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Preface

This guide contains instructions for using Dlite’s basic features.

The chapter order is similar to your work flow when starting a new 
show:

Patching fixtures
Selecting fixtures and setting parameter levels
Programming libraries
Storing lighting objects, such as scenes, chases, and cues
Playing back your show
Saving your show

 Text conventions
The actual keys on the console panel are referred to as KEYS. Panel 
KEYS are in BOLD CAPS. 
The keys on the touch screens are referred to as BUTTONS. Touch 
screen BUTTONS are BOLD, ITALICIZED CAPS.
 Command line text and messages appear in italics. Command line 
refers to area where the command chain is displayed.
# refers to numbers entered on the numeric keypad.
In operation sequences, optional keys or buttons appear in paren-
theses. 
Example: SPOT # ( #) @ 65.
Key presses are separated by commas when operation sequences 
are written in a single line. Example: SPOT, #, ,#, F
When + appears between key or button names, it means: Press THIS 
(and) THAT at the same time. Example: SHIFT + FREE. Generally 
used only in conjunction with shift pairs. 
The terms Tap, Touch, and Click are used interchangeably when 
referring to the touch screen buttons.
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Text conventions

UKs refers to universal keys (the faders’ flash buttons) . UKs are 
represented on the touch screen grid when the editor is active.
Select key refers to the blank (multi-purpose) keys above the play-
backs and looks like this: SELECT.

Desk, console, and system are used interchangeably.
Fixture is the term used for any lighting device.
Channel is the termed used for conventional lighting fixtures that 
have only an intensity parameter.
Spot is the term used for intelligent fixtures.
Extra is the termed used for all DMX devices that are not fixtures. 
Dlite offers a variety of procedure syntaxes to suit each 
programmer’s preference. When basic procedures are introduced, 
three procedure syntaxes are explained separately. In subsequent 
procedures, more general terminology is used. Example: the proce-
dure for storing an pbject is, when first discussed, shown using 4 
separate syntaxes. In subsequent procedures, that include storing a 
scene, general language (such as, “Store the scene) is used.
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Chapter 1   General Information

Dlite Front Panel

P

Figure 1: Dlite’s front panel

No. Panel Controls No. Panel Controls

1 Faders 10 Trackball. Pan & tilt locks
2 • Universal Keys (UKs) in Context 

mode
• Fader flash keys in Wide or 2 Preset 

modes

11 Parameter banks (Focus, Beam, 
Color) and editing keys.

3 Playback - Select & On/Off keys 12 Wheels
4 Playback sliders 13 General intensity/rate master
5 Flash keys 14 LCD touch screen
6 Playback modes and paging 15  Flash level master
7 Crossfader controls 16 Fade time master for 2 preset 

manual operation
8 Crossfader handles 17 Preset master faders
9 Editing keypad 18 Grab master
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Setting Up the System
Prepare a clean and stable work area with enough space for the 
console, the external monitor, and, if used, a mouse and an alphanu-
meric keyboard.

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

 To set up and power up Dlite

1 Place the system on a clean, level surface. 
2 Connect Dlite to the mains supply using the cable supplied.
3 Connect an external monitor to the connector labelled Video.
4 Connect an optional mouse and keyboard to the PS2 connectors 

labelled with the standard mouse and keyboard icons.
5 Connect the DMX communication cables to the DMX-out 

connectors. The DMX cable should be daisy chained through all 
of your DMX controlled devices (dimmers, moving lights, 
smoke machines, etc).

6 Turn the power switch to the on (—) position. 

Dlite takes a few minutes to boot up.

 To shut down

It is recommended to use the shutdown option in the System 
Options menu to shut down the application prior to switching off 
the power. This will extend the console’s battery life. 

 Press SETUP, tap SHUT DOWN.

User Interface
Dlite has two graphical user interfaces:

The integral touch screen
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The external monitor

Touch screen

Figure 2: When the editor is idle, the touch screen grid shows the 
playback assignments

Touch screen area What it is
Soft buttons Soft buttons are options available on the touch 

screen. The soft buttons are context sensitive. When 
soft button text is italicized, pressing shift displays 
more options.

Soft buttons

Touch screen grid

Command line
Wheel tags and
Soft keys
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Adjusting the touch screen

You can adjust the touch screen’s contrast and turn its backlight on or 
off.

 To adjust the contrast

 Press and hold SETUP and turn wheel 1 to adjust the touch screen’s 
contrast.

 To turn the backlight on/off

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

Touch screen grid The touch screen grid represents the UKs (universal 
keys). Objects can be selected on the touch screen 
grid. 

Command line The command line is the area where commands, 
entered using the console keys or the soft buttons, are 
displayed.

Figure 3: Touch screen detail showing the 
command line

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

levels.
• When editing fade times, the wheels are used to set the times for 

the various options.
• Wheel 3 is used for paging the touch screen grid.

