasters with playbacks ï A playback generally 
refers to the play, back and pause buttons above each slider on the 
playback wing. Turn this option on to automatically connect the 
slider beneath the buttons to the same playback.   

Display 60 shortcuts on screen to match shortcut wing ï The 
LightFactory shortcut window will default to display 100 shortcuts 
on screen per page. As the shortcut wing only has 60 buttons per 
page it may be convenient to reduce the on-screen display to match 
the wing. With this option on the shortcut window will display 6 rows 
by 10 columns of shortcuts per page. 

Encoder Fine/Course Movement ï Use the spin edits at the 
bottom of this tab to define the amount of movement made by 
turning the encoders on the program wing. The default movement is 
the course value while the fine movement is used when the shift 
key is held down on the wing. 
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Elation MIDIcon  

The Elation MIDIcon wing communicates with LightFactory using 
the MIDI standard built into the windows operating system. As soon 
as the device is connected and the drivers installed it will be 
available to be used as a wing device with LightFactory. 

 

Figure 36: External Hardware Wings - MIDIcon  

 

Enable MIDIcon control ï This is the primary on/off switch for the 
device. If this is not enabled then the messages from the MIDIcon 
will not be passed to LightFactory. As soon as this option is enabled 
the MIDI system in LightFactory will be turned on and any 
configured MIDI triggers will become active. 

Device ï The device selection should not require changing. 
LightFactory will automatically select the MIDIcon if it is available. 

Match page to on-screen submasters ï Check this option to 
force the on screen submasters to automatically change page with 
the page control on the wing. By default the on-screen submasters 
are independent of the wing. 
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Wing playbacks must return to the current position to take 
affect after a page change ï use this option to avoid unexpected 
jumps in stage output after changing the page on the wing. 
Normally if a submaster is moved after a page change the output 
will take effect immediately. With this option on the affect of the 
submaster will not be applied until the physical slider to returned to 
the current value of the submaster. 

Blackout button to toggle state ï In the middle of the MIDIcon 
wing is a blackout button connected to the ñmasterò fader. 
LightFactory will automatically link this to the grand master in the 
software. If this option is on then the blackout button will toggle its 
state with each press. When then option is off the blackout state will 
only be maintained when the key is held down. 

Encoder Fine/Course Movement ï Use the spin edits at the 
bottom of this tab to define the amount of movement made by 
turning the encoders on the program wing. The default movement is 
the course value while the fine movement is used when the shift 
key is held down on the wing. 

Encoder Page Up/Down shortcut ï The MIDIcon does not provide 
dedicate page buttons for controlling the 3 encoders on the device. 
You can change the encoder page on the fixture control window or 
by assigning shortcuts to this function. 

Special Keys ï The S1, S2, S3, S4, S5 and S6 keys are situated 
along the top of the MIDIcon device. These can be assigned to a 
number of special functions such as opening the various windows 
in LightFactory. By default these buttons to be mapped to the first 6 
windows on the main command interface. 

PADs ï The MIDIcon also provides 12 dedicated touch pads below 
the encoders. These pads can be mapped to specific shortcuts in 
LightFactory using the ñTouch Padò grid. By default the 12 pads are 
mapped to the first 12 shortcuts. 
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ELC sideKICK  

The sideKick too is based on the AC612XU control. It has 30 
playbacks, each capable of running multiple stepped memories. 
The 20 buttons on the top are playbacks 1 to 20 and the faders with 
flash buttons are playbacks 21 to 30. Single step memories can be 
created by capturing the DMX input.  

 

Figure 37: External Hardware Wings - ELC sideKICK too  

 

Use buttons 21-30 as shortcuts (off = flash) ï If this option is 
checked then the buttons along the bottom of the sideKICK can be 
used as additional shortcut keys. If turned off then the buttons 21-
30 will act as flash buttons for the sliders directly above them. 

Use store button as master GO button ï When checked the store 
button can be used as a cue GO for the main cue list editor window. 

Page buttons to control ï Use the drop down combo to assign the 
appropriate action for the page up and down buttons on the right 
hand side of the wing. 
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CueServer  

CueServer is a lighting control solution for of stand-alone 
architectural and show control. LightFactory is now able to directly 
integrate with these products by exporting a cue list directly to the 
device. The CueServer tab will allow you to select the cue list you 
want to upload and the actions you want for each of the buttons. 
LightFactory will then take care of creating the necessary resources 
containing your show data and upload it in one operation. 

 

Figure 38: External Hardware Wings - CueServer 

 

When this window is opened LightFactory will automatically search 
for CueServers connected on the network. You can select the 
CueServer you want to send a show file to by selecting it from the 
drop down combo box at the top of this window. Detailed 
information about the selected CueServer will be shown on the right 
including its version number, model and serial number. 

Use the ñCue List Nameò selection to set the cue list you want to 
load onto the device. 
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The CueServer has 8 buttons on the front of the device that can be 
set to either advance the cue list or load to a specific cue. Use the 
selection box to set the action you want for each of the buttons. If 
the ñLoad Cueò option is selected a second drop down box will be 
shown for you to select the cue you want. 

Click on the ñSaveò button to upload the cue list you have selected 
into the CueServer. If your show file contains a lot of effects then 
this may take a while as each effect is rendered. 

External Triggers  

LightFactory provides the ability to connect external triggering 
devices to control the running of shows. This feature allows you to 
set up shows that run without user interaction. 

External triggering is designed to trigger the ñCue Goò function in 
shows, however LightFactory can also use the MIDI and Timecode 
triggers to execute any shortcut. 

Configuration of the external triggers can be found in the file menu. 

MIDI  Control  

MIDI is a flexible musical instrument-to-PC protocol that provides a 
number of different messages in the form of notes. 

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

The ñDebug Messagesò tab can be used to help identify any 
problems with receiving MIDI messages. To display more 
information about incoming MIDI data turn on the ñVerbose debug 
messagesò option at the bottom of the window. 

 

Figure 39: External Triggers: Midi Debug Messagages 
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Note Triggers 

The ñNote Triggersò tab provides the ability to add any number of 
note triggers to the system. 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. 

 

Figure 40: External Triggers: Midi Note Triggers 

 
Each trigger requires the following settings; 

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

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

TDeviceT ï Device number to listen to (default 0) 

TNoteT ï This is an instrument note that will trigger the event. 

On/Off ï Determine if the system will trigger by a note on or note off 
event. 

TOctaveT ï An interval between two notes that are seven steps apart 
on a musical scale. 

TActionT ï Each trigger can either execute the ñcue goò operation or 
execute a system shortcut. Use the drop-down combo to select one 
of these options. 

TShortcutT ï If the action is set to ñshortcutò, this field is used to 
specify what shortcut number you want this trigger to execute. 

Import / Export ï To help manage a large number of MIDI note 
triggers you can import this information from a coma 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 or export. 
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When choosing the import option a dialog will pop up asking you if 
you want to remove existing entries before importing the new data. 

Note Velocity 

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. 

 

Figure 41: External Triggers: Midi Note Velocity 

 

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

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

TDeviceT ï Device to listen to. 

TNoteT ï This is an instrument note that the software will listen for 
and translate the velocity into a submaster value. 

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

Import / Export ï To help manage a large number of MIDI note 
triggers you can import this information from a coma 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 or export. 
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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Control Change Events 

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

 

Figure 42: External Triggers: Midi Control change 

 

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 also 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 the ñValue 1ò. To 
set the first control change identifying number use the ñFirst Control 
#ò option to the right of the device selection box.  

When submasterôs are changed in LightFactory the software will 
also send MIDI messages to the selected device to activate 
motorised faders (if supported). 

Shortcut Device ï The same function as above can also be 
applied to shortcuts. Select the device to listen to for control change 
messages and set the start message number 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 slider. This is 
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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 change you make. If the device you are using does 
not support motorized faders then it is recommended to turn this 
option off. 

Ignore shortcut up messages (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 message except 127. 

Wide Mode ï Wide mode will automatically map the maximum 
number of incoming MIDI control change messages to submasters.  

Timecode (MTC) / Clock 

The ñTimecode (MTC) / Clockò tab allows you to setup 
LightFactory to listen to incoming MIDI timecode data and MIDI 
clock signals. 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 synchronise your show to a common tempo. 

 

Figure 43: External Triggers: Midi Timecoode (MTC) 

 

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 form the selected device. When turned on 
the Send option below it will automatically be turned off. 
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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 automatically be 
updated. 

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 second 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 four 
timecode options (found in the timecode tab) the timecode will be 
sent to the selected MIDI device to allow other systems to 
synchronise 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) but if you are unsure set this to 25 fps. 
Changes to the frame type will apply immediately so you can try 
different setting to see how it effects other equipment that might be 
reading the timecode LightFactory is generating. 

TNote :  For Light Factory to send MIDI messages 

you must needed to assign the MIDI output in 

the PC . To do this open the windows control 

panel  and from this open  ñsounds and audio 

devices ò. On the AUDIO tab the  MIDI music 

playback needs to be assigned to the MIDI 

output device  you want to use  (it defaults to the 

internal MIDI engine) . 
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PC Line -In  

The PC Line in triggers are only able to trigger the ñcue goò function 
or simple chase steps. There is no shortcut execution with this 
event. 

The ñPC Line Inò tab provides the ability to set the audio source, 
frequency range, trigger level, and minimum time between events. 

For LightFactory to listen to the selected audio source you must 
enable it by clicking on the ñEnable Audio Line In Controlò 

 

Figure 44: External Triggers: PC Line In 

 
TSourceT ï Select the audio source you want to use to trigger the 
system. Select from Line In, CD ROM, or PC Microphone using the 
combo edit provided. 

TFrequency RangeT ï The frequency range that the software will 
listen to. The default is 20Hz through to 20kHz. 

TCue Trigger LevelT ï Select the audio level in dB that will trigger the 
cue go. 

Min Time ï Set the minimum time between trigger events. 

Timecode  

The timecode configuration provides the ability to set up shortcuts 
that are triggered by the timecode values being reached. You can 
also setup a cue list and provide timecode values to each cue. 
Cues can then be automatically triggered when the timecode value 
is reached. 
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TNote :  There is no configuration required for 

using timecodes to trigger ñcue goò. See 

ñTimecode ò on page 237  for more information on 

using timecodes with the cue system.  

To enable listening to timecodes, check the box marked with the 
appropriate timecode device you are using. 

¶ DirectX timecode ï Uses the internal windows timecode 
functions provided by the DirectX components. 

¶ Winamp timecode ï Winamp is a popular free media 
player that is capable of playing video and audio files. 
LightFactory can read timecode directly from this sowftare 
when running on the same PC. 

¶ 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 
http://www.adrielec.com 

¶ Internal Timecode ï LigthFactory can also read its own 
internal timecode produced by the media playback effects. 

¶ 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 (Page 94) for more 
information about controlling the internal timecode. 

 

Figure 45: External Triggers:  MIDI /SMPTE Timecode tab 

 

http://www.adrielec.com/
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If you are using the internal timecode generator you can optionally 
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. 

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

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

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

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

ChilliNet  

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

 

Figure 46: External Triggers:  ChilliNet  tab 

 

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

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

http://www.zero88.com/
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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. 

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 however the communication speed is 
not fixed and can be changed. 

 

Figure 47: External Triggers:  iCAN tab 

 
To enable iCAN message 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 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 web site or any external application. 

 

Figure 48: External Triggers:  mySQL trigger  

 

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

mailto:support@lifact.com
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Scheduled Tasks  

Scheduled tasks allow you to setup 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, or every X 
seconds. Each task executes a LightFactory shortcut. 

 

Figure 49: Scheduled Tasks 

The following tasks are frequently performed when you want to 
schedule a task to run on your computer.  

Create a scheduled task  

Before a task can be scheduled to run, one or more tasks must be 
created. To create a new task click on the ñNew Taskò button at the 
top left of the window. 

 

1. As soon as you click select ñNew Taskò the scheduled task 
wizard will start. Select the shortcut you want to execute on 
every occurrence of the task and click ñNextò to continue. 



Reference/Window Overview  LightFactory V2  

Command Interface  A Guide for Users  

http://www.lifact.com 143  

 

 

 

2. In the space provided on the second page enter a meaningful 
name to describe the task. (e.g. Hourly fountain show 1) 
Then select how often you want this task to run and click ñNextò 
to continue. 

3. The next page is specific to the frequency that you want the 
task to be performed. 

a. Daily 
 

  

b. Weekly 
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c. Monthly 
 

 

d. One Time Only 
 

 

e. Every Hour or Every X seconds 
 
No additional information is required for this option. 

4. Once you have selected the schedule options for the task click 
ñNextò to continue to the final page. 
 

 

5. To complete the setup of the new task click on the ñFinishedò 
button. The new task will now appear in the task list and will 
immediately become active. 
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Modify a scheduled task  

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 properties from the option at the top of the window. 

This will start the same wizard you used to create the task. Follow 
the same procedure to change any of the option or click cancel at 
any time to return to the task schedular window. 

Remove a scheduled task  

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

Temporarily turn off a scheduled tasks  

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

To control access to various parts of the software you can setup 
users and passwords from the ñEdit User Permissionsò window.  

 

Figure 50 : User Security 

 

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 exists 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 Usersò 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. 

Most of the security features centre 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 
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window uncheck the option to 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 ñShow Runnersò and ñChannelò view. 

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 setup 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. 

 

Figure 51: User Login 

 

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 ñloginò to proceed to the main interface.  
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Submaster Options  

Submasters can be assigned to perform a number of functions. 
Traditionally a submaster is a physical slide control that allows the 
user to input a value between 0 and 255. 

The following functions can be assigned to LightFactory 
submasters: 

Channel groups (Scenes & Submasters) 

Cue ñgoò execution 

Cue intensity override 

Effect Playbacks intensity override 

Chase step rate control 

Chase fade time control 

LightFactory provides up to 100,000 submasters that are accessed 
through pages. The ñSystem Properties (Page 105)ò will allow you 
to specify how many pages the system creates and how many 
submasters (up to 100) per page. 

Obviously, computers do not typically come with a number of 
physical faders so LightFactory provides access to submasters 
through either an on-screen interface or through add-on hardware. 

 

 

On -Screen Submasters  

The on-screen submasters can be viewed as either a slider control 
or a grid similar to the channel display. The slider view will provide 
access to up to 30 submasters per page. Each of the submasters 
per page is represented by a single slide control and spin edit box. 
The grid view will display as many submasters per page as set in 
the system properties. Each submaster is represented as a square 
in the grid that can be selected and modified using the scroll wheel 
on your mouse. 

Open submaster page 

 

Submaster page control 
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TNote T: LightFactory can support up to 1 00, 000 

submasters by connecting external hardware to 

the system. Not all submasters can be viewed on 

screen  when in fader mode . If you configure 

more than 30 submaster s per page then only the 

first 3 0 will be visible in this mode . 

To switch between the fader view and the grid view click on the 
button to the right of this window. Clicking on this will toggle 
between each of the views. 

At the top of this window is a series of buttons to change the 
submaster page. Changing the page in this window will not change 
the page number on the main window as it is possible to have the 
on-screen submasters set to a different page to any external 
hardware you might be using. 

Fader Mode  

Setting a submaster can be done by using your mouse to click-and-
drag the slide control, or by typing a value in the edit box below the 
slider. If you move the slide control, the value in the edit box will 
change to reflect the new position and changes to the edit box will 
be reflected in the slide position. 

 

Figure 52: Submaster window ï Fader Mode 

 

The ñFlashò button at the bottom of each submaster can be used to 
temporarily set the submaster to full. Once this button is release the 
submaster will return to its previous state.  
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Selecting the ñLatch flash buttonsò option at the top of the window 
will change the behaviour of the flash button so that you do not 
need to hold the mouse button down. With the toggle option on, 
clicking and releasing the flash button will take its position to full. To 
return to the previous state click the flash button again. 
T 

Note :  If hardware submasters are being used, 

you will also see the slide position and edit box 

value change to reflect the hardware.  

Right clicking on a submaster will bring up additional options to help 
identity each fader.  

Change Description ï Use this option to label the submaster. The 
label will appear along the top of the fader. 

Set Description Colour ï The colour of the description can be 
changed by selecting it form this option. 

Reset Description Colour ï Select this option to return the colour 
of the description back to its original colour. 

Lock/Unlock Submaster to all pages - A locked submaster will 
remain on screen regardless of the page change. This is useful for 
keeping some operations on screen all of the time.  

When a submaster is locked to all pages a small yellow padlock will 
appear in the top right corner of the slider control. 

Submaster Wheel 

On the right hand side of this window is a large wheel that can be 
used to move all of the submasters on this page at once. Click on 
the wheel and while holding the mouse button down move the 
mouse up or down to raise or lower the levels. You will see all of the 
submasters on that page raise and lower with your mouse 
movements. 

You can select what submasters the wheel will operate on by 
clicking to the left of the slider for each of the submasters. The 
master wheel will operate on all submasters that have the small 
green tick in the bottom left corner.  
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Grid mode  

Setting submasters in the grid mode is similar to setting channels in 
the channel display. Each submaster is represented by a cell in a 
two dimensional grid. 

 

Figure 53: Submaster window ï Grid  Mode 

 

Submasters can be selected by simply clicking on the desired grid 
cell. By holding the left mouse button down you can drag an area of 
the grid to select multiple submasters. Once selected use the 
mouse wheel or the spin wheel on the right to change the value. 

Right click on any of the cells in the grid for additional options. 

Clear selection ï Select this option to unselect all submasters. 

Select active submasters (all pages) ï All of the submasters 
currently above zero will be selected. 

Clear selection when changing pages ï Check this menu item so 
that all of the submasters are automatically unselected when the 
page is changed. 

Inclusive selection mode - This is toggle option that will have a 
small check mark next to it when turned on. If the ñinclusive 
selectionò option is active then each selection made will be added 
to the previous selection. All submasters currently selected will 
remain selected unless they are in the new selection area. Any 
selection will toggle the selection state of a channel. 
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Hardware Submasters  

LightFactory provides the ability to add physical hardware to the 
system by using any standard DMX lighting desk, MIDI Control 
desk or Playback wing. By connecting the DMX-IN hardware, you 
can connect your existing lighting desk to the software. 

LightFactory will only use the first 100 channels of the lighting desk 
as submasters, but these 100 channels can be paged to provide up 
to 100,000 submasters. 

     

You can also use the Enttec playback wing as an external 
submaster board without needing to assign any playbacks. 

                  

See page 56, (Installing Wings) for more information about 
connecting the playback wing to your system. 

LightFactory can also read fader levels from a standard MIDI 
controller using the ñControl Changeò messages. If the MIDI device 
supports motorised faders then LightFactory will also send MIDI 
messages when changing page or setting the on-screen 
submasters. This will allow the physical submaster to reflect the 
current value. 
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Shortcut Options  

Shortcuts are designed to provide quick access to a number of 
functions within the software. Some of the assignments that can be 
made to shortcuts include: 

Channel selection 

Channel Group Selection 

Cue Go / Back / Pause / Reset 

Execute Fixture Properties 

Effects Run / Pause / Reset 

Execute level groups 

And many moreé 

As with submasters, shortcuts can be accessed through an on-
screen display or by connecting additional hardware. On-screen 
shortcuts also have the added feature of being designed for use 
with a touch screen display. 

LightFactory provides 100,000 user-assignable shortcuts that are 
accessed through 100 pages. Access to the on-screen shortcuts is 
obtained by clicking on the button to the right of the shortcut page 
selection. 

 

On -Screen Shortcuts  

The shortcut window is a grid of 100 buttons each tagged with a 
number, description, and colour. 

Open on-screen shortcut 
page 

 
Shortcut page control 
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Figure 54: On-Screen Shortcuts 

 
If a shortcut is not assigned the button will appear greyed out and 
cannot be selected. When a shortcut is assigned a default 
description is created and appears below the shortcut number. 

There are two (2) view modes that can change the display of the on 
screen shortcuts. You can switch between the modes by clicking on 
the button to the left of the ñFull Screenò button. The label of this 
button will toggle between ñNormalò and ñ4 UPò depending on the 
mode you are in. In ñNormalò mode the shortcuts will appear as a 
10 x 10 grid with the shortcuts numbered with 1 in the top left 
corner and 100 in the bottom right corner. In ñ4 Upò mode the 
shortcuts will be arranged in to 4 groups. Each of the groups will 
have a user definable heading that will default to Colour Palettes, 
Beamshape Palettes, Positions and Groups. 

    

4 Up mode                    Normal mode 
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To change the label for each of the groups in ñ4 Upò mode click 
anywhere in the heading.  

 

Figure 55: Shortcut grouping title edit 

Enter the new name of the group into the box provided and click 
ñOKò to save the change. The new label will be used for all pages of 
shortcuts. 

Options  

To change the global display options for the shortcut window click 
on the drop down menu on the right of the mode button. 

 

Figure 56: Shortcut window display options 

 

Use 3D buttons ï (Default on) Use this option to change how each 
button is drawn. When this option is on the buttons will have a 3D 
style gradient. 

Set font size ï Use this option to change the overall size of the text 
in each of the shortcuts. 

Set mode and labels per page ï When this option is turned on the 
4Up and normal mode can be set for each page. 
The labels will also be remembered for each page 
separate to each other. 

Right click options 

Right clicking on any of the active shortcuts will 
produce a pop-up menu that will allow you to edit 
the description and change the button and text 
colour, add an image or jump directly to the 
appropriate edit window of the shortcut.  
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You can also use the popup menu to copy and paste the formatting 
(colour, text colour etc) of the shortcut to other shortcuts. 

TNote :  Changes made to the description or colour 

will remain until the shortcut is reassigned.  

 

Edit Shortcut ï Select this option to open the editor window 
associated with this shortcut. 

Move Shortcut ï Upon selecting the move shortcut option your 
mouse pointer will change to a small hand. Click on any unassigned 
shortcut to move the original to this cell. 

Lock/unlock shortcut ï A locked shortcut will remain on screen 
regardless of the page change. This is useful for keeping some 
operations on screen all of the time. 

Add Quick Command (macro) ï If you right click on a shortcut 
that is not assigned you will get a single menu item ñAdd Quick 
Commandò. This is a special function that will allow you to assign a 
single command function to the shortcut key. You can think of this 
as a one line macro that that assigned directly to the shortcut key.  

After selecting this option a dialog will appear asking you to enter 
the command you want to assign. The command can be any valid 
command line text (You may want to test your command in the 
command line window before entering it here). Once entered click 
on the ñOKò button to assign the new command. The command 
entered will become the description for the shortcut.  

Clicking on the shortcut will cause the command to be immediately 
executed in the command line window. 

The full screen button to the right of the text size edit box allows 
you to toggle the window into a borderless full screen mode. This 
can be useful when using the shortcuts page with a touch screen 
monitor. The window can be returned to its original size by clicking 
on the same button. 

Hardware Shortcuts  

Programmable keyboards can be connected to the LightFactory 
system to provide physical shortcut buttons. Programmable 
keyboards are most commonly used in point-of-sale environments 
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but are perfect for this application. Each key can be assigned a 
sequence of characters to send to the computer and are generally 
designed for heavy continuous use. 

  

LightFactory has a built-in command sequence that will trigger 
shortcuts from programmable keyboards. Each shortcut can be 
triggered by the key sequence control-Q {digit 1} {digit 2}. For 
example to trigger shortcut 21 from an external keyboard you would 
need to program the key sequence control-Q 21. 

If you are using the Enttec shortcut wing no programming is 
required as the system will immediately associate the keys with the 
shortcuts in the system. 

For more information on shortcut hardware, please visit our web 
site. HTUwww.lifact.comUT 

Window layout options  

When LightFactory is shutdown and restarted the position and size 
of the windows are remembered. The next time you use the 
software you will notice that the windows will re-open in the same 
state as they were last left. 

In the Extras menu are two options that allow the positions (and 
settings) to be saved and re-loaded. This allows for multiple layouts 
to be used for different environments. You may, for example, have 
one layout for programming a show and one for playback. 

Click on the ñSave window layout & settingsò to save the current 
position and size of all the windows to a file on your computer. A 
save dialog box will appear asking for a name and location to store 
your layout. Enter a valid name and click ñSaveò. 

To restore the position and size of the windows form a saved 
configuration click on ñLoad window layout & settingsò. An open 
file dialog will prompt you to select the file containing the settings. 
Once loaded the windows that are currently open will re-position to 
the settings saved in the file. 

http://www.lifact.com/
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Channel Display  

The channel display is your primary access to fixtures and lights. 
You may want to skip ahead and read the section on ñIntelligent 
Fixture Controlò (starts on page 174) before continuing to set up 
any moving/intelligent lights in your DMX chain. 

In the channel display you can: 

Select and modify the dimmer of each channel 

Select and modify attributes of intelligent fixtures (e.g. moving 
lights) 

Record to channel groups, Cue Lists, Palettes and Effects. 

Run library effects. 

Apply palettes. 

 

 
Figure 57: A simple channel window with only simple fixtures 
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Figure 58: A channel window with moving lights patched. 

 

TNote :  Intelligent  fixtures  are identified by the 

word ñFixtureò rather than ñChannel.ò The word 

channel is used to identify simple dimmers.   

The channel view window has four modes of displaying fixtures and 
channels. Change the view click on the ñViewò button and selecting 
the desired view from the drop down menu.  

The different view modes are Expanded, Compact, Character and 
Layout. There is no issue using both views to control your lighting 
rig as you may want to use conventional lights in the grid display 
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and intelligent fixtures in the layout screen. LightFactory will switch 
between the views without effecting the operation of the lights. 

In the Expanded, Compact and Character view all of the channels 
and fixtures are displayed sequentially in an n x n matrix of rows 
and columns. The software will automatically display the maximum 
number of channels it can across the columns and provide a scroll 
bar to view channels that are off the bottom of the window. 

You can however set a fixed number of columns in the ñSystem 
Propertiesò under the ñAppearance tabò. If a fixed column count is 
set then the column widths will automatically resize to fit across the 
page. 

Expanded (verbose) view ï This is the default view and is shown 
in figure 41 above. The expanded view will show all of the patched 
channels in an excel style grid of rows and columns. This mode will 
show the maximum about of information about the fixtures and their 
state. Each attribute will be listed below the fixture name and 
dimmer level to show its current value.  

Compact View ï Use the compact view to maximise the number of 
channels visible on screen at once. This view will show the least 
amount of information per fixture and is limited to the basic channel 
number and dimmer level. It will also show graphically a moving 
light position and colour. 

Character View ï The character view is sometimes referred to as a 
traditional view of channel information. It is similar to the compact 
view but will show colour coding to indicate what is controlling the 
channel and what the channel is doing.  

¶ Increasing ï Light Blue 

¶ Decreasing - Lime 

¶ Tracked - Purple 

¶ Attribute Changed - Blue 

¶ Blocked - White 

¶ Submaster Control - Yellow 

¶ Effect Control ï White 
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Layout View - The layout view allows you to place fixtures 
arbitrarily in the window to more resemble the placement of the 
fixtures in reality. 

Layout View  

The layout view is a free form that by default has nothing on it. 
Before using the layout view you must place fixtures in the desired 
location. Once you have placed fixtures on the 
form you can then control them by selecting them 
in the same way as the grid view. 

When placed on the layout window each fixture is 
represented by a symbol of the fixture, its channel 
number, name and the current dimmer level. If the 
fixture is an intelligent fixture the position and 
colour is also shown. The symbol showed is defined by the ñFixture 
Typeò in the dimmer patching window. If no type is specified the 
fixture is assumed to a conventional profile.  

 

Figure 59: Channel view - Layout view 
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Note :  The layout view also supports a number of 

multi touch gestures to help when working with 

large sets of fixtures . You can use the two finger 

pinch to zoom and two fingers on the screen to 

pan around the layout. If fixtures are currently 

selected then sliding two fingers up or down the 

screen will increase or decrease the dimmer 

level.  

Just above the layout panel (black area of the window) is tool bar 
that is used to edit the layout and insert fixtures onto the view. 

 

Figure 60: Layout view tool bar 

 

 New ï Click on the ñNewò tool button to start a blank layout. 
This will clear all of the fixtures from the layout view (fixtures will 
remain patched in the system) provide a blank page to work with. A 
dialog box will prompt to confirm the ñNewò operation as this cannot 
be undone.  

 Open ï Click on the ñOpenò button to load a saved layout and 
replace the layout currently shown. 

 Save ï The current layout is always stored along with your 
show however if you want to have several layouts you can save it to 
a file on the hard driver separate to the show. Click on a save 
button and a standard windows save dialog box will appear. 

 Print ï Use the print option to print a hard copy of the layout on 
a system printer. 

 Zoom ï Use the zoom option to modify the size of the view 
on screen. If the zoom is to too large to fit all of the fixtures on 
screen then the scroll bars can be used to move around the layout.  

 Edit Mode ï Toggle the edit mode button to change the 
position of the fixtures in the layout view. With the edit mode off the 
fixture cannot be moved around.  
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 Grid ï To help line up fixtures in the layout view a grid can 
be turned on. The fixtures will snap to the dots in the grid when 
repositioning them. 

 New Tab ï To help manage a large number of fixtures in 
the layout view you can create tabs that will allow you to quickly 
switch between views. Clicking on the ñNew Tabò button will prompt 
you for the name of the tab. Tab names can be edited at any time 
by double clicking on the tab. To remove a tab from the system click 
on the small ñXò on the right of the tab. When only one tab exists 
the tabs will not be visible. 

 Background image ï Clicking on the ñBackground 
Imageò button will open a standard windows file dialog that can be 
used to select any bitmap or jpeg image. The loaded image will be 
shown as the background to the layout. This image will be stored 
with your show or with any saved layout. 

 Add Channels ï To add channels to the layout click 
on the ñAdd Channelsò button. A window will drop down below the 
buttons with a grid showing all of the channels in the system. Click 
on the channels you want to add (as you click the channels will 
become highlighted) and then click in the layout screen to play the 
fixtures. 

You can hold down the shift or control key to select multiple fixtures 
in any order. 

 

Figure 61: Layout View, Adding Channels 
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 Add Matrices ï As well as channel you can also add 
any configured matrices to the layout view. This will allow you to 
modify the entire matrix as a single fixture. 