Touch screen area What it is

Command Line
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External monitor
The display on the optional external monitor, shows:

Live fixtures (spot or channel or extra) display - shows fixtures and 
their parameter levels
Loads for all twenty playbacks or 12 faders/UKeys. The contents of 
the UKs depends on the active fader mode.
QList display - analogous to a cue sheet

External monitor display modes

You can configure the external monitor display to show:

The live fixture displays show:
The fixtures (spots, channels, or extras)
Their editor status 
Parameter levels

The Ukeys display is context sensitive. What appears on the UKeys 
display depends on the state of the editor and the fader mode:

 When the editor is idle, the UKeys display shows the playback 
loads.

1
 
-

Show all 
fixtures

5
 
-

Spots and Chan-
nels

9 
-

Ukeys and QList 
(cue sheet)

2
 
-

Channels 6
 
-

Spots and UKeys 1
0 
-

Spots, Channels, 
QList

3
 
-

Spots 7
 
-

Channels, Ukeys Jump display - When 
enabled, the displayed 
jumps to the selected 
channel, extra, or spot 
parameter.4

 
-
 

Extras 8
 
-

Spots, Channels, 
Ukeys
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When the editor is active, the UKeys display shows the objects in 
the selected category. Example: If you pressed SCENE, the existing 
scenes are displayed. 

 To change the view on the external monitor

1 When the editor is idle, tap DISPLAY or press SHIFT + VIEW.

The view options are shown on the external monitor.

2 Use the external mouse or the trackball in mouse mode, to enable 
the radio button for your choice of views or enter the display 
number using the keypad.

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

OR 

 If you know the view number, press SHIFT and the view number on 
the keypad.

Paging displays
Paging cycles through the faders and the touch screen grid display 
pages. The range of items on the current page is shown on the panel 
display labelled Page/Mode. When reaching the last page,  continuing 
to page displays the first page again.

Figure 4: The Page/Mode display showing the current page and 
the paging keys

Each page is divided into sub-pages. Each sub-page contains 12 items. 
Sub-pages refer to what is displayed on the touch screen object grid 
and the playback view on the external monitor. When sub-pages reach 
the upper limit of the general page Dlite jumps to the next page.
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 To page pages

 Press the arrow keys under the Page/Mode display until arriving at 
the required page.

 To page sub-pages

 Use wheel 3, when available, or use the arrow keys while holding 
down SHIFT until arriving at the required page.

Console output
Output can originate from the editor, faders, playbacks, and crossfader. 
The output source is color coded on the external monitor.

Output sources

Output source color code on the external monitor
 -

Source What is output

Editor Levels for the active parameters
Faders Channels in Wide and 2 Preset 

modes.
Play-
backs

Scenes, chase steps, or cues

Cross-
fader

Cues

Color Output source and object

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

White Parameter levels in the editor.
Blue Cues on the crossfader or playbacks.
Green Scenes on playbacks.
Red Chases on playbacks.
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Output Level Conventions
Output priority is determined by the parameter definition as defined in 
the Device Builder. Dimmers, normally channels, are usually output as 
HTP, although for moving lights dimmers may also be LTP. Most other 
parameters are output as LTP.

General master control
The general master controls the dimmer output for the entire console, 
its level overriding all other playback devices. The general master 
consists of a slider and a black out key. 

Use the slider to determine the upper output level. The B.O. key can be 
used for a quick blackout of all dimmer output.

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

Faders
Dlite’s multi purpose faders work in three modes:

Wide - faders control channel levels.
Context - context sensitive, universal keys (UK) can be used to 
store and select objects. 
2 Preset - use for manual playback. 

Dark Gray Channel levels output from the faders
Light 
Gray

Parameter levels from tracking.

Orange Values output from the faders, in context mode, when 
previewing scenes, groups, and other objects. 

Color Output source and object
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Each of Dlite’s faders has:
A fader handle to control parameter levels.
A universal key (UK) for selecting fixtures and objects or storing 
objects.
A color coded LED

Figure 5: Fader - detail

 To switch fader modes

 Press MODE until the LED next to the required mode is on.

2-Preset and Wide modes have red LEDs. Context mode’s LED 
is green.

Fader LEDs mode color code
 -

Mod
e Color What it represents

Wide
&
2-
Preset

Green The channel is active in the editor or output from a 
playback source.

Red The channel is not active in the editor and not output 
from a playback source.

Orange The fader level does not match the output level in 
the editor.

Conte
xt

Green Scenes
Red All objects except scenes
Orange Spot parameters 
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Getting help 
Dlite features key help. When in help mode, pressing a key displays a 
help screen for the selected key.

 To view help

Example: View the help screen for chases.

 Press HELP and then press CHASE.
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Chapter 2   Patching
In this chapter you learn how to:

Use the patch wizard
Patch using the console keys

About Patching

When beginning work on a new show, you must:
Configure the number and type of devices
Set the number of fixtures for each device
Patch the fixtures to DMX addresses

Three types of fixtures can be patched: 
Channels (Chns) - Conventional fixtures that typically use one 
DMX channel. When a scroller is mounted on a conventional 
fixture, the channel will need two DMX channels.
Spots - Automated fixtures that use more than one DMX channel, 
depending on the number of parameters in the particular device.
Extras (other DMX controlled devices)

When accessing the patch for the first time, you can choose to use the 
patch wizard for basic patching or tap MORE...to access additional patch 
options.

Use the patch wizard for configuration and assigning DMX 
addresses. 
Use the features available under MORE... for soft patching, assigning 
DMX addresses, editing the patch by clearing DMX addresses, 
deleting and updating devices.

 To access the patch menu

1 Press SETUP.

The setup screen is displayed.

2 Tap PATCH.



12

Compulite
Using the Patch Wizard

 To navigate the fields and use the numeric keypad

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

2 Enter the numerical data using the numbers on the console’s 
keypad or the wheels.

 To clear an entry

1 Press CE.

Using the Patch Wizard 

The patch wizard is used to configure the system for fixture types, 
devices used, and assigning DMX addresses one DMX address to one 
fixture number.

 For channels - The first channel fixture is patched to the first DMX 
start address, the second fixture to the next DMX address., etc.
For spots - The first spot is patched to the DMX start address. Dlite 
automatically patches the next spot to the next available DMX 
address. The interval depends how many DMX channels are used 
by the type of spot. 

 To 

 To access the patch wizard

1 Press SETUP.
2 Tap or click CREATE AND PATCH.

The touch screen is now in patch mode.

3 Click YES to use the patch wizard.

Existing fixtures and free DMX addresses are displayed.

 To navigate the fields and use the numeric keypad

1 Select the function (adding fixtures, setting the fixture start 
number, or setting the DMX start address) by pressing .
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A small arrow indicates the selection.

2 Enter the numerical data using the numbers on the console’s 
keypad.

 To clear an entry

1 Press CE.

 To enter an address in DMX universe 2

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

OR 

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

Patching channels

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

 To patch channels

1 Follow the steps to access the patch wizard.
2 Press CHANNEL.
3 Use wheel 1 or enter a number on the keypad to set the number 

of channels being added. 
4 Set the first fixture number for the channels you are adding.
5 Set the DMX start address.
6 Press STORE or ENTER to save and apply.

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

7 Tap OK.

The main patch wizard page is displayed.

8 Optional - To continue, press SPOT to patch spots, press EXTRA 
to patch extras, or to add channels repeat steps 3 though 7.
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9 Press RESET to exit the patch wizard.

Patching spots and extras

When patching spots Dlite automatically patches the required number 
of DMX channels for each fixture.

 To patch spots or extras

1 Follow the steps to access the patch wizard.
2 Press SPOT or EXTRA.
3 Set the number of spots being added.
4 Set the start number.
5 Set the DMX start address.
6 Tap DEVICE.
7 If your device does not appear in the list of devices in use, tap 

FROM DISK. 

A list of the device types, stored on Dlite’s flash disk. is 
displayed.

8 Choose a device from the list. Use wheel 3 or the arrow keys to 
scroll the device list.

9 Tap STORE to apply.
10Tap OK.

A list of the patched spots is displayed. 

11Press RESET to exit the patch wizard.

Note:  If the device you need does not appear in the flash disk’s 
device list, insert the floppy disk containing device files, into 
the floppy drive, and tap FLOPPY DRIVE. If the device is not found 
on the floppy disk, check the downloads section at: www.compu-
lite.com for updates or use the Device Builder to configure it 
yourself.
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Pan and tilt orientation 
Sometimes spots are positioned so that the pan and tilt movement is 
not logically oriented to the trackball. You can change the axes orienta-
tion, so work with the trackball is logical.

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

 To set pan and tilt orientation

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

1 Press SETUP.
2 Tap PATCH BY FIXTURE.

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

3 Select spots 1 through 5.

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

4 Tap XY PATCH.
5 Tap X  Y.
6 Tap OK.

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

Symbol
s XY Patch

-Y Invert tilt 
-X Invert pan 
X  Y Swap pan and tilt
NORMAL Return pan and tilt to normal 

orientation
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Patching in the Editor
You can change the patch or patch any unpatched fixtures (channels, 
spots, extras) using the console panel’s DIM key. 

Patch functions that can be done in the editor:
Clearing patch
Patching fixtures to DMX offsets

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

 To view the patch

1 Press SHIFT + DIM. 

The grid shows the DMX addresses on the selected port and the 
patched fixtures.

2 Tap PORT 2 to toggle between DMX port 1 and DMX port 2.

 To view the patch for specific fixtures

1 Press SHIFT + DIM. 

The grid shows the DMX addresses on the selected port and the 
patched fixtures.

2 If necessary, tap PORT 2 toggle between DMX port 1 and DMX 
port 2.

3 Press CHANNEL, SPOT, or EXTRA.

The grid shows the selected fixture type and the fixture’s DMX 
addresses.

 To patch a single fixture

Example: Patch channel fixture 5 to DMX port 1 dimmer 50.