On the left of the window is the list of available fixtures and matrices 
that can be placed in the layout window.  

Delete ï Use the delete button (only visible in edit mode) to 
remove the selected fixtures from the layout. 

Rotate Fixtures ï When the layout view is in edit mode you 
can rotate fixtures using the spin edit control to the left of the delete 
button. The rotation angle set will apply to all of the selected 
fixtures. You can also rotate fixtures by holding down the ALT key 
on your keyboard and click and dragging around the fixture with 
your mouse. 

Moving fixtures around in the layout ï By default the layout view 
is in control mode meaning it is expecting the user wants to control 
and modify the fixtures output. When you click on a fixture it will 
highlight it exactly as it does in the grid display. To move fixtures 
around and change the position you must turn on the option ñEdit 
Modeò. When this option is turned on you cannot select fixtures for 
control as your mouse is now used to move the fixture where you 
want.  

Click and while holding the mouse button down move the fixture to 
the desired location. Release the mouse button once you have 
placed the fixture where you want it. (Figure 62: Layout view - Move 
fixture) 

 

Figure 62: Layout view - Move fixture 
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Working with Matrix  fixtures  

A matrix fixture is a group or array of lights that you want to work 
with as a single fixture and as a number of individual fixtures. They 
are represented as a two dimensional grid of pre defined rows and 
columns. Fixtures do not necessarily need to occupy every cell of 
the grid in the matrix. See Page 286 (Edit ) for detailed instructions 
on how to setup and define a lighting matrix when patching your 
system. 

Once a matrix has been defined you can add it to the layout view 
exactly the same way as any other fixture. You can also work with 
the matrix the same way you would with a fixture. Selecting the 
matrix and applying a dimmer level to it will apply this level to all 
fixtures contained in the matrix. 

 

Selection Options  

Channels can be selected for editing by simply clicking on the 
desired grid cell. By holding the left mouse button down you can 
drag an area of the grid to select multiple channels or fixtures. 

Along the top of the channel window are a number of options to 
help with channel selection. Each of the options is described below. 

Select Active  

Click on this option to select all of the channels that are currently on 
or have light output. This button also has a drop down menu that 
can be accessed by clicking to the right of the button. Use this drop 
down menu to for the following options: 

Select all fixtures ï All of the channels in the system will be 
selected. 

Select inactive fixtures ï All of the channels that are not on or 
have light output will be selected. 

Invert current selection ï All of the channels currently selected 
will become unselected and the ones that where not selected will 
become selected. 

Show only selected fixtures (view) ï Use this option to 
automatically create a ñviewò based on the selected fixtures. The 
view will filter the channels displayed so that only the ones selected 
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will be shown. This option is the same as using the ñviewò 
command. To remove the view click on the ñClear Selectedò button. 

Select odd fixtures of current selection ï This will turn off the 
selection state of all the even fixtures. 

Select even fixtures of current selection - This will turn off the 
selection state of all the odd fixtures. 

Inclusive selection mode ï This is toggle option that will have a 
small check mark next to it when turned on. If the ñinclusive 
selectionò option is active then each selection made will be added 
to the previous selection. All channels currently selected will remain 
selected unless they are in the new selection area. Any selection 
will toggle the selection state of a channel. 
 
If this option is not active then each selection made will unselect 
any currently selected channels. If the selection overlaps any 
currently selected channels then they will remain selected. If you 
hold down the control (ctrl) key while making selection in this mode 
you are able to add channels as per the exclusive mode. 

Active selection mode ï This is toggle option that will have a small 
check mark next to it when turned on. Turn on the active selection 
option for channels and fixtures to automatically go to the ON level 
whenever selected. The fixtures will also turn OFF if the fixture is 
unselected. When active selection mode is enabled the ñSelect 
Activeò button will highlight in red as a warning. 

Highlight selection mode - This is toggle option that will have a 
small check mark next to it when turned on. Turn on the highlight 
selection option for channels and fixtures to automatically go to the 
highlight state whenever selected.  

Clear Selection  

Click on the clear selection button to unselect all channels in the 
system. 

Select Next  

This option will select the next patched channel relative to the 
current selection. If channel 1 is currently selected and this button is 
pressed then channel 2 will become selected and channel 1 will be 
unselected. 
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Select Previous  

Click on this button to select the channel before the currently 
selected channel.  

Selection Shortcuts  

If you have assigned channels to selection shortcuts in the channel 
groups window then the quick selection menu will provide a 
convenient place to access them. Selecting a shortcut from the sub 
menu will act exactly the same as using the shortcut itself.  

For additional convenience the first 9 shortcuts can also be 
accessed by holding down the control (CTRL) key and pressing the 
corresponding number on your keyboard. The selection shortcuts 
that have been assigned to control keys are shown in the drop 
down menu of the quick access control. 

Use the option ñFilter by selected matricesò to sub-select 
channels by the currently selected matrices in the layout view. 

Use the option ñFilter by fixtures in the active cueò to limit the 
selection to only channels used in the currently running cue. If a 
channel is not in the current cue it will remain unselected when 
using selection shortcuts. 

Select channels in cue  

To select channels that are in a specific cue click on this menu 
option to open a sub menu of cues and cue lists. All of the channels 
in the selected cue will become selected in the channel display. 

Select channels by colour  

The ñselect channels by colourò menu will pop up a submenu of all 
of the colour descriptions set in the dimmer patching window. Click 
on the colour description to select all channels that match this patch 
setting. 

If channels are already selected this option will only select the 
channels matching this criteria that are already selected. This is 
done to allow sub selection from a previous selection. For example 
you can select all channels in a cue and then sub select all of the 
channels that match a colour description. 

To select all channels matching the colour description, clear the 
selection before using this menu option. 
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Select channels by purpose  

The ñselect channels by purposeò menu will pop up a submenu of 
all of the purpose descriptions set in the dimmer patching window. 
Click on the purpose item to select all channels that match this 
patch setting. 

If channels are already selected this option will only select the 
channels matching this criteria that are already selected. This is 
done to allow sub selection from a previous selection.  

Select channels by  position  

The ñselect channels by positionò menu will pop up a submenu of all 
of the position descriptions set in the dimmer patching window. 
Click on the position item to select all channels that match this 
patch setting. 

If channels are already selected this option will only select the 
channels matching this criteria that are already selected. This is 
done to allow sub selection from a previous selection.  

Note :  Selected channels will appear green and 

active channels (channels where the value if 

greater than 0) will appear in a light blue.  

Control Options  

Once channels have been selected you can modify the channel 
using the control options along the top of the channel display. 

On  

Use the ñonò function to turn all selected channels to the on level as 
determined by the system properties setting. By default the on level 
is 100%. The on level will be applied to all the primary dimmers of 
selected fixtures.  
 
This button also has a drop down menu that can be accessed by 
clicking to the right of the button. Use this drop down menu to for 
the following options: 

Solo  ï The solo function will turn the selected fixtures to the on 
level while simultaneously turning all fixtures that are not selected 
off. 
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Full  ï Similar to the on function selecting ñFullò will set all selected 
fixtures to 100%. 

Off  

Use the ñoffò button to set all of the selected fixtures to 0%. The on 
level will be applied to all the primary dimmers of selected fixtures. 

Home  

The ñHomeò function is designed for use with intelligent fixtures and 
will set all of the attributes of the fixture to their home values. 

Fan  

The ñfanò function is a powerful way to create organised looks on 
stage without having to modify a number of fixtures one at a time. 
There are a number of different looks that can be created 
depending on the attribute you want to control.  

In Figure 63 below we see all of the fixtures fanned out across the 
stage and in Figure 64 below the same fixtures are crossed over 
each other in a two by two formation. 

 

Figure 63: Fan 
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Figure 64: Crossed 

 

To use the ñFanò select the fixtures you want to modify and click on 
the button at the top of the screen. 

 

Figure 65: Auto Fan Option 
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Pan & Tilt  

Use the pan and tilt offset to position the moving lights into the 
centre of the stage. Adjust the Spread option until the desired look 
is achieved. Use the check box at the bottom of this selection to 
switch between a fanned or crossed look on stage. 

You can fan the fixtures in both pan and tilt by adjusting the 
appropriate spread. The spread function also allows you to set a 
negative spread that will change the look of the fan operation. 

Use the ñRelativeò check box to fan pan and tilt relative to the 
current location of the fixtures. 

Colour  

The colour selection can be used to spread out the colour of 
several fixtures across the spectrum. By default fully saturated 
colours are used for this fan operation. To use different saturation 
and intensity levels adjust the controls at the bottom of this section. 

Use the spread control to ñfanò out the colour of each fixture 
selected. You will see that each fixture is represented as triangle 
that points at the colour being set. As you move the spread control 
the triangles will move out from the centre. The centre point can be 
moved using the control just below the spread. 

Other attributes  

LightFactory will also allow you to apply a fan to any of the generic 
attributes the system knows about. Select the attribute from the 
drop down combo box and then use the spread control to fan the 
values. 

The mode selection will adjust in what order the fan is applied to the 
attribute.  

Left to Right will leave the fist fixture unchanged and fan all of the 
other fixtures out from the first value. 

Right to Left will leave the last fixture unchanged and fan all of the 
other fixtures in from the last value. 

Middle out will cause the middle fixture to remain unchanged and 
fixture either side of it to fan appropriately. 
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Crossed is a mixture of middle out and outside in. Each alternative 
fixture will be either middle out or outside in. 

Outside in will cause both the first and last fixtures to remain 
unchanged while the fixtures in between are proportionally adjusted 
towards a centre value. 

Hi -light  

The highlight (Hi-light ï abbreviated) function is designed to 
temporarily set the fixtures into a known state that will make it stand 
out to the operator. For a moving light this typically means the home 
position and in open white.  

The value that each fixture is set to when hi-light is active can be 
defined in the fixture library. For most attributes this is the same as 
the home value. 

Highlight is a toggle option in LightFactory so that once you have 
identified the fixtures pressing the button again will return you to the 
previous stage look. 

Park  

Parking selected fixtures will freeze the DMX output and prevent 
any changes happening to the fixture. Parked fixtures are identified 
by red text.  

This button also has a drop down menu that can be accessed by 
clicking to the right of the button. Use this drop down menu to for 
the ñReleaseò and ñRelease Allò option. 

Release  

Parked channels and fixtures will be released from the park state 
and changes will become active (operates on selected fixtures). 

Release  All  

Release all of the fixtures regardless of what is selected. 

Undo  

The last operation made can be reversed by clicking on this button. 
This button also has a drop down menu that can be accessed by 
clicking to the right of the button. Use this drop down menu to undo 
up to the last 20 operations. You can undo any operation regardless 
of the order that it was done in. 
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For channel setting (e.g. changing a dimmer value) the undo is 
based on a timeout between operations. Because we do not want 
an undo for every click on the mouse wheel a change in fixture 
values is grouped together unless there is a 2 second gab between 
operations.  

DBO  / Clear  

All channels will immediately be turned off and released from their 
current control. All fixtures will also be unselected. 

Reset master cue list on DBO  

Tick this option from the ñDBO/Clearò sub menu to reset the master 
cue list every time the DBO button is pressed. 

Modifying Selected Channels  

Once a channel is selected, you can modify its current dimmer 
value. To set the current dimmer as a percentage, enter a desired 
number between 0 and 100 by typing the @ symbol before the 
number. As the number is entered, you will see it appear in the 
command interface. The number entered will not apply until the 
ñenterò or ñreturnò key is pressed. Once enter is pressed the number 
will be cleared from the command line and the channels will be set. 
The channel will fade over the time specified by the master fade 
time on the command interface. 

Note :  Corrections can be made to any entered 

value using the ñbackspaceò key. Use the 

command line  to check the entered value before 

applying.  

To select fixtures by number rather than clicking in the channel 
display enter the channel syntax as described in the command line 
section. 

Note : Any command that can be used in the 

command line interface can be typed directly in 

the channel display . 

The current value can also be modified using the scroll wheel on 
your mouse (if equipped). This is a very useful way of controlling 
the dimmer of any lamp as its gives you a smooth control of the 
lampôs intensity. By default, each increment of the scroll wheel will 
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increase or decrease the current value by 5%. This figure can be 
changed in the properties window. See ñSystemò on page 101. 

The ñ+ò and ñ-ñ key can also be used to increase or decrease the 
dimmer of the selected channels. 

Thumb Wheel   

For systems that do not have a scroll wheel on the mouse 
or cursor (such as tablet or pen based systems) you can 
use the on screen wheel provided. Click on this control and 
hold down the mouse button down. As you move your 
mouse or cursor up and down the intensity of the channels 
will change in the same way as the scroll wheel. 

Intelligent  Fixture Control  

If a selection includes intelligent fixtures then the ñFixture Controlò 
window will appear on the right-hand side of the channel window. 
See Figure 66. 

        
Figure 66: Intelligent Fixture Control  

 
If more than one type of fixture is selected then the fixture control 
window will show the generic control options. With the generic 
control not all of the attributes available will necessarily be 
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supported. The figure on the right above is the generic control while 
the left two images are for a specific fixture (the VL3500). 

By default, this window will be docked with the channel window. 
This option will ensure that the window remains attached to the 
right-hand side of the channel window. Moving the channel window 
will move the properties window and moving the properties window 
will move the channel window. 

To turn this option off and have the properties window floating free, 
un-tick the check box at the top of the window titled ñDockedò 

Note :  If more than one fixture is selected, the 

properties window will show  the state of the first 

fixture, however any changes that are made will 

apply to all of the current selection.   

If a specific fixture (non generic mode) is being controlled then the 
attributes that the fixture supports will listed as separate controls on 
one or more tabs. The tabs across the top of the window will group 
the attributes into common functions. E.g. Position, Colour and 
Beam shape. 

All of the fixture attributes provide access to both a helper control 
and a real value control. The helper control is generated from the 
fixtures definition and is typically a way to access real world 
representation of what the light will do. In the colour example below, 
the DMX value of 64 can be meaningless to us but the box on the 
left shows us that the value 64 in colour wheel 1 will produce green. 

 

 

 

Sometimes we do want values other than what is available in the 
helper control. It is optional when setting up new fixtures to provide 
help information such as all of the available colours in a colour 
wheel. For this reason, LightFactory always provides access to the 
actual DMX value and this number can be modified to override the 
selection in the helper control. You can turn off the DMX values and 

Helper control 

Real property value 
(DMX) 
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work only with the real work values by check the box at the top of 
the window. 

When the fixture properties window is displayed, the helper controls 
will find the closest match to the current properties DMX value. 

All of the real value controls can be operated by either typing a 
value into the box provided, clicking on the up and down buttons to 
the right of the control, or using the mouse wheel to increment or 
decrement the value. 

Movement  (Pan  & Tilt ) 

The pan and tilt helper is the large square with a picture of the 
selected fixture in it.  

 
Figure 67: Pan and Tilt  Helper 

 

Note :  if no picture is available the LightFactory 

logo will be displayed.  

To set the pan and tilt, left click and drag your mouse around the 
square. You should immediately see that fixture you have selected 
move relative to your mouse movements.  