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

4 Press ENTER or STORE.

 To patch a range of fixtures

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

1 Select channels 1 through 10.
2 Press SHIFT + DIM.

The touch screen is in DMX Address mode.

3 Select DMX 51 either on the keypad or on the touch screen.
4 Press ENTER or STORE or tap SET. 

Channel 1 is patched to DMX 51, channel 2, to DMX 52, 
channel 3 to DMX 53, etc.

 To patch scrollers

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

1 Select channels 4 through 8.
2 Press DIM.
3 Tap SCROLLER.
4 Enter the first DMX address, in this example the first DMX 

address is 104.
5 Press ENTER.

 Or

Tap SET.

The scroller patch is stored.
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Chapter 3   Selecting Fixtures and Setting 
Levels

In this chapter you learn how to:
Select fixtures
Use groups
Set parameter levels

Selecting Fixtures
Fixtures must be selected, to make them available for editing. Param-
eter levels for the selected fixtures are output from the editor and 
comprise all or part of the lighting look. The lighting look can be 
stored as a scene, a chase step, or a cue in a QList.

You can select fixtures directly using the editing key pad, the touch 
screen, the universal keys (UKs), or on the external monitor.

 To select fixtures using the keypad

1 Press CHANNEL, SPOT, or EXTRA.
2 Select a fixture by pressing its number on the keypad or select a 

range of fixtures (#  #).

 To select fixtures using the touch screen

1 Press CHANNEL, SPOT, or EXTRA.
2 Tap the fixtures on the touch screen.

The selected fixtures are displayed on a dark field.
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Using Groups
Groups are collections of frequently used spot, channel, and extra 
selections. Dlite automatically creates fixture groups according to the 
patched devices. You can, of course, define groups to suit your show 
and work methods.

 To select fixtures using groups

1 Press GROUP.
2 Tap the group on the touch screen or choose the group number on 

the editing keypad.

The fixtures in the selected group are now available for editing.

Auto Group 
# Auto Group

61 All Chns (channels)

62 Even Chns (channels)

63 Odd Chns (channels)

64 3rd Chns (every third 
channel)

66 All spots

67 Even spots 

68 Odd spots 

69 3rd spots (every third spot)

from 70 One group for each device 
type
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Activating Spots
CONTROL is a dedicated key for spot ignition, shut down, and reset.

 To turn the lamp on

1 Select the spots.
2 Press CONTROL.
3 The touch screen is now in control mode.
4 Tap LAMP ON.

 To turn the lamp off

1 Select the spots.
2 Press CONTROL.

The touch screen is now in control mode.

3 Tap LAMP OFF.

 To reset spots

1 Select the spots.
2 Press CONTROL.

The touch screen is now in control mode.

3 Tap RESET.

Setting parameter levels
Parameter levels are set using:

Wheels
Editing keypad
Faders in context mode
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Setting dimmer levels
Dimmer intensity can be set for all fixtures using: 

The dimmer wheel
The keypad
Quick level keys
Faders -Dimmer intensity for channels and spots can also be set 
using the faders in Context mode. In Wide or 2 Preset modes they 
control intensity for channels only.
The trackball, if the selected fixtures do not have pan and tilt 
parameters.

Quick level keys are:
FULL - Fades the selected fixture’s dimmer to 100%.
ON - Fades the selected fixture’s dimmer to 50%.
ZERO - Fades the selected fixture’s dimmer to black (0%). 

 To set dimmer levels 

1 Select the fixture(s) using the editor keypad or on the touch 
screen.

2 Use wheel 1 to set the intensity level.

 Or

Press @ and enter a level using the numeric keypad.

 Or

Use the quick keys: FL (100%), ON (50%), or ZR (0% - no 
output).

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

Wheels in parameter mode
The wheels are organized in banks according to the parameter type:

F(ocus)
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C(olor)
B(eam)

Dimmer belongs to parameter type F(ocus). 

The wheel assignments are displayed on the touch screen above the 
wheels. 

ATTENTION! If the number of parameters in the selected bank 
exceed three, page to the next layer by pressing the bank key 
again.

 To set parameter levels for moving lights

1 Press SPOT and select the fixtures.

Parameter type F is automatically selected.

2 Use the trackball or wheels 2 and 3 to position pan and tilt.
3 Use wheel 1 to set the dimmer intensity.
4 Press C to switch the wheels to the color bank. 
5 Use wheels 1 through 3 to set the color parameters.
6 Press B to switch the wheels to the beam bank. 
7 Use wheels 1 through 3 to set the beam parameters.

Resetting the editor and recalling parameter levels
Pressing RESET returns all parameters that are active in the editor to 
their home levels. Home levels are defined in the Device Builder appli-
cation for each device type.

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

Occasionally, there are specific fixtures and parameters that require 
home levels that are different than those in the device definition. You 
can create a special “home” scene for these specific levels.
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 To home all active parameters

 Select the spots and tap HOME.

 To home parameters grouped in the same wheel bank

Example: Home levels for all parameters in the beam bank.

1 Select the fixtures.
2 Press BEAM.
3 Press and hold SHIFT and tap HOME FCB.

All parameters in the selected bank fade to their home levels.

 To home selected parameters

1 Select the spots.
2 Select the parameters.
3 Press HOME.

Releasing fixtures or parameter levels from the editor

You can release fixtures, single or multiple parameters, or all parame-
ters in the selected bank from the editor. Released parameters fade to 
home levels. 

 To release fixtures

 Select fixtures and tap RELEASE.

 To release one or more parameters

1 Select fixtures.
2 Press F, B, or C to choose the parameter bank and then press one 

or more parameter wheels.
3 Tap RELEASE.

 To release all the parameters in a parameter bank

Example: Release all parameters in the color bank.

1 Select fixtures.
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2 Press C.
3 Tap RELEASE.

Resetting and recalling the editor
Resetting the editor clears all selections and levels in the editor. 

 To reset the editor

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

 Or

 Press RESET RESET quickly. All levels held in the editor bump 
out. 

 To recall the last editor state

1 Press SHIFT + RESET. All fixtures and parameter levels. which 
were active in the editor prior to pressing RESET, are recalled to 
the editor. 
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Chapter 4   Programming Libraries and 
Lighting Objects

In this chapter you learn how to:
Program libraries
Program scenes
Program chases
Program cues
Using libraries to program scenes, chase steps, and cues
Delete show objects
Update show objects
Add text tags
Set fade times

About libraries
Libraries are a user defined data base of frequently used color settings, 
repeated positions, or frequently used gobos and gobo combinations. 

Libraries are organized by the F, C, and B (Focus, Color, and Beam) 
banks. Dlite supports up to 72 libraries of each library type.

It is recommended to use libraries when programming lighting looks. 
Updating a library globally updates scenes, chase steps, and cues that 
reference that library. Extensive use of libraries makes programming 
lighting looks more efficient and maintaining the show’s integrity 
easier.

The benefits of using libraries when programming lighting looks are:
 If you have moved to a new venue, you need only update F(ocus) 
libraries to get the positions on their marks. 
If you have used CMY values to create unique colors, storing them 
as color libraries assures that they are accurately reproduced each 
time. 
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Libraries can be used for setting base levels when programming 
effects. 

Dlite automatically generates color libraries 61 through 75 and 80: 

Programming libraries
Libraries are a user defined data base of frequently used color settings, 
repeated positions, or frequently used gobos and gobo combinations. 
Editing a library globally updates scenes, chase steps, and cues that 
reference that library. Libraries can be used for setting base levels 
when programming effects. 

 To store libraries

Example: Store a position library 1 for spots 1 through 5.

1 Select spots 1  5.
2 Turn on the dimmer so you can see what you are doing.
3 Set the pan and tilt positions.
4 Press STORE.
5 press LIB.
6 Press F(ocus).
7 Choose number 1 on the keypad and press ENTER.

 Or

Tap number 1 on the touch screen grid.

 Or

Press UK 1 with the faders in Context mode.

Focus library 1 is stored and can be used as a building block for 
scenes, steps, and cues.

Storing fixture or device libraries
Libraries can be stored as fixture libraries or device libraries.

 Fixture - Library levels are specific to individual fixtures. The 
default for focus libraries is by fixture. 
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 Device - The library levels are specific to the type of device. The 
parameter levels for the first fixture, of the device type, are stored 
in the library. These levels can be applied to any fixture belonging 
to the same device type. The default for color and beam libraries is 
by device.

 To store fixture libraries

Example: Store color library 5 for fixtures.

1 Select fixtures.
2 Press C and set levels for the color parameters.
3 Press STORE.
4 Press LIB.

The touch screen grid displays the color libraries.

5 Make sure that BY FIXTURE is enabled.

When enabled the button has a dark field.

6 Choose number 5 on the keypad and press ENTER.

 Or

Tap number 5 on the touch screen.

 To store device libraries

Example: Store color library 5 for device.

1 Select fixtures.
2 Press C and set levels for the color parameters.
3 Press STORE.
4 Press LIB.
5 If necessary, tap BY FIXTURE disable it.

When disabled the button has a light field.

6 Choose number 5 on the keypad and press ENTER.

 Or

Tap number 5 on the touch screen.
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Programming Scenes, Chases, Cues
Lighting objects are objects that can be played back on the playbacks 
or crossfader. They include:

Scenes
Chases and chase steps
QLists and cues

Lighting objects can be stored:
Directly on playbacks
Using the console keys
Tapping cells on the touch screen grid
Pressing UKs when the faders are in Context mode

Programming scenes
Scenes are stand alone lighting states.  Scenes can be stored directly 
onto the playbacks and stored in the snap.

Note:   This example assumes that there are no scenes stored 
yet. When there are already scenes stored in the show, the first 
available scene number is assigned to the new scene.

 To store scenes using the playbacks

Example: Program scene 1 and load it to playback 1. 