Note : When you click and drag your mouse 

around the pan and tilt helper control  you will 

notice that your mouse speed slows down. This 

is only a temporary change, your mouse speed 

will return to the windows default speed when 

the button is rele ased. This is to make 

controlling the fixture easier and more 

manageable.  
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To the right of the pan and tilt helper is the real value controls. 
Below this are the DMX values and below the DMX values is an 
options drop down menu. Click to the right of the button for the drop 
down menu to appear. Clicking on the left hand side of the button 
will set the fixtures to their home position. 

Note :  If you find that either the pan or tilt 

operation is inverted to your mouse movements, 

revisit the patching controls and  click on the ñflip 

panò or ñflip tiltò options  provided with every 

channel.  

Movement  Options  

Home Fixture ï Select this option to return the fixture to exactly 
midway for both pan and tilt. 

Move fixture relative to current position ï When more than one 
fixture is selected this option will allow you to move the fixtures 
relative to where they currently positioned. Uncheck this option to 
ensure all selected fixtures move to the absolute position of the 
cross hairs. 

Lock Pan / Lock Tilt ï This is a useful option to ensure that a 
fixture is only moved in one direction. If you lock the pan for 
example, only the tilt value will be changed when moving the 
mouse in the window. 

Toggle Pan and Tilt Control ï Turn this option on to change the 
behaviour of the control so that clicking inside the pan and tilt area 
will toggle the movement on or off. When this mode is turned on 
and you click inside the control the moue cursor will disappear and 
moving the mouse will move the fixture. You do not need to hold 
your finger down on the button to move the fixture as the control will 
remain on until you click again on the control.  

Fine Movement ï When ñToggleò mode is turned on you will also 
see an option titled ñFine Movementò in the position menu. Fine 
movement will slow the response of mouse moves so that the 
fixture only a very short distance with each movement of the 
mouse. 
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Note : You can also access the mine movement 

option on a temporary bases by holding down 

the  control (ctrl) key and clicking inside the pan 

and tilt area.  

Position (XYZ)  

The position control is very similar to the movement control but has 
a 3

rd
 degree of movement. We can think of the X and Y coordinate 

in the same ways as the pan and tilt of the previous control. The Z 
coordinate is the additional control provided by the ñpositionò 
attribute. 

 

Figure 68: Position Control 

 

Unlike the movement control the position control does not display a 
picture of the selected fixture. Instead the XY control has grid lines. 
Use the slider in the middle of the control area to set the Z value for 
the attribute.  

Dynamic Colour Control  

The dynamic colour control refers to any attribute that can set the 
output colour of the fixture to a dynamic range of values. 
LightFactory uses a unique attribute model that allows you to define 
these attribute with any combination of colours. When the colour 
mixing is defined in the fixture editor the attribute is given a base 
mixing type of RGB, CMY or HSI. 

RGB (Red, Green, Blue) - The RGB colour model is an additive 
colour model in which red, green, and blue light are added together 
in various ways to reproduce a broad array of colours. 
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CMY(Cyan, Magenta, Yellow) ï The CMY colour model is a 
subtractive colour model in which cyan, magenta, and yellow light 
are removed in various ways to reproduce a broad array of colours. 
This is the most common mixing system in a moving light as the 
CMY filters are used to remove colour from the lamp source to 
produce a resulting colour. 

HSI (hue, saturation, intensity) ï SHI, HSB, HSL and HSV are all 
related representations of points in an RGB colour space, which 
attempt to describe perceptual colour relationships more accurately 
than RGB, while remaining computationally simple. HSI describe 
colours as points in a cylinder whose central axis ranges from black 
at the bottom to white at the top with neutral colours between them, 
where angle around the axis corresponds to ñhueò, distance from 
the axis corresponds to ñsaturationò, and distance along the axis 
corresponds to ñintensityò, ñvalueò, or ñbrightnessò. 

When working with colours in LightFactory we are able to switch to 
whatever colour space we want to work in and the software will 
calculate the correct values to apply to the fixture. 

 

Figure 69: Colour Control  

 
In the example above the primary mixing model for the fixture is 
CMY but additionally the fixture has a 4

th
 colour mixer control for 

colour temperate correction (CTO). In the top half of the attribute we 
can indivually change the values of each of the 4 colours using 
either the slider, the percentage spin edit or DMX value. 
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Buttons are also provided to quickly take the value to full or off. The 
full value button is labelled with the colour while the off button is 
labelled ñ0%ò. 

The bottom half of the colour control allows you to pick from a 
palette of common colours. Clicking on any of the colours will 
automatically set the top sliders to the correct value.  

Advanced Colour Heuristics ï If the option ñUse advanced colour 
heuristics is checked then the software will attempt to map the 
selected colour across all of the colour controls (CMY and CTO in 
this example). With this option turned off only the first 3 will be 
adjusted to match the colour.  

The reason for this option is that only the first three colours have a 
clear and simple algorithm for calculating the mix. Additional colours 
require significantly more advanced calculations to work out the 
setting. This is also not an exact match and may not work 100% of 
the time. 

In the middle of the attribute control is a button to open the Generic 
Colour Chooser. This will open a separate dialog box with more 
options for picking a colour. The generic colour chooser will also 
allow you to pick colours from the build in library of filters. 

Note : If the fixture selected only supports colour 

mixing control then the Generic Colour Chooser 

will be displayed in place of the fixture control 

window .  

Generic Colour Chooser  

This window is organised into seven or more tabs depending on 
filters that fixture may have. 
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When the generic colour chooser is created it will add additional 
tabs for the filter wheels that a fixture may have. In the example 
above the fixture has a colour wheel and a gobo wheel. You will 
notice the two additional tabs ñFilters 1ò and ñFilters 2ò contain 
respectively colours and gobos (some filter wheels may have a mix 
of gobos and colours ï there is no restriction on this).  

Show ï The show tab is designed to provide a quick access to the 
common colours you will be using in your show. The main grid will 
display all of the colours currently configured in the show palettes. 
By adding a colour to the ñShowò tab you will also be creating a 
palette. To do this select the colour you want using the other tabs 
and then click on the ñAdd current colour to showò button. The auto 
create button can be used to add 16 saturated colours most 
common to all shows. 

Palette / Spectrum ï The palette and the spectrum tab provide a 
large range of colours to choose from. They provides the ability to 
pick a colour quickly by clicking on the on-screen colour. 

HSI ï Use the HSI tab to choose a colour in the Hue, Sturation, 
Intensity colour space. You can pick the colour using either the 3 
slider controls or by clicking in the curcular colour wheel. 

RGB ï Use the RGB tab to choose a colour in the Red Green, Blue 
colour space.  
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CMY ï Use the CMY tab to choose a colour in the Cyan, Magenta, 
Yellow colour space.  

Filters ï The filters tab provides access to a range of gel filters 
commonly used in the lighting industry. You can choose from 
Appolo, Lee or Rosco filters. 

Fixture defined filters ï If the fixture has a colour wheels or gobo 
wheels defined then the generic colour picker will add these to the 
end of the tab list. These are displayed as filters 1, 2 etc. 

 

Figure 70: Fixture defined filters 

 

The Exclusive check box can be used to remove all other filters 
when a filter from this tab is selected. When a gobo or colour is 
selected the other gobo, colour wheels and CMY flags will get 
removed making this the only filter active. 

Use the Edit button to open the attribute item editor and makes 
changes to the gobo or colour list. This can be useful if the fixture is 
not setup correctly and you need to modify or set the position of 
colours and gobos. This is particularly useful when working with 
colour scrollers to define the colours that are in the string. Making 
changed to this list will globally change the fixture definition. 
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Figure 71: Edit attribute item detail  

 

For more information about using this window see the fixture editor 
user guide installed with the software. 

Generic Attributes  

There are two types of generic attributes that will be discussed 
here. The most simple of the two simply provides a value control to 
set the attribute. The more complex of the generic control has the 
added feature of providing a static list of items that can be selected 
to arrive at the attributes value. 

 

Figure 72: Generic Attribute  

 

 

Figure 73: Generic Attribute + Static Selection 

 

Figure 72: Generic Attribute shows an example of a simple generic 
control. This attribute has a range of values that can be easily set 
by moving the slider control or entering the real world value or the 
DMX value into the spin edits provided. There is also two buttons to 
easily move between the two extreme values. For known attribute 
types these buttons will be labelled with meaningful text. If the 
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attribute is not known they will be given the default labels of on and 
off. 

Figure 73 shows an example of a generic control that also as a 
static selection of attribute values. The primary purpose of this 
control is to be able to select a value from a drop down list. This is 
primarily used for control channels, gobos and colour wheels. 

In the above example the drop down box provides a list of gobos 
but the list can be any combination of text, images and colours. 

Once selected a small slider control under the DMX value can be 
used to adjust the output value between the range associated with 
the selected item. 

The mode selection is used to filter the main list and can also 
interact with the rotation control described next. If the attribute does 
not have different modes then this control will not be visible. 

Rotation  Control  

The rotation control can be used independently or associated with a 
generic control as described above. When operating in connection 
with a generic control the options available can change depending 
on what values are selected. 

 

Figure 74: Rotation Control - Indexed 

 

 

Figure 75: Rotation Control - Continuous 

 

Indexed mode (Figure 74) ï Index filters refers to positioning the 
filter at a specific angle to the light source. In this mode we can set 
the exact angle that the gobo will appear in the fixture. 

Continuous Rotation mode (Figure 75) ï In continuous rotation 
mode the filter will be spinning continuously at a set number of 
revolutions per minute. Continuous mode has 3 settings ï 
clockwise rotation, counter clockwise rotation and stopped. 
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In continuous rotation mode use the buttons to set the rotation 
direction and then the RPM spin edit to set the rotation speed. 

The link between this control and the corresponding generic control 
is a 2 way link. When you change from an indexed filter and a 
rotating filter the rotation control will automatically change. Likewise 
changing the rotation mode in the ñRotation Controlò will cause the 
filter to change to the corresponding mode. 

Framing Co ntrol  

The framing control is a graphical interface to shutter and framing 
systems implemented by some fixtures. There are typically two 
different modes that framing shutters can operate ï position or 
position/angle. With the LightFactory graphical interface you do not 
need to be aware of the way the fixture is controlled as the attribute 
controller will calculate the appropriate DMX values for the changes 
made. 

    

Figure 76: Framing control  

 

Use the red points around the white circle to move the framing 
shutters in and out or change the angle of the blades. The middle 
red dot will move the entire blade in or out. The two red dots on the 
outside of the blade can be used to move just one side of the blade 
in or out. 

As the blades are moved in the graphical interface you will see the 
DMX values being used to control the fixture. 

The rotation angle must be set as a DMX value and will not be 
represented in the visual representation of the shutters. 
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Joystick Control  

If you have windows compatible joystick connected to your system 
then LightFactory will automatically make this available to control 
the your fixtures. There is no setup required to use the joystick and 
the functions will be mapped automatically. 

The pan and tile of the fixture will be controlled by the yoke of the 
joystick while the Z control available on some joysticks will set the 
dimmer level. Up to 16 buttons on the joystick will automatically 
map to the first 16 shortcuts in every page of the system.  

To adjust the sensitivity of the joystick use the ñadvancedò options in 
the ñsystem settingsò tab of the ñsystem propertiesò. 

Quick access controls  

In the middle of the bottom row of buttons are three quick access 
controls to the effects library, channel groups and palettes. Each 
quick access control will drop down a menu to provide access to 
the various options. 

 

Figure 77: Channel View - Quick Access Controls 

 

These options allow you to access different functions without having 
to go into the editor window. For example instead of opening the 
effects editor to test a library effect we can simply run it directly from 
the ñFX Libraryò quick access control.  

FX Library  

Use the ñFX libraryò control to run any effect that has been saved to 
the effects library. The effect will run on the channels/fixtures that 
have currently been selected. Clicking the library item again will 
turn the effect off. Effects that are currently running in the library are 
indicated by a check mark next to the name. 

Click on the ñEdit FX Libraryò option at the bottom of the menu to 
open the effects editor window. When this window is closed the ñfx 
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libraryò menu will be repopulated to account for any changes you 
may have made. 

Stop all effects (library) ï Click on this menu item to stop all of the 
library effects that currently running. 

Create FX from the running library effects ï To create a static 
effect from a library effect start the effect you want and then select 
this option from the effects library menu. A popup dialog will request 
the name for the new effect. Once named click on the OK button 
and a dialog will appear indicating how many effects have been 
created. The new effect will now appear in the effects editor for 
further editing. 

Show library effect controls ï The library effect controls will 
automatically appear when a library effect is started. If this window 
is closed or becomes hidden behind other windows you can use 
this option to show the window again. 

 

Figure 78: Fx Library Controls  

 

The FX library controls window will display a tab on the left hand 
side of the window for each running library effect. In each tab will be 
a series of controls for each attribute contained in the effect. In the 
example above the ñmovement ï circleò effect has a separate 
control for pan and tilt.  

Use the large wheels or the spin edits below each wheel to change 
the behaviour of the running effect. 
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Channel Groups  

Selecting a ñchannel groupò from the quick selection menu will 
apply the values of all channels in the group. This is the same 
operation as the shortcut function and will apply any fade times set 
in the group.  

Use the option ñApply channel group shortcuts to selected 
items onlyò to restrict the application of channel group to the 
fixtures that are selected in the channel display. Fixtures not 
selected will be ignored when a channel group is selected from the 
drop down menu or an apply shortcut is pressed. 

Palettes  

Palettes will apply to any selected fixtures when selected from the 
pop up menu. This operation is the same as using the shortcut that 
can be assigned to palettes. 

Recording  

This section covers recording into the four programming sections of 
LightFactory.  

¶ Channel groups 

¶ Cue lists 

¶ Effects 

¶ Palettes 

Recording a group  

On the left hand side of the bottom row of buttons is the ñRecord 
Groupò option. This button has 2 functions; The main button 
function (Left hand side of the button) will record a group by taking 
a snapshot of the selected channels state. The right hand part of 
the button will drop down a menu with alternative recording options. 

Channel groups can be viewed by clicking on the ñChannel Groupsò 
button on the command interface or by pressing F3 on your 
keyboard. For more information on channel groups see ñChannel 
Groupsò on page 20 and ñChannel Group Editorò on page 200. 
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Figure 79: Record group options 

Ad d channels to group  (dimmer only)  

This option will add the selected channels to a channel group with 
the dimmer level set at full and all other attributes turned off. If the 
group does not exist it will be created before the channels are 
added. 

After selecting this option a small dialog will appear: 

 

Figure 80: Select group dialog 

 

Enter the name for the channel group you want to create or select 
an existing group using the drop down list. 

You can also assign a submaster and a shortcut at this time. To do 
this enter these values into the spin edit controls provided. 

Once you have entered a name or selected a channel group click 
on the ñOKò button to create the channel group. Click on the 
ñCancelò button to exit and return to the previous screen without 
recording a group. 
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Add selected channels to group ( Snapshot 

current state ) 

This option is the same as clicking directly on the ñRecord Groupò 
button. 

When using the snapshot option for recording channel groups you 
can select what attributes you want to record into the group. By 
default the all attributes are turned on. A channel group can have 
any combination of attributes and does not have to control the 
dimmer at all. 

If the dimmer is selected this option will record the current state of 
the channels as the maximum value that a channel will reach when 
the group is at 100%. Likewise with each of the attributes that are 
recorded. 