1 Select the fixtures.
2 Set parameter levels.
3 Press STORE.
4 Press the select key for playback 1.

Figure 1: Playback with select key and flash key
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The touch screen grid shows scene 1 loaded to playback 1.

5 Repeat the steps to program the next scene and store it to the next 
playback.

Dlite automatically increments the scene number by 1.

 To store scenes using the keypad or touch screen

1 Build the lighting look by selecting fixtures and setting values.
2 Press STORE.
3 Press SCENE. 

The existing scenes are displayed on the touch screen grid.

4 Select the scene number on the keypad and press ENTER.

 Or

Tap the scene number on the touch screen.

Programming QLists and cues
QLists are containers for sequential cues that are played back on the 
crossfader or on the playbacks.

 To store QLists and cue 1 using the crossfader

Example: Store a QList and cues directly on the crossfader. 

1 Select fixtures and set levels.
2 Press STORE.
3 Press SHIFT + QLIST.
4 Optional - specify a QList number using the keypad. If no 

number is specified, Dlite chooses the first available QList 
number.

5 Press the SELECT key for the crossfader.

Cue Stored (#) is displayed. 

6 To store the next cue, select fixtures and set levels.
7 Press STORE+.

Cue 2 is stored in the Qlist.
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8 Repeat steps 6 through 7 to store the next cue in the Qlist.

Dlite automatically increments the cue number by 1.

Programming chases
Chases are containers for one or more steps comprising dynamic 
lighting objects. Chases run on the playbacks. Dlite supports up to 72 
chases. Each chase can have up to 48 steps.

Chases can be programmed with attributes, which determine the look, 
direction, and speed of the chase. Chases attributes include:

Run patterns
Infinite or finite number of loops
Unique fade times for each step
General fade in time
Chase playback rate
Chase character - hard or soft

 To store chases directly on the playbacks

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

1 Select fixtures and set levels.
2 Press STORE.
3 Press CHASE.
4 Press the SELECT key for playback 6.

The first available chase number is assigned to playback 6 and 
step 1 is stored.

5 Select fixtures and set levels.
6 Press STORE and the same SELECT key.

Step 2 is stored in the chase.

7 Repeat step 5 through 6 until the chase is complete.



33

COMPUPACK
Using libraries to program scenes, steps, and cues

 To store chases 

Example: Create chase 1 and program steps 1 and 2.

1 Select fixtures and set levels.
2 Press STORE.
3 Press CHASE.
4 Press 1 on the keypad to store chase 1and press ENTER.

 Or

Tap number 1 on the touch screen.

 Or

With the faders in Context mode, press UK 1.

Chase 1 is stored, step 1 is stored. 

5 Press 2, to program step 2.
6 Select fixtures and set levels.
7 Press STORE.
8 Press CHASE.

Tap number 1 on the touch screen.

 Or

With the faders in Context mode, press UK 1.

Step 2 is stored.

Using libraries to program scenes, steps, and cues
Using libraries to build lighting looks makes scene, chase step, and cue 
editing easier, quicker, and more accurate. 

Use of position libraries is particularly important. If your show moves 
to a new venue, you only need to update the position libraries to ensure 
that the positions stored in scenes, chase steps, and cues will be on the 
mark.
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 To program scenes, chase steps, and cues using libraries

Example: Program scene 6 using color library 1.

1 Select a range of moving lights and set the dimmer levels.
2 Press LIB.
3 Press C to access the color libraries.
4 Select color library 1.

The color parameter levels are retrieved from the library.

5 Continue selecting fixtures and setting parameter using libraries 
or wheels.

6 Press STORE.
7 Press SCENE.
8 Choose number 6 on the keypad and press ENTER.

 Or

Tap number 6 on the touch screen.

 Or

9 Press UK 6 with the faders in Context mode

Updating Show Objects
UPDATE and STORE are used to edit show objects.

As a rule of thumb:
Use UPDATE to add new information to the step.
Use STORE to overwrite all current data in the step.

Scenes, chase steps, and cues that are active on playbacks or the cross-
fader (cues only) can also be updated directly on the playbacks.

 To update scenes and chase steps on playbacks

1 Select fixtures and adjust levels in the editor.
2 Press UPDATE to add new information or STORE to overwrite.
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3 Press SELECT for the playback loaded with the scene or chase step.
4 The modified scene or chase step is stored.

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

 To update cues on the crossfader

1 Select fixtures and adjust levels in the editor.
2 Press UPDATE to add new information.
3 Press SELECT.

The modified cue is stored.

Deleting objects

 To delete objects

1 Press DELETE.
2 Select the object type by pressing its key on the editing keypad. 

Example: Press SCENE to delete a scene.
3 Choose the object’s number on the editing keypad.
4 Press ENTER.

Confirmation is requested.

5 Tap OK or press ENTER.

The object is deleted.

Adding text tags to objects
You can tag all objects with text tags for easy identification. Text is 
entered using the touch screen text or an external keyboard. 