As the groupôs value travels from 0 to 100% the channelôs output 
value is the proportion of its set maximum. By default, all fixture 
properties will operate the same way. 

Remove selected channels form a group  

Use this option to remove the currently selected channels from a 
already recorded group. A dialog will prompt you to enter or select 
the name of the group you want to remove the channels from. 
Select it from the drop down list and click ñOKò to remove the 
channels. 

Recording a cue  

Next to the ñRecord Groupò button is the ñRecord Cueò and ñUpdate 
Cueò buttons. These buttons have 2 functions; The main button 
function (Left hand side of the button) will perform an immediate 
action. The right hand part of the button will drop down a menu with 
alternative recording options. 

Cues can be viewed by clicking on the ñCue List Editorò button on 
the command interface or pressing F4 on your keyboard. For more 
information on cue lists and the cue system see ñCue List Editorò on 
page 211 and ñCreating a Basic ò on page 71. 
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Figure 81: Record Cue Options 

 

 

Figure 82: Update Cue options 

 

Add active channels to a cue  

Active channels are those where the dimmer is greater than 0%. 
This is the default option when clicking on the ñRecord Cueò button. 
To create a new cue or add channels to an existing cue: 

1. Set up the scene as you want it to look and click on the ñRecord 
Cueò button or select ñAdd active channels to a cueò from the 
drop down menu. 

2. The ñRecord Cueò dialog will pop up to select the cue into which 
you want to add channels. Set the ñcue listò and ñcueò number 
that you want to add the channels to. 
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Figure 83: Cue Selection Dialog 

 

Note :  Drop down combos provide a list of 

available show  groups and cues for you to select 

from. To create a new cue list  and/or a new cue , 

simply type the new entry into the input box 

provided.  

3. If you want to add a short description to the cue being created, 
enter this into the field provided. 

4. Select the ñRecord effects currently runningò to add any running 
effects to the cue.  

5. If you want to add the active channels to more than one cue 
check the option ñMore >>ò. You will then see a list of all of the 
cues in the selected cue list. Click on all of the cues you want to 
record into so that a tick marks your selection. 

6. Select ñOKò to complete this operation. 

Note :  The ñcue selectionò dialog will default to 

the last selected cue list  and the next available 

(integer) cue number.  

If you are adding channels to an existing cue, then channels that 
already exist in the cue will be overwritten with the current values. 
This operation will also record the current state of fixtures and all of 
their attributes. 

To cancel the operation and return to the channel window click on 
the ñCancelò button. 
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Record palettes into this cue ï Turn on this option to record the 
currently active palette references into the cue. A palette reference 
can be either a channel group or a palette. By recording the 
reference into the cue you can modify a single location to update 
multiple cues. For example a position palette can be recorded into 
the cue so that if the position on stage changes you only need to 
update the position palette, you do not need to find all of the cues 
that contain that position. 

Donôt record submasters ï This option when checked will exclude 
any channels or attributes that are currently being controlled by 
groups or submasters.  

Record Attributes ï Use the check boxes under the ñRecord 
Attributesò heading to determine that will be recorded with the cue. 
These options are very useful when updating cues as you can 
update specific attribute types. 

Tracking ï The tracking combo box determines the tracking mode 
that will be applied to cue list changes. Depending on the tracking 
mode you are running the actual effect on the data stored will be 
different. 

¶ Cue Only - Select this option to only update the cue you 
have selected. In hybrid mode no tracking changes will be 
made to the rest of the cue list. In full tracking mode the 
fixtures that have changed will be added to the next cue to 
return them to their previous state. 

¶ Track Backward ï Select this option to update all previous 
cues up to the point where the attribute changes. In hybrid 
mode this will replace all values up to the point where they 
last changed. In full tracking mode each fixture will be 
changed at the point it was last set. 

¶ Track Forward ï Select this option to update all cues 
following the one being recorded up to the point where the 
attribute changes. In full tracking mode this is the default 
behaviour so no changes will be made to future cues. 

Changed Att Only  

This option will only appear in full tracking mode and determines 
how the software deals with partial changes. By default (off) if any 
attribute changes the entire fixture state is recorded into the cue 



LightFactory V2  Reference/Window Overview  

A Guide for Users  Channel Display  

194  © 2004 - 2011 Dream Solutions Ltd 

 

and will ñtrackò forward based on this state. If this option is turned 
on then the software will look at the individual attributes and only 
record those that have changed. Attributes that have not changed 
will ñtrackò from their previous setting. When looking at the cue 
channel detail you will see that the unchanged attributes will record 
as null values. 

Add selected channels to a cue  

This operation acts exactly as with ñAdd active channelsò above, 
however only channels that are currently selected will be added to 
the cue regardless of their active state. 

Update  (replace) cue  with active channels  

Use this option to change an existing cue so that the current look 
(channel settings) replaces what is currently recorded. This function 
operates exactly the same as recording a cue however all existing 
information and channels will be removed or overwritten. 

Update  cue  with only existing channels  

Use this option to change an existing cue updating only the 
channels that are already in that cue. Other channels (selected or 
active) will not be added to the cue.  

Recording an effect  

The ñRecord Fxò options can only be used to record simple chases 
or to create a profile effect from a library effect. For more advanced 
effects programming options see the ñEffect Editorò section on page 
240. 

The main button function will record a new chase step using the 
active channels. The right hand part of the button will drop down a 
menu with alternative recording options. 
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Figure 84: Record Fx options 

 

Add active channels to simple chase step  

This menu option can be used to either create a new simple chase 
or add a step to an existing chase. The keyboard shortcut control-s 
can be used as an alternative to the right click menu. 

A simple chase is a series of steps, each containing a set lighting 
state. This is similar to a cue list, however the transition control is 
limited and a chase can be run automatically from within a cue. 

To record a chase step, setup the channels to the state you want to 
record and select ñadd active channels to chase stepò from the 
menu. The following dialog will ask you to select the chase you 
want to record to and provide the option to record into an existing 
step or a new step. 

 

Figure 85: Creating or selecting a chase step 

 

Select the chase you want to add the lighting state to or enter a 
new name to create a new chase. 



LightFactory V2  Reference/Window Overview  

A Guide for Users  Channel Display  

196  © 2004 - 2011 Dream Solutions Ltd 

 

The step number will default to the next available step. To create a 
new step click ñOKò and the system will record you chase step. To 
add the current lighting state to an existing step select the step 
number from the drop down list and click ñOKò 

The default step and fade time can be set using the edit provided. 
These values are global to the entire chase and cannot be set per 
step.  

To cancel the operation at any time click on the ñCancelò button. 

Add selected channels to simple chase step  

This option works the same as ñadd active channels to simple 
chase stepò however only channels selected will be recorded. 

Create simple chase from selected fixtures  

This option provides a very simple method for creating simple 
chases. Like the option above this works on selected fixtures and 
will automatically create a chase step for each of the fixtures. 

Create a simple RGB/CMY Cycle from selected 

fixtures.  

This option provides a very simple method for creating simple 
chases. Like the option above this works on selected fixtures and 
will automatically create a 6 step chase with each step containing 
all of the selected fixtures. Each step will change the colour to one 
of the 6 primary saturated colours. 

Create a simple colour wheel chase from 

selected fixtures.  

This option also creates a chase based on the selected fixtures. 
Only one fixture type can be selected for this option to work. The 
resulting chase will have as many steps as colour wheel frames are 
found for the fixtures. Each step will contain all of the selected 
fixtures and will move the colour wheel one frame per step. 

Create effect from running library effect  

If you have library effects running directly in the channel view you 
can turn them into show effects by selecting this option in the menu. 
The channels that the effect is currently running on will be used to 
build the effect. 
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A dialog will be displayed asking for a name to be given to the new 
show effect. Once you have entered a name for the effect click on 
the ñOKò button to proceed with the operation. 

To cancel the operation at any time click on the ñCancelò button. 

 

Figure 86: Creating an effect based on library 

Recording a palette  

Palettes are a way to quickly set a fixture to a particular state. Using 
a palette is a static operation that will override the current state of a 
fixture. See ñPalettesò on page 270 for more information. 

Record  palette  

To add selected channels to a palette: 

1. Set up the fixtures into the static state (dimmer, colour, pan and 
tilt etc) 

Click on the ñRecord Paletteò button at the top of the window. 
 

 

Figure 87: Record Palette 
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2. The dialog in Figure 87 will prompt you to enter the palette 
name and shortcut number you would like to assign to the 
current state. You can also select what attributes you want to 
include in the palette using the check boxes provided. 

Note :  This operation only allows you to create 

new entries and cannot be used to add to an 

existing palette . 

3. Enter the shortcut number you would like to assign and click the 
ñOKò button to confirm the requested action. If you have 
changed your mind, click ñCancelò to return to the channel 
window. 

 

Copy Options  

The copy button on the right hand side of the channel display 
window will drop down a menu with a number of options for storing 
and recalling the channel state. You can use this to store and recall 
the channel state from a temporary memory, copy from another 
fixture or copy the channel state form a cue. 
 

 

Figure 88: Copy fixture options 

 

Store current channel state into temporary 

memory  

If you are half way through creating a look on stage and need to run 
a cue or bring up some other lighting state then this option can be 
used to make a temporary back up of the look you currently have. 
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The state of every channel will be stored away in a separate 
memory to be recalled at any time in the future.  

Recall channel state from temporary memory  

Use the recall option to return the live channel state to the one 
stored in memory with the previous function. If no channel state is 
stored then the current state will remain unchanged. 

Swap channel state with temporary memory  

Use the swap function to perform both a recall and a store in a 
single operation. The current state of the channels will be stored in 
the temporary memory and then the state that was stored will be 
loaded into the live state. 

Copy from fixture to selected fixtures  

Selecting this option will change your mouse cursor to a hand 
pointer to indicate that you need to select a ñcopy fromò fixture. The 
attribute and dimmer state of the next fixture you select will be 
copied to the currently selected fixtures. 

If the selected fixtures are of the same type as the ñcopy fromò 
fixture then an exact copy can be performed. If not then the 
software will apply the generic attributes of the selected fixtures. 

Copy  from cue  to selected fixtures  

This is a convenient option to load the state of the selected fixtures 
form the information stored in a cue. Selecting a cue from the sub 
menus found off this menu option will set the selected fixtures to the 
same settings as they appear in the cue. If a selected fixture does 
not exist in the cue then its values will remain unchanged. 

 

 

  



LightFactory V2  Reference/Window Overview  

A Guide for Users  Channel Group Editor  

200  © 2004 - 2011 Dream Solutions Ltd 

 

Channel Group Editor  

Channel groups (Scenes & Submasters) are a convenient way to 
manipulate a number of channels and fixtures with one control. 
Channel groups can operate on any number of fixture attributes and 
do not need to operate on the dimmer. You can also add channel 
groups into cues, thus creating stage looks that can be altered in 
one location and applied across all cues. 

Channel groups can also be used to aid with selecting fixtures in 
the channel display. By assigning a selection shortcut the channels 
contained in the group can be selected or de-selected using either 
the shortcut or the menu option on the channel display window.  

 
Figure 89: Group Editor  

 
Channel groups are most commonly associated with traditional 
scenes or submasters, however you do not need submasters to use 
channel groups. A channel group is a snapshot of a lighting state 
where the output of each channel in the group is a proportion of the 
group value. 
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To create a new blank group, click on ñNew Group.ò This will create 
a group without any channels assigned and all fields set with 
default values. 

To remove a group from the system, click on the row containing the 
group and click on the button ñDelete Group.ò A dialog box will 
prompt you to confirm that you wish to remove the group. Click on 
the ñOKò button to remove the group or ñCancelò to return to the 
previous window. 

Group Name  

The group name is a description field that provides easy 
identification of the group. Enter a meaningful description for future 
reference. 

Channels  

This is a list of the channels included in the group. This list can be 
edited by entering the channels separated by a coma (,). You can 
also enter channels using the same syntax as the command 
window. 

Example 

1,3,4,10/20-15  
This will add channels 1, 3, 4 and channels 10 through to 20 
excluding 15 to the group. 

The channels included in the group can also be edited by clicking 
the ( ) button to the right of the field or by double clicking on the 
grid cell. This will bring up the ñChannel Group Detailsò window. 
This window provides greater control over the maximum value the 
channel will reach when the group is at 100% and provides access 
to intelligent fixture attributes. 

 

Figure 90: "Channel Select" Window 

Channels included 
in this group 
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This window has five tabs down the left hand edge that correspond 
to the different information you may want to edit. 

In channel groups the attributes can have an ñOffò value. Cells that 
are in this state will also be greyed out to make them easily 
identifiable. To set a value to the ñOffò state simply types an O into 
the cell or any non valid character. ñOffò values will be ignored when 
the channel group applied. 

The values set in the overview and DMX tabs will determine the 
maximum value that the attribute will reach when the group is at 
100%. For example if a channels dimmer value is set to 50% in the 
channel group detail window then when the group is at 100% the 
channels dimmer will be set to 50%. If the group is set to 25% then 
the channels value will be set to 12.5% (25% of 50%). 

Docking the channel group detail window  

To minimise the number of windows open in LightFactory the 
channel group detail windows can be docked to the bottom of the 
channel group window. Drag the channel detail window over the 
bottom frame of the channel group window until a gray box appears 
around the bottom third of the window. Release the mouse and the 
detail window will be comes docked. 

 

Figure 91: Channel groups with docked detail window 

 

To undock the window click on the dotted line at the left of the detail 
frame and drag the window away from the channel group window. 
When you release the mouse button the window will undock. 
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Overview  

The overview tab will show the attributes values as real world 
information. Most values will be shown as percentage information 
but some values may show other data. A gobo control for example 
will show an image of the gobo selected and the colour controls will 
show the colour that is currently assigned.  

This tab also provides optional time and delay for the individual 
channels. For attribute level timing see the ñtimingò and ñdelayò 
tabs. 

Each of the attribute tabs also provide helper controls that can be 
accessed by double clicking on the cell. For the colour cells the 
standard LightFactory colour picker will appear. Once you have 
finished modifying the value with the helper control click anywhere 
in the previous window to close it. 

 

 

 

 

Figure 92: Detail window helper controls 
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DMX  

The DMX tab will show all of the same information as the over view 
tab but all of the values will be shown as DMX values. This provides 
the maximum resolution when modifying the data in the group. For 
example in the overview tab the dimmer is shown as a percentage 
giving 100 possible values but the underlying DMX associated with 
the dimmer has 255 possible values. When the percentage is 
changed is converted to a DMX value for storage in LightFactory. 

Timing  

To set an individual fade time for any attribute use the timing tab to 
enter a time value in seconds. If the value shows ñNot setò then no 
independent fade time exists. Any fade time set here will override 
the channel fade time and the group fade time when the group 
value is set or the group applied. 

Delay  

To set an individual delay time for any attribute use the delay tab to 
enter a time value in seconds. If the value shows ñNot setò then no 
independent delay exists. Any delay set here will override the 
channel delay when the group value is set or the group applied. 

Add/Delete  

The final tab provides convenient options for adding and removing 
channels from the group. 

 

Figure 93: Channel detail, add/remove tab 
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This window is divided into two halves. On the left hand side is a list 
of all the channels in the system. Additional information such as 
purpose, positions etc are also provided to help identify channels. 
The right hand panel is the list of channels that are included in the 
group.  

Along the bottom of this tab are the add and remove buttons. 

 

 

Select the desired channels in the left hand panel to add to the 
channel group and click on the add button (right arrow) at the 
bottom of the page. 

To remove select the desired channels from the right hand panel 
and click on the remove button (left arrow). 

You can also use the channel syntax box to enter channels to be 
added. If text is entered into this edit box it will take precedence 
over the selected channels when the add button is pressed. 

Note :  In any of the tabs you can enter data into 

multiple cells by highlighting the cells you want 

to change and then typing the new value . As you 

type the value will only populate the fist cell. 

Pressing the enter key after you have finished 

typing will copy the value to all of the highlighted 

cells.  

Value  

This is the current output state of the group and is a percentage 
value between 0 and 100%. By default this cell is drawn as a 
graphical bar representing the value. Activating the edit control by 
clicking in the cell or starting to type a value when the cell is current 
will cause the graphical bar to disappear and a standard edit box 
will appear. Once you have finished editing the value the cell will 
return to the graphical bar.  

This value can be set directly by entering a number into the field or 
by selecting the row and using the mouse wheel controls to raise or 
lower the value. The resulting output of each of the channels will be 

Channel syntax entry box 
Add 

Remove 
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determined by the ñmax valueò for each of the attributes in the 
included channels. 

Note : If a submaster is assigned, the value will 

directly reflect its current position and will 

change in real - time with the control.  

Fade Time  

The fade time (in seconds) specifies how long the system will take 
to go from the current value to a new value. Whenever the ñValueò 
field is changed the fade time will affect how long it takes to reach 
this new value. 

The fade time can be modified by clicking in the field and changing 
the value directly or by clicking on the up/down buttons to the right 
of the field. 

A channel fade time or an attribute fade time will override any value 
set in this field. 

Behaviour  

A channel group can behave in one of six ways when setting the 
actual output values. To change the behaviour of a group select the 
desired option from the drop down menu accessed by clicking on 
the small arrow to the right of the field. 

TOverride (LTP)T ï Also known as ñLatest Takes Presidenceò. This is 
the default behaviour of channel groups. This behaviour will apply 
the channel levels set in the group to output channels and take over 
control of that channel. As soon as something else sets the channel 
value the group value will get overridden. Likewise as soon as the 
group value changes it will override the existing values set in the 
channel. 

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

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

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

TIndependent ï Channels in an ñIndependentò group will override all 
other requests to modify the channel value. As soon as the group 
level is above 0, channels within this group will be controlled by the 
group values.  

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

Submaster  

To assign a submaster to a channel group, enter a valid submaster 
number (1 ï 100,000) into this field. Once entered, the submaster 
will automatically be assigned and become active. 

Submasters are split into pages of up to 100 possible submasters. 
The number of pages and the number of submaster per page can 
be defined in the system properties. If the system is defined with 
100 submasters per page then use the page number as the first 
digit followed by the submaster you want to assign. To access the 
submasters the first page (page 0) simply enter the number 
between 1 and 100. For the second page (page 1) enter 
submasters 101 through to 200.  

Note :  The value of the group will not change 

until the next time the submaster changes.  To 

learn how to use a submaster once it has been 

set up, see ñSubmaster Options ò on page 148 . 

Selection S hortcut  

The selection shortcut is a convenient way to select fixtures in the 
channel display by pressing a shortcut button. In this operation only 
the channel numbers are used as the selection criteria. Nothing is 
changed in the group ï specifically the group value remains 
unchanged. 

To assign a selection shortcut to a channel group, enter a valid 
shortcut number into this field. Once entered the shortcut will 
automatically be assigned and become active. There are 100 
shortcuts per page and 100 pages (beginning at 0) of shortcuts. 
Use the page number as the first digit followed by the submaster 
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you want to assign. To access the submasters the first page (page 
0) simply enter the number between 1 and 99 (note that shortcut 0 
is reserved). For the second page (page 1) enter submasters 100 
through to 199. 

Toggle Shortcut  

A toggle shortcut can be thought of as a switch in the system that 
turns a lighting state on or off. When the assigned shortcut is first 
pressed the channel group will be set to 100% (full) and the 
channels and attributes will go to their respective values. Pressing 
the toggle shortcut again will cause the group to turn off (0 value). 

Changing the value of the group between pressing the toggle 
shortcut will not change its behaviour. If for example the group is 
turned on by a toggle shortcut and the value to then changed to 
40% clicking the toggle shortcut will cause the group to turn off.  

To assign a toggle shortcut to a channel group, enter a valid 
shortcut number into this field. Once entered the shortcut will 
automatically be assigned and become active. 

Apply Shortcut  

Pressing an apply shortcut will apply the groups setting to the 
channels and fixtures using the fade time set in the group. When 
using apply shortcuts the ability to set individual attributes and 
properties to an ñOffò state is very important. For example, if you 
setup a channel group with pan and tilt information set for each 
fixture and have all other attributes (dimmer, colour, etc) set to off 
then channel groups become a position preset that can be called up 
at any time. This is a useful feature for both on-the-fly control or 
when pre-programming shows away from the final venue.    

To assign an apply shortcut to a channel group, enter a valid 
shortcut number into this field. Once entered the shortcut will 
automatically be assigned and become active.  

To learn how to use a shortcut once it has been set up, see 
ñShortcut Optionsò on page 153. 

Snap Attributes  

When ñSnap Attributesò is checked, intelligent fixtures attributes will 
immediately snap to their maximum value as soon as the group 
value is raised above 0%. 
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If this option is not selected the value of the properties will operate 
the same as the dimmer and will rise and fall as a proportion of the 
group value. 

Options  

Add selected groups to a cue  

To create a new cue or add groups to an existing cue: 

1. Select the groups you want to add to the cue by clicking on the 
row to highlight it. Use the shift or control key to select multiple 
groups.  

2. Click on the options button and from the resulting drop down 
menu select ñAdd selected groups to cueò. 

3. The ñcue selectionò dialog will pop up to select the cue into 
which you want to add the group. Set the ñcue listò and ñcueò 
number that you want to add the channels to.   

4. If you want to add a short description to the cue being created, 
enter this into the field provided. 

5. Select ñOKò to complete this operation. 

Note :  The ñcue selectionò dialog will default to 

the last selected cue list  and the next available 

(integer) cue number.  

To cancel the operation and return to the channel window click on 
the ñCancelò button. 

Add active groups to a cue  

This operation will work exactly as the above option with active 
groups (groups with a value above zero) added to the cue rather 
than selected. 

Snapshot when adding groups  

Toggle the ñSnapshot when adding groupsò option to record the 
current channel state into all newly added groups.  

Select Active Button  

This button serves several functions. By clicking on the left hand 
side of the button will select all of the active channel groups. Once 
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selected you can use the mouse wheel to raise or lower all of the 
values. 

Clicking on the drop down right side of the button will pop up a 
menu with further options. 

Select All /Unselect All  

To select all of the groups click on the ñSelect Allò menu option. 

To unselect all of the currently selected groups click on the 
ñUnselect Allò menu item. 

Select Inactive  

Click on ñSelect Inactiveò to select all of the groups where the value 
is currently 0%. 

Sorting  

You can sort the channel groups grid by any of the columns by 
simply clicking on the column header. Clicking a second time will 
reverse the sort order of the selected column.  

The column used to sort the channel groups will be indicated by a 
small triangle to the right of the column name. 

Filters  

Use the ñShow All Groupsò button to select the filter mode you want. 
To make it easier to manage a large number of channel groups you 
can turn off different groups by what shortcuts and submasters are 
assigned. The current filter being applied will be shown in the 
button title. 

Print  channel groups  

Click on the ñPrintò button to print out the channel groups in this 
show.  

A drop down menu can be accessed by clicking on the right of this 
button. The resulting menu will provide access to a preview window 
and the printer setting control.  

The drop down menu also provides the ability to import and export 
the channel group list to a standard comma separated (CSV) fiel 
format.  
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Cue List  Editor  

To access the cue list editor click on the ñCue List Editorò button on 
the command interface window or press F4 on your keyboard. 

 
Figure 94: Cue List Editor  

 
Shows consist traditionally of a list of cues each of which contains a 
defined lighting state and/or effect sequence. A cue can be 
considered any point in a live show when a signal is given for a 
lighting change to take place. When a cue is triggered, the lighting 
state becomes active and channels attached to the cue will be set 
to their preset levels. 

Cue Lists  

LightFactory provides the ability to create multiple cue lists to help 
manage and run complex shows. A ñcue listò is a way to collect a 
number of cues and assign a name or short description. 

Examples of how cue lists can be used include; 

Separate different ñActsò within a show 

Manage a number of shows all running in a single venue 

Create separate shows for a number of songs likely to play in a 
concert or venue. 

To create a new cue list click on the ñOptionsò drop down menu and 
select ñCreate a new Cue Listò from the resulting options. A dialog 
will appear titled ñCreate New Cue Listò. 

Enter the name of the cist list you want to create and click ñOKò to 
continue. 
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To change the name, click within the ñcue listò field and type the 
desired name. As soon as you exit the field, the new name will be 
saved. Press ñEscapeò to cancel the changes you have made and 
the current cue list name will return. 

To remove a cue list select the desired cue list from the list 
(Selected cue lists will be highlighted) then click on the ñOptionsò 
drop down menu and select ñRemove current cue listò. 

A confirmation box will prompt you to confirm this operation. If you 
are sure you want to delete the group, click the OK button. 

Active  vs. Selected Cue Lists  

A selected cue list is the cue list you are currently editing. The name 
of the cue list is highlighted to identify that it is selected. To select a 
different list simply click on the desired cue list name. The selected 
cue list is always the one shown in the right hand panel of the 
window.  

The active cue list refers to the play controls in the bottom right of 
the window. The active cue list is the cue list currently loaded into 
this master playback and is identified by the green triangle to the 
left of the name. The currently active cue within the list is also 
highlighted in the same colour if that cue list is showing.  

Options Menu  

As well as creating and deleting cue lists the options menu has 
several other functions to make working with cue lists easier. 

 

Figure 95: Cue list, Options menu 



Reference/Window Overview  LightFactory V2  

Cue List Editor  A Guide for Users  

http://www.lifact.com 213  

 

Copy current cue list  

Use this option to make a duplicate copy of the selected cue list. 
The new cue list will be named ñCopy ofò followed by the original 
cue list name.  

Blocking & Mark  

Selecting the ñBlocking & Markò option in the menu will open up the 
submenu for globally setting the flags inside the cue list.  

Set ñBlockò on all cues ï This option will check all blocking flags in 
the selected cue list. 

Un-Set ñBlockò on all cues - This option will un-check all blocking 
flags in the selected cue list. 

Set ñMarkò on all cues - This option will check all mark flags in the 
selected cue list. 

Un-Set ñMarkò on all cues - This option will un-check all mark flags 
in the selected cue list. 

Cue List Behaviour  

The cue list behaviour sets defines how the cue list interacts with 
other parts of the software at the time of playback. By default this is 
set to Latest Takes Precedence (LTP) however you can change 
this to Build and Highest Takes Precedence (HTP). LTP is also 
called ñoverrideò in the channel groups as the output of this 
behaviour will override whatever the channel is currently set to and 
apply the new value. 

The behaviour set by this option will result in playback of the cue list 
following the same rules as the behaviour set by channel groups. 
See ñBehaviourò on page 206 for further details. 

Build will add the output from the cue list to whatever the output 
currently is set in the channels. HTP will only apply the channel 
output from the cue list if that output is higher than what the channel 
is already outputting. 

To set the behaviour for the cue list select it from the sub menu 
from this option. The behaviour will apply to all cues in the cue list 
and across all playbacks that are using this cue list. 
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Open tracking sheet  

The tracking sheet is a convenient way to view how channels are 
changing between cues. 

 

Figure 96: Cue list tracking sheet 

The view consists of a channels vs cue grid. The channels used in 
the entire cue list are listed in each row while the cues travel across 
the columns of the grid as above. 

If you have intelligent fixtures recorded into cue you will see a small 
ñ+ò sign at the start of the row. This indicates that there is more 
information about the channel available. When you click on the ñ+ò 
symbol the rows will expand to show all of the attributes for that 
fixture and what values are set for each cue. After clicking on this 
the ñ+ò will become a ñ-ñ and can be used to collapse the view back 
down to the dimmer only. 

The ñCollapse Allò and ñExpand Allò buttons at the bottom of the 
window can be used to open and close all if the intelligent fixtures 
listed. 

The ñChannel Rangeò edit box can be used to enter a range of 
channels that will filter the view. You can use the standard channel 
select syntax to filter the channels shown.  

 e.g. 1/20-7  this will show only channels 1 thought to 20 except 7. 

Check the ñShow tracked valuesò to view what the channels will 
be in each cue if full tracking is turned on in the system properties. 
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Use the ñShow unused channels when range setò to view all of 
the channels regardless of if they are used by the cue list. By 
default the track sheet will only display the channels that are used 
in the cue list to help minimise the information presented. This 
however limits the ability to add channels that are not used. By 
truing this option on and applying a ñChannel rangeò you can add a 
channel to the cue list by simply entering a value into the 
appropriate column. 

Printing & Exporting ï Pressing the print button will print the track 
sheet to the selected printer. Use the drop down menu to the right 
of this button to change the print settings or preview the output. An 
Export option will save the contents of the track sheet to a comma 
separated file format (CSV). 

Use primary playback  

Check this option if you want that master playback on the external 
playback wing to be used to control the master cue list playback. 

You can also access this using a programmable keyboard in the 
same way as shortcuts. The key sequence to run this special 
playback: 

Cue Go: control - q followed by ñA1ò 

Cue Back: control - q followed by ñZ1ò 

Record current channel state when adding cues  

Check this option to record the currently active channels in to the 
cue when a new cue is added from the button on this window. 

Safety playback mode  

Safety playback mode is designed to prevent accidental triggering 
of cues during your show. When this option is checked the ñGOò 
button will not immediately execute the next cue when an existing 
cue is running or the cue is set to follow on. 

If the previous cue is still running or the next cue is setup to be a 
follow on cue the ñGOò button will be relabelled ñEnableò. Clicking 
on the ñEnableò will change it to ñGOò and a second press will force 
the cue to be executed.  

This mode ensures that the button must be pressed twice if the use 
wants to skip over the normal execution rate programmed. 



LightFactory V2  Reference/Window Overview  

A Guide for Users  Cue List Editor  

216  © 2004 - 2011 Dream Solutions Ltd 

 

Selected cue to follow current cue  

This option is useful if you have the cue list channel detail window 
open or docked to the cue list. As the cue list is advanced the 
current selected cue will automatically follow the cue currently 
active on stage. The channel detail, effects and groups window will 
automatically advance to show the information for that cue. 

Edit cue channels live  

With this option turned on any changes made to the channels in the 
current live cue will automatically be reflected on stage. With this 
option turned off (default) the cue list channel detail window is a 
blind editor meaning that changes are not seen until the next time 
the cue runs. 

Record current channel stage when adding cues  

With this option turned on the active channels in the channel 
display will automatically be added to the cue when using the ñAdd 
Cueò button. 

Show / Hide search bar  

Check this item to turn on or off the search bar at the bottom of the 
cue list. 