 To add text tags to objects

1 Press EDIT.
2 Select the object.
3 Tap TEXT.
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4 Type text on the external keyboard or tap the touch screen text 
characters until the desired character is displayed in the text 
field.

5 Tap OK or press STORE or press ENTER.

The object is stored with its text tag.

Setting Fade Times 
The default fade time for scenes, chase steps, and cues is fade in 0:02.0 
seconds and no delay. The default fade time can be changed in System 
Settings > Object Time. Unique fade in and delay fade times can be set 
for each scene, chase steps, and cue. Parameter banks may have 
different fades than the overall scene.

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

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

 To set scene fade times

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

1 Press SCENE.

Button
s What they do

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

FADE Fade in time. This is the default selection.
DELAY Delay (wait) time. How long the scene waits 

before beginning to fade in.
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2 Select scene 4.
3 Press TIME.

 The fade time fields are displayed.

4 Turn wheel 1 until arriving at 1 (minute).
5 Turn wheel 2 until arriving at 30 (seconds).
6 Tap DELAY.
7 Turn wheel 2 until arriving at 6 (seconds).Press ENTER or 

STORE or tap OK.
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Chapter 5   Playback
In this chapter you learn how to:

Load scenes and chases to playbacks
Fade scenes and chases
Free playbacks
Control fade rates
Use the faders for manual playback
Playback QLists on the crossfader

About Playbacks
Dlite runs scenes and chases on its 20 playbacks. Each playback has a 
SELECT (multi-purpose) key with a colored LED, a slider that controls 
the dimmer intensity, and a flash key. Playback loads can be saved in 
snaps for quick retrieval. 

Figure 1: A playback and its control keys

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

Playback controls

Control What it does

SELECT 
ON/OFF

Note: This key is 
blank

• Load playbacks or store scenes and chase steps.
• The On/Off function turns the playback on or off for play-

ing back scenes and chases. 
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Playbacks’ LED color code
The colored LEDs are coded according to the type of object loaded to 
the playback and indicate the playback status.

Slider • Controls the dimmer level of fixtures in the scene or chase 
step. 

• Moving the slider off its bottom end stop can turn the play-
back on. On/off behavior is determined by the Slider Go 
Off Zero setting in:  SETUP >SYSTEM OPTIONS > 
BEHAVIOR.

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

• LATCH locks the flash keys. Pressing a flash key turns the 
playback on and its output remains until pressing the flash 
key again.

• Use with SOLO to blackout all playback output except the 
selected one. Use with -SOLO   to blackout the output 
from the selected playback only. Not implemented yet.

Touch screen 
grid

• In idle, the touch screen gird shows the playbacks. Tapping 
a playback toggles it on or off

Control What it does

Color What it means

Red A chase is loaded.
Red flashing A chase is running. 
Green A scene is loaded.
Green flashing A scene is active. 
Amber flashing • The playback’s output is paused.

• The playback is running a manual chase.

Green &amber 
flashing

A roll up scene when the playback is off. 
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Playing Back Scenes and Chases
Loading scenes and chases to playbacks

Scenes and chases are loaded to the playbacks. You can load up to 20 
scenes and chases, per snap, to playbacks. 

 To load scenes or chases to playbacks 

1 Press SCENE or CHASE.
2 Select the scene or chase.
3 Press the playback’s SELECT key. 
4 Repeat steps 1 through 3 for each scene or chase.

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

Playback commands for scenes and chases
When a scene or chase loaded on the playback, the SELECT keys function 
as ON and OFF keys. by default, moving the slider off its zero limit turns 
the playback on. The fade behavior is determined by the Slider Go Off 
Zero setting in the Setup menu. 

 To fade in scenes and chases

 Press the playback’s ON key. 

OR 

 Move the playback slider off zero.

 To fade out scenes and chases

 Press the playback’s OFF key. 

OR 

 Move the playback slider to zero.
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Freeing playbacks
You can free just one or multiple playbacks at the same time.

 To free one playback

1 Press FREE.
2 Press SELECT for the playback you want to unload.

 To free multiple playbacks

1 Press FREE twice.

This key is locked and its LED is on. 

2  Press the select key for each playback you are freeing.
3 To unlock press FREE.
4 The key is unlocked and its LED is off.

 To free all playbacks

 Press and hold SHIFT and press FREE.

Note:  This frees the crossfader also.

Playing back QLists
The playbacks can also playback QLists.

Loading QList to playbacks

 To load a QList

Example: Load QList 5 to playback 11.

1 Press QLIST and choose 5.
2 Press the select key for playback 11.

The selected QList is loaded to the playback.



43

COMPUPACK
Playbacks as crossfader

Playbacks as crossfader
For QList playback, you can change the operation of a playback slider 
from an intensity master to a crossfade slider.

 To change a playback to a crossfader

Example: Make playback 11’s slider a crossfader.

1 Press EDIT.
2 Press PB.
3 Press the select key for playback 11.

Edit: Playback 11 is displayed in the command line.