Print  

The print option will output the currently selected cue list to the 
selected printer. 

Print Preview  

Select the preview option to open a window that will display the 
printed page. From this window you can choose to print. 

Printing Settings  

This option will open the page setting for printing the cue list. 

Reset grid layout to default  

If you have resized or moved columns in the cue list grid you can 
restore the default positions and size by selecting this option. 
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Visible Columns  

Selecting the ñVisible Columnsò option in the menu will open up the 
submenu that will list all of the columns in the cue list window. 
Select each one to turn the column on or off in the grid. 

Cueõs 

The ñcue listò is a series of cues each numbered between 0.000 
and 4294966.999. The cue number determines the default order 
that cue will be run; however, the strict order is determined by the 
ñnext cueò field. 

To create a new cue: 

1. Click the ñAdd Cueò button below the cue list editor. 

2. The newly created cue will be added to the end of the list with a 
cue number one integer value above the last cue e.g., if the last 
cue number was 2.35 then the newly created cue will be 3.00. 

3. LightFactory will assign the ñnext cueò field to the first cue, thus 
creating a show that will automatically wrap around. As the new 
cue is the last one in the sequence, LightFactory will also 
change the previous cue and set its ñnext cueò value to the 
newly created cue. 

Note : Double clicking on a cue  will automatically 

make it the currently active cue and make this 

cue list  the currently active cue list . If a cue 

within this cue  list  is active then it will appear 

highlighted light green.  

To remove a cue: 

1. Select the cue from the cue list. 

2. Click on the ñDelete Cueò button. 

3. A confirmation dialog will prompt you to confirm this operation. 

Cue Options  

To assist with many tedious tasks the ñCue Optionsò drop down 
menu provides several convenient options related to creating and 
managing cues.  
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Figure 97: Cue Options Menu 

Copy this cue   

Selecting this will create a new cue at the end of the cue list. The 
cue number will be the next available integer value. All of the 
properties of the current cue (channels, trigger, etc) will be copied 
from the cue at the position of your mouse. 

Insert a new blank cue  below  

This option will create a new cue directly below the cue at the 
position of you mouse. The cue number will be exactly half way 
between this cue and the next. The properties of the cue will be set 
to the system defaults. 

Insert a new cue  above  (Copy this cue)  

This option will create a new cue above the current cue. The cue 
number will be half way between the previous cue and the current 
cue. All of the properties (channels, trigger, etc) will be copied from 
the current cue to the new cue. 

Insert a new cue  below (Copy this cue)  

This option will create a new cue below the current cue. The cue 
number will be half way between the new cue and the current cue. 
All of the properties (channels, trigger, etc) will be copied from the 
current cue to the new cue. 
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Insert a scene break below this cue  

A scene break is a description only row that can be added to your 
cue list to help remember what is happening at this point in the cue 
list. Scene breaks are not cues and do not execute any lighting 
operation. It is a convenient way to label your cue list at key points 
and assist with cue list management. 

After selecting this option the software will prompt you for the name 
of the scene you want to label. Enter the name or description into 
the edit box provided and click ñOKò to add the screen break. In the 
example below a scene break has been added below cue 4. 

 

Figure 98: Cue List, Scene break example 

 

Undo  

Use the undo function (alternatively you can use control-z) to undo 
the last change made to the cue list. In the case of the cue list 
channel detail window the undo command will revert back to the 
channel state when the cue was selected. 

Open Cue update history  

The cue update history is a powerful system that remembers every 
state that has ever been recorded for this cue. Whenever a cue is 
updated or changed the cue update history is added to. You can 
then use this window to try and revert to a previous cue state.  

When a cue is reverted to a previous state the current state is also 
added to the history table so that no state is ever lost. 
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Figure 99: Cue Update History 

 

Use the preview button to apply on stage what the cue looked like 
at the specified date and time. Click on the apply button to set the 
state of the current cue to what it was at the selected date and time. 

Toggle blocking on the selected cues  

When running in full tracking mode you can set an entire cue to be 
a block cue. A block cue will use the cue as the absolute state that 
is expected. If a channel does not exist in the cue then it will be 
turned off. Use this option to toggle the ñblockò flag for the cues that 
are currently selected. 

Blocking & Mark  

Selecting the ñBlocking & Markò option in the menu will open up the 
submenu for globally setting the flags on all fixtures inside the 
selected cue.  

Set ñBlockò on all cues ï This option will check all blocking flags in 
the selected cue. 

Un-Set ñBlockò on all cues - This option will un-check all blocking 
flags in the selected cue. 

Set ñMarkò on all cues - This option will check all mark flags in the 
selected cue. 

Un-Set ñMarkò on all cues - This option will un-check all mark flags 
in the selected cue. 
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Set Trigger (Selected Cues)  

To modify the trigger setting of multiple cues select the rows you 
want to change, right click and select the trigger from the sub menu. 
You can select the rows by clicking on the very left of the row where 
the current row indicator is shown. Hold the control and shift keys 
while clicking with the left mouse button to select more than one 
row. 

If you have the ñtriggerò column selected then this menu option will 
apply to every cue in the current cue list. 

Load cues on double click  

By default double clicking on a cue will execute the cue in the 
master playback. The selected cue will become active and the 
previous live cue will terminate. The selected cue however will run 
with the same timing as it would it had been executed in sequence. 

With the ñload cueò option checked the cue will execute in zero (0) 
time. All timing information will be ignored. This is convenient for 
bringing up a cue when editing if you donôt want to wait for standard 
execution time. 

Loading a cue will also force the cue into a blocked state regardless 
of the ñBlockingò flag set for each channel. This means that 
previous tracking will be ignored and the values recorded in the cue 
will be the values set in the channels. 

Cleanup ònext cueó numbering from this point 

If you have got the ñnext cueò column out of sequence you can 
easily return it to the default sate (next cue always follows the cue 
number) by selecting this option. The cleanup will happen from the 
currently selected cue down. To clean up the entire cue list select 
the first cue before selecting this option. 

Re-number as whole cues from this point  

If have a lot of point cues in the cue list from inserting cues or 
rearranging the order of the cue you can use this option to quick re-
number. After this operation every cue will be a whole number with 
no decimal part to it.  
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The re-number will happen from the currently selected cue down. 
To re-number the entire cue list select the first cue before selecting 
this option. 

Timestamp next non zero cue  

When working with timecodes it is often useful or convenient to 
create your cue list without any timecode values loaded. Once you 
have created the cue list you must then go back and assign 
timecode values manually. 

To aid with this operation LightFactory provides the ability to 
timestamp cues with the last read timecode. Once you have 
created the cue list you can then play back the timecode track and 
stamp each cue in real time. Because using the right click menu is 
not a quick enough operation when playing back media in real time 
a shortcut (control ï t) is also provided. Playback the timecode track 
and press the control-t to stamp the next non zero cue at the 
appropriate times. 

Timestamp on cue go  

Turn this option on to learn the timecode for a show by running it in 
real time. Every time the ñGoò button is pressed in the playback 
controls the timecode will be record for the next cue with no 
timeode recorded. 

Clear notes for the selected cue.  

Use this option to empty the cue notes field for the selected cues. 

Reset all effects in the selected cue  

The reset effects option is used during playback of the cue list. If 
the cue contains effects you can manually stop the effect execution 
without stopping the cue using this option. 

Run Cue / Load Cue  

To the right of the cue options menu is the run cue/load cue button. 
The function of this button will change depending on the ñLoad cues 
on double clickò option. 

This button performs the same operation as double clicking on the 
ñstatusò field of the cue list. It also provides an easy indication of 
what double clicking on a cue will do. 
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Cue Number  

The cue number represents the order that the cues appear in the 
list and by default, it also determines the run order of the show. Cue 
numbers can be set to any number you want by clicking within the 
field and typing the new value. 

Cue numbers must be between 0.000 and 4294966.999. When 
editing cues it is not necessary to enter the decimal part if all you 
want is an integer value. 

Note :  LightFactory will automatically re -order 

the cue  list  as soon as you exit the field and thus 

save the new value. The ñnext cueò value will not 

be changed if you edit the cue number so you 

must manually ensure that the show  follows the 

desired sequence.  

The most common use for editing the cue number is to insert a new 
cue between two existing cues. To do this, change the cue number 
to a valid number between the two cues. 

Example 

To insert a new cue between cues 2 and 3 we would create a new 
cue and change its number to 2.5. To ensure that the show follows 
the sequence 2, 2.5, 3 we would need to change the ñnext cueò 
number of cue 2 to 2.5 and the ñnext cueò of 2.5 to 3. 

Note :  Changing the cue  number can also be 

used to park a cue for use later. To do this, 

simply c hange the cue number to a high value 

and ensure that none of the other cues have the 

ñnext cueò set to this value. 

Description  

This field is for your own reference and provides the ability to 
describe the lighting state contained in the cue. By default, this 
description contains the cue number. This can be changed by 
clicking within the field and entering the new description. 

Channels  

This is a list of the channels included in the cue. This list can be 
edited by entering the channels separated by a coma (,) or a space. 
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To edit, click inside the field and type the desired channel list or edit 
using left and right arrow keys. You can also enter channels using 
the same syntax as the command window. 

Example 

1,3,4,10/20-15 

This will add channels 1, 3, 4 and channels 10 through to 20 
excluding 15 to the cue. 

The channels included in the cue can also be edited by clicking on 
the ( ) button to the right of the field or by double clicking on the 
grid cell. This will bring up the ñCue List Detailò window. This 
window provides greater control over the maximum value the 
channel will reach when the cue is executed, and provides access 
to intelligent fixture attributes. 

  

Figure 100: " Cue List Detail" Window  

 
This window has seven tabs down the left hand edge that 
correspond to the different information you may want to edit. 

If a channel does not have an attribute for a displayed column the 
cell will be greyed out and cannot be edited. An ñn/aò will also 
appear in the cell. 

The values set in the overview and DMX tabs will determine the 
value that the attribute will reach when the cue is executed.  

Docking the Cue List  detail window  

To minimise the number of windows open in LightFactory the cue 
list detail windows can be docked to the bottom of the cue list 
editor window. Drag the channel detail window over the bottom 
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frame of the cue list window until a gray box appears around the 
bottom third of the window. Release the mouse and the detail 
window will be comes docked. 

To undock the window click on the dotted line at the left of the detail 
frame and drag the window away from the cue list window. When 
you release the mouse button the window will undock. 

Overview  

The overview tab will show the attributes values as real world 
information. Most values will be shown as percentage information 
but some values may show other data. A gobo control for example 
will show an image of the gobo selected and the colour controls will 
show the colour that is currently assigned.  

This tab also provides optional time and delay for the individual 
channels. For attribute level timing see the ñtimingò and ñdelayò 
tabs. 

Block ï Check the ñBlockò check box to force this channel to not 
follow tracking instructions. All of the values set in the cue will be 
applied to the live output regardless of the previous cue execution. 

Mark ï A marked cue will execute most of its attributes in the 
previous cue if the channel does not exist in that cue. It uses the 
fade in and dwell time of the previous cue as the time the fixtures 
will change. You can also override this operation by setting a non 
zero value into the ñdefault mark timeò found in the ñSystem 
Properties.ò 

Each of the attribute cells also provide helper controls that can be 
accessed by double clicking on the cell. For the colour cells the 
standard LightFactory colour picker will appear. Once you have 
finished modifying the value with the helper control click anywhere 
in the previous window to close it. 
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Figure 101: Detail window helper controls 

DMX  

The DMX tab will show all of the same information as the overview 
tab but all of the values will be shown as DMX values. This provides 
the maximum resolution when modifying the data in the cue. For 
example in the overview tab the dimmer is shown as a percentage 
giving 100 possible values but the underlying DMX associated with 
the dimmer has 255 (or in some cases 65535) possible values. 
When the percentage is changed is converted to a DMX value for 
storage in LightFactory. 

Timing  

To set an individual fade time for any attribute use the timing tab to 
enter a time value in seconds. If the value shows ñNot setò then no 
independent fade time exists. Any fade time set here will override 
the channel fade time and the cue timing. 

Delay  

To set an individual delay time for any attribute use the delay tab to 
enter a time value in seconds. If the value shows ñNot setò then no 
independent delay exists. Any delay set here will override the 
channel delay when the cue timing. 

Profile  

The profiles tab is reserved for a future version of LightFactory. This 
feature is not currently supported in this version.  
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Ch Grid  

The channel grid view will show the channels in a similar view to 
the channel display window. Editing channels in this view is similar 
to the channel display. You can select the channels using the 
mouse and control the dimmer value with the scroll wheel. 

 

The view menu can be used to change the way each channel is 
displayed. See Channel Display Page 158 for information on the 
different view styles. 

In the view menu you can toggle between showing only the 
channels that are recorded into the cue and showing all of the 
channels in the system using the ñShow only channels included in 
this cueò. If this option is turned off the channels not recorded into 
the cue will be displayed in a light gray. With this mode turned on 
you can use the ñAdd Selectedò button to add channels into the 
cue.  

Use the ñRemove Selectedò button to remove channels from the 
cue. 

Palettes  

Palettes are a powerful way to manage fixture data in a large show. 
We can think of palettes as references to other objects that have 
already been programmed in the software. The best example of the 
usefulness of palettes is position presets. Position presets are a list 
of pan and tilt positions for each fixture in the show. When we 
record a cue we could set a fixture to a specific position on stage 
and record the value to the cue. However if at a later time the 
position gets moved someplace else we need to go through the cue 
list to find all of the places that the position was used.  

Instead we could record that position into a position preset at the 
beginning and instead to recording the same position into the cue 
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we would reference the position preset we have just made. If the 
physical position changes at a later time all we need to change is 
the position preset and all of the cues that reference that 
information will be updated automatically. 

This is only one simple example of using palettes as reference 
values in a cue, we could do the same thing with colour, gobos, 
focus etc. 

In LightFactory there is two types of palette references that can be 
used in a cue.  

A channel group can be used in cases where each fixture in the 
reference needs to have a different value. The position preset 
above is an example of this as every fixture although pointing at the 
same spot on stage may have slightly different pan and tilt values. 

A palette is used in cases where we want to apply an abstract value 
to an attribute. Colour is an example of this type of reference as 
LightFactory is capable of working out how to set the colour on a 
fixture regardless of its type or place in the rig. 

Note :  When an attribute  has a palette reference 

assigned to it the value displayed in the overview 

and DMX tabs will show in red . The software still 

remembers the ñhardò values that were recorded 

but is indicating that the values shown are not 

going to be used unless the palette  reference is 

removed.  

 

Palette references can be added to a cue at the time of recording or 
using the palette tab in the cue detail window. In this tab is two 
panels separated by a movable splitter. In the left hand panel is a 
list of all the available palette references that can be added to the 
channels in this cue. The list is an alphabetical list of both channel 
groups and generic palettes. 

The panel on the right is similar to the overview and DMX tab. Each 
row is a fixture and each column an attribute. 
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Figure 102: Cue Details Window - Palettes 

 

To add a palette reference to an attribute select it from the panel on 
the left and while holding the mouse button down drag and drop it 
onto the attribute. 

Alternatively you can enter palettes by clicking in the required 
attribute field and start typing the name of the palette you want. As 
you begin to type a popup list of palettes will appear. Use the up 
and down arrow on your keyboard to select the palette you want 
and press enter to assign it to the attribute. 

Using the palette reference tab in the detail editor is a very slow 
way to add palette reference and is designed to be used as an 
editing tool to make changes after the cue is created. The easiest 
way to work with palettes is to record them from the channel 
display.  

Add/Delete  

The final tab provides convenient options for adding and removing 
channels from the cue. 

Assigned palettes 
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Figure 103: Channel detail, add/remove tab 

 

This window is divided into two halves. On the left hand side is a list 
of all the channels in the system. Additional information such as 
purpose, positions etc are also provided to help identify channels. 
The right hand panel is the list of channels that are included in the 
cue.  

Along the bottom of this tab are the ñaddò and ñremoveò buttons. 

 

 

Select the desired channels in the left hand panel to add to the cue 
and click on the add button (right arrow) at the bottom of the page. 

To remove select the desired channels from the right hand panel 
and click on the remove button (left arrow). 

You can also use the channel syntax box to enter channels to be 
added. If text is entered into this edit box it will take precedence 
over the selected channels when the add button is pressed. 

Note :  In any of the tabs you can enter data into 

multiple cells by highlighting the cells you want 

to change and then typing the new value . As you 

type the value will only populate the fist cell. 

Pressing the enter key after you have finished 

typing will copy the value to all of the highlighted 

cells.  

Channel syntax entry box 
Add 

Remove 
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Effects  (FX)  

Effect sequences are an automated sequence of lighting states that 
run without user interaction. For more information and detail on how 
to create effects, see ñEffects Editorò on page 240. A simple effect 
may be a traditional chase sequence or a more complex effect may 
perform a series of moving light changes. 

Often when a cue is executed, it is desirable to run an automatic 
sequence until the next cue is triggered. LightFactory allows you to 
add any number of effects and chases into any cue. 

The ñEffects (FX)ò field is a non-editable field that will show how 
many effects the cue contains. To edit or add effects to the cue, 
click the ( ) button to the right of the field or double click on the 
field. 

  

Figure 104: Show Effect Selection window, effects 

 

On the left of this window is the list of available effects in the 
system. If you have a large list of effects you can filter what is 
shown by clicking on the effect type tab on the left of the window or 
by selecting a filter from the combo box at the top of the list. 

The effect window tabs will also filter what included effects are 
shown in the right hand panel. 

To add an effect to the cue, select the desired effect from the 
available list and click the ñAdd to cueò button at the bottom of the 
effects list. To remove an effect from the cue click on the ñRemoveò 

Available Effects 

Effects included in cue 
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button at the far right of the effect row. You may need to scroll the 
grid to the right for the button to be visible. 

The ñDelayò field allows you to set a time for the system to wait 
before starting the effect after the cue executes. 

ñFade Inò and ñFade Outò  
These options allow you to set a different fade in and out time for 
each effect. This will only apply to the dimmer if it is used in the 
effect. Some effects do not use the dimmer at all and on this type of 
effect the fade in and out will not do anything. 

When the cue exits (i.e., the next cue is triggered), all effects will be 
terminated. 

Timeline, Profile  and matrix Effects  

Select the ñLoopò check box so that the effect will play continuously 
while the cue remains current. If this is un-checked, the effect will 
play once and then stop. 

All effects have a default length when the effect is created. To 
override this default time, set the ñOverride lengthò field to the 
desired value. The effect will automatically be rescaled to run within 
the specified time. 

The ñStagger Directionò option is only used for property/attribute 
effects and set the way the stagger is setup.  

Simple Chases  

The ñDirectionò field specifies how the chase steps will play. Select 
from forward, backwards, bounce, or random from the dorp down. 

The ñRun timesò field allows you to specify how many times 
through the chase will run before stopping. 

ñStep timeò and ñFade timeò is provided to override the default 
values when running the chase in a cue. Set the step time to 0 to 
run the chase manually using a step shortcut. 

Setting the ñStep Shortcutò will allowing you to manually step the 
chase. This shortcut will be loaded when the cue enters and 
removed when the cue exits. This allows you to use the same 
shortcut in several cues. 
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ñFadeò and ñStep Submastersò are also loaded when the cue 
enters and unassigned when the cue exits. This allows you to setup 
a submaster to manually control the fade transition and step time 
while the chase is running. 

Exec Shortcut  

Each cue can also execute any number of shortcuts when the cue 
runs. This allows you to run more complex operations such as 
executing macros, selecting channels, or jumping to another cue 
list. 

Shortcuts can be added by simple typing a comma (,) delimited list 
of shortcuts. Alternatively you can click on the button ( ) to the 
right of the field or double click to bring up the edit window for ñCue 
List Shortcutsò. 

 

Figure 105: Cue List  Shortcuts 

 

To add a new shortcut using the ñCue List Shortcutò window click on 
the ñAddò button in the first cell of the last row in the grid. A new line 
will appear in the grid and the ñAddò button will move down one row.  

Use the remove buttons on the right of the grid to delete an entry 
form the grid. 

In this window you can also specify a delay before running the 
shortcut. The system will then wait for the specified time before the 
shortcut executes. 

To run the shortcut on a recurring bases enter a time between 
execution in the ñFire everyò field. 
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To run the shortcut when the cue exits, tick the check box in the 
column ñFire on leavingò 

Channel Groups  

By adding channel groups to a cue you can setup ñstage looksò that 
can be edited in one place and applied to any number of cues. The 
channel groups become building blocks for the show and can make 
programming the entire show a lot faster by reusing common ñstage 
looksò. 

Channel groups can be added by clicking on the button ( ) to the 
right of the field or double clicking to bring up the edit window for 
ñCue List Channel Groupsò. 

 

Figure 106: Cue List  Channel Groups 

 

You can add any number of channel groups to a cue. To add a 
channel group to the cue, select the desired group from the 
available list and click the ñAdd to cueò button. To remove a group 
from the cue click on the ñRemoveò button to the right of the row 
you no longer want in the cue. 

Inc Channels Only ï This option can be used to set the behaviour 
of channel groups in relation to the channels added to the cue itself. 
If this option is turned on then the channels in the group will not be 
applied unless they also exist in the cue. For example, if you have a 
position preset group with 10 fixtures in it you may want to use only 
a subset of these fixtures in a cue. To achieve this you would add 
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the subset of channels into the cue normally and also add the group 
into the cue. 

Dimmer % - Set the dimmer percentage when using channel 
groups as scenes that you want to add into the cue. You can use 
this option to have the same group in many cues but with different 
weighting on the dimmer. 

Trigger  

The cue trigger specifies what causes the cue to execute. By 
default, this is set to ñCueò indicating that the software is waiting for 
the ñCue Goò button to be pressed. The previous cue will remain 
active until the trigger is activated. 

To set the cue trigger, click the drop down combo button to the right 
of the field and select from the following options; 

Cue Go ï The user must physically press a ñCue Goò button either 
in a show runner or on the show editor window. 

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

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

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

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

Next Cue Number  

When this cue has finished (wait, fade in, and dwell), the ñnext cueò 
number specifies what cue should be execute next. LightFactory 
will look into the cue specified by the ñnext cueò number and wait for 
the specified trigger to occur before executing it. 

This field will only accept values of cues that currently exist. 
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Delay  

To specify a delay before the cue will execute, enter a valid time (in 
seconds) into this field. Internally a cue has finished just before the 
fade out executes to allow for cross fades between two cues. The 
delay can be used to stop this behaviour by setting its delay time to 
the previous cueôs fade out time. 

Fade In  / Fade Up  

The fade in field determines the time (in seconds) that the cue 
takes for each channel to go from their current value to the value 
contained in the cue. The fade time will apply to all fixture properties 
that are set within the cue. 

If you are running the software is fade up/down mode then this 
value will determine the time taken for channels and attributes that 
are increasing in value. 

Note : An override fade  time for individual 

channels can be set in the ñCue List Channels ò 

window. See page  223 . 

Dwell  

The dwell time is used when you want the cue to operate 
automatically. For example if you want the cue to fade in, wait for a 
specific time, and then fade out without any user interaction. The 
dwell time (in seconds) specifies how long the cue will wait after the 
fade in before executing the fade out. 

Fade Out  / Fade Down  

The fade out field determines the time (in seconds) that the cue 
takes for each channel to go from the value contained in the cue to 
the value contained in the next cue. If the channel is not contained 
in the next cue then it will fade to 0. The fade time will apply to all 
fixture properties that are set within the cue. 

If you are running the software is fade up/down mode then this 
value will determine the time taken for channels and attributes that 
are decfreasing in value. 

Effects  Delay  

To specify a global delay before effects are started enter a valid 
time (in seconds) into this field. 
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Follow time  

If the cue is set to ñAutoò trigger then by default the cue will execute 
after the delay, fade in and dwell times have occurs. If the follow 
time is set then this will override the length of time before the cue 
executes. 

Timecode  

When timecode triggers are being used, this field will specify the 
timecode value that the software will wait for. See page 137 for 
more information about timecodes. 

Notes  

Use the cue notes to record any additional information about the 
cue that might be useful later. This is a free form field that can hold 
almost any amount of data. You could for example use the notes 
field to store the script pages associated with the cue. 

Double click on the notes field to open the ñCue Notes Editorò. This 
form is a very simple text editor that will allow you to change text 
fonts, set alignment, copy and past. 

In the top menu of the Cue notes editor are options to move to the 
next or previous cue. As you select these options the cue notes will 
change to show the notes corresponding to the selected cue. 

 

Figure 107: Cue notes window 
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Playback options  

When a cue is executes LightFactory will display the cue notes in a 
non editing window. The playback options at the top of the window 
can be used to set other features during cue execution. 

Send Notes to Telnet Sessions ï If this option is on then when a 
cue executes the notes will be sent to all telnet clients that are 
currently connected. 

Read cue notes on execute ï Using the build in speech engine of 
windows the software will read the text in a computer voice out the 
standard audio port of your computer. 

Clear display if cue notes are blank ï If this option is off then the 
last notes displayed will remain on screen until the next cue with 
valid notes is executes. With this option on the cue notes screen 
will be cleared. 

Preview notes for the next cue on execute ï With this option on 
the playback of cue notes will always be one cue ahead of the 
current cue.  

Testing a show  

The ñCue List Editorò window provides convenient controls to allow 
you run and test a show. The four controls are the same as each of 
the cue list playbacks and operate exactly the same way. If the 
show you are working on has only one cue list there is no reason to 
use any of the additional playbacks and can run your entire show 
from the cue list editor window. For more about cue list playbacks, 
see page Error! Bookmark not defined.. 

 
Figure 108: Cue List Editor controls for testing a show 

Cue Go  

This will execute the next cue in the active cue list. If there is no 
current cue active the ñcue goò button will execute the first cue in 
the list. As soon as this button is pressed, the cue will start and a 
cue progress will be displayed in the status field of the cue. 
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Note :  If the cue  is triggered by some external 

event, such as a timecode, then the ñcue goò will 

override this and execute the cue immediately.  

Cue Stop  

This will stop the execution of the cue immediately. Any fades or 
waits will terminate and the current lighting state will be maintained. 
The will also stop the next cue from being executed regardless of 
its trigger. 

Cue Back  

The ñcue backò button will execute the previous cue (the cue whose 
ñnext cueò value is the current cue) and terminate the current cue. 

Cue Reset  

ñCue Resetò resets the entire cue list and sets the current cue to 
nothing. Pressing the ñcue goò after a reset will cause the first cue 
to start. Resetting the cue can be thought of as a ñrewind to 
beginningò function. This will also release all of the channel from 
cue control. 
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Effects  Editor  

An effect sequence is an automated sequence of lighting states that 
typically runs without user interaction. There are five types of effects 
supported in this version of LightFactory.  

Simple Chase - Simple chases, contains a number of lighting 
states and are similar to a basic cues list. 

Timeline ï This effect contains a list of fixtures each assigned a 
number of timed segments. All effects have a default length of time 
(in seconds) that they will run for. 

Profile ï This effect allows you to assign a profile path to specific 
attributes of the fixture. As the effect runs over a set time the 
attribute follows the defined profile path. 

Matrix ï Specifically designed for use with LED or grid lighting this 
effect provides an easy way to deal with a large number of lights. 

Media ï To playback media files, flash animations, or control a DV 
desk. 

To access the effects editor, click the ñEffects Editorò button on the 
command interface window or press the F5 key on your keyboard. 

 

Figure 109: Effects Editor 

Effect Filters  

LightFactory provides the ability to set filters with every effect to 
make managing a large number of effects easier. Double click on 
any of the effects to edit the list of filters that describe this effect. 
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For example a moving light effect that does a circle might be given 
the filters ï Movement, Intelligent Lights, Rear truss. 

Use the combo box at the top of the effects list to select the filter 
you want to apply. The effects list will now only show effects that 
match this criteria. 

You can also use the tabs on the left of the window to only show 
effects of a particular type. By default all of the effect are shown but 
if you are only wanting media effects you can select this only this 
tab. 

The last tab on the left of the window is different to the others in that 
it will switch to showing the effects stored in the Library. Library 
effects do not get deleted with a new show and can be used to 
create other effects. 

Creating new effects  

To create new effects click the ñAdd Effectò button. As soon as you 
click on the add button the ñNew Effect Builderò wizard will begin to 
step you through the process. 

  

Figure 110: New Effects Builder Opening Page 

 

This first page will ask you to define what type of effect you want. 
Select the type of effect you want to create and click ñNextò to 
continue. 

Simple lighting chase  

A simple chase is a step based effect similar to an automated cue 
list. Each step contains a list of fixtures each in a specific state. 
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Figure 111: New Effects Builder, Simple chase 

 

To complete building the effect, enter a name to identify the chase 
and set how many steps you want to include in the effect.  

If you want to set the default step time (the time the system will wait 
before executing the next step) or fade time enter the values into 
the fields provided. 

Click on ñFinishedò to create the new chase and open the chase 
editor. The newly created chase will immediately become visible in 
the right-hand side of the effects editor. 

Timeline  effect  

Provides the ability to build your effect by viewing its behaviour over 
a timeline. The effect has a fixed length and each fixture can be 
given a specific behaviour over that time. 

  

Figure 112: New Effect Builder, Timeline 
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To complete the creation of an effect enter the name to identify the 
effect and set the length (in seconds) that you want the effect to run 
for. 

Set the fixtures you want to include in the effect by setting the 
starting fixture number and specifying how many fixtures after that 
to include. Alternatively you can provide a range of channels using 
the command syntax in ñChannel Rangeò field. 

Click on ñFinishedò to create the new effect and open the effect 
editor. The newly created effect will immediately become visible in 
the right-hand side of the effects editor. 

Pro file  effect  

This effect type is based on time vs. level path that is assigned to a 
list of fixtures and specific attributes or properties. 

  

Figure 113: New Effect Builder,  Prop/Attrib Effect (Page 1) 

 

Enter a name to identify the effect and set the default length. The 
channels or fixtures can be set using either a channel range (using 
command interface syntax) or by setting the start channel and 
number to include. 

When the effect is created with more than one fixture the wizard 
can place all fixtures into one path or create a separate entry for 
each. Use the ñAll fixtures will use the same pathò option to set how 
the fixtures in the effect are organised. 


























































































































































