4 Tap PLAYBACK AS XFADER.

This button now appears on a dark field and the slider functions 
as a crossfader.

Use playbacks as a crossfader

Playback 
control What it does

SELECT key • Turns the playback on and off.
• Loads the QList.

Slider PLAYBACK AS XFADER enabled - The slider crossfades 
between cues, fading parameter values to the levels 
stored in the incoming cue.
Note: Playbacks as crossfaders can also be used with 
scenes, fading all parameter values, as well as the 
dimmer.
PLAYBACK AS XFADER disabled - The slider functions as 
an intensity master (controlling the dimmer param-
eter) for the current cue.

Flash key Fade to the next cue.
SHIFT + Flash 
key

Fade to the previous cue. 
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Note:  If a Qlist, loaded on a playback, contains a single cue, 
setting the playback to X-fader allows a cross fade between the 
cue to cue 0.

Controlling Fade Rates 
Wheels 1 and 3 provide override controls for fade rates on individual 
playbacks. Fade rates for all playbacks can be controlled using the 
general master in its rate master mode.

Wheel 1, labelled RATE, controls the fade rate for scenes and chases.
Wheel 3, labelled SOFT/HARD, controls the jump/fade percentage for 
chases.

 To control fade rates

1 Press RATE. 

Wheels 1 is now available to control fade rates.

2 Tap the playback on the touch screen or press the playback’s 
SELECT key.

3 Turn wheel 1 to override the scene’s or chase’s fade rate.

The adjusted rate is displayed on the external monitor.

4 Press RESET to exit rate mode.

Playing Back QLists on the Crossfader
Only QLists are played back on the crossfader. Cues fade according to 
the fade times stored in the cue. 

 To load QLists

1 Press QLIST.
2 Select the QList on the keypad or the touch screen.
3 Press SELECT above the crossfader.
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Pressing GO, fades to the first cue.

 To playback QLists

 Press GO to fade to the next cue.
 Press BACK to fade to the previous cue. 
 Press HOLD to pause the crossfade.

 To preload the crossfader out of sequence

Example: Cue 5 is the active cue. Cue 6 is the incoming cue. From 
cue 5 fade to cue 10.

1 Press QLIST.
2 Select cue 10.
3 Press SELECT above the crossfader.

The next go command initiates a fade to the cue 10.

 To fade to a cue out of sequence in cue time

1 Select the cue number.
2 Press GO.

The selected cue fades according to its stored time.

 To fade to a cue out of sequence ignoring cue time

1 Select the cue number.
2 Press SHIFT + GO.

The selected cue fades according to system time.

Faders for Manual Playback
When the faders are in 2 Preset mode, they control 24 or 36 channels in 
2 presets. Each preset (row of faders) has a dedicated fade master. The 
fade masters’ position determines which preset is output:

Both fade masters at the top limit of travel - preset 1 is active.



46

Compulite
About Snaps

Both fade masters at the bottom limit of travel - preset 2 is active.

 To set faders for 2 preset mode

 Press the mode key until the LED labelled Preset is lit.

About Snaps
A snap is a snapshot of the playbacks’ loads and state (on or off). Dlite 
stores up to 72 snaps. Triggering a snap loads the playbacks and the 
crossfader with the contents of the snap.   The active snap’s number is 
displayed in the Page/Mode display.

 To store new snaps 

1 Load the scenes and/or chases on the playbacks.
2 Press STORE.
3 Press SNAP and choose the snap number on the keypad. 
4 Optional - tap PBS ON or PBS OFF.
5 Press ENTER or STORE.

The snap is stored and active. 

 To trigger a snap

1 SNAP, #, ENTER
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In this chapter you learn how to:

Save shows
Load shows
Delete shows

About File Management
Shows are saved to and loaded from Dlite’s flash disk or a floppy disk. 
Load, save, and delete functions are available through menus 
appearing on the Setup screen.
t.

Menu Options Features
LOAD SHOW FLOPPY DRIVE Select a show from the flash disk or 

floppy and load it to Dlite for editing 
or playback.

MERGE Load two or more shows, merging 
the show data. 
Note: This is valid only for shows with 
the same patch and configuration.

PARTIAL LOAD Load specific objects from the 
selected show file.

SAVE SHOW FLOPPY DRIVE Save a show to Dlite’s flash disk or 
to a floppy disk.

DELETE SHOW FLOPPY DRIVE Select a show from the flash disk or 
floppy and delete it.

DELETE DEVICE FLOPPY DRIVE Select a device from the flash disk or 
floppy and delete it.
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Saving Shows
Saved show files include all show objects (scenes, chases, cues, snaps, 
etc) and the patch.

It is recommended to save your show frequently.

Tip! While programming, use different show numbers when 
saving the show. This ensures that you always have a back up.

 To save shows

Example: Save show 10.

1 Press SETUP.
2 Tap SAVE on the touch screen.
3 To save your show on a floppy disk, tap FLOPPY DRIVE now. To 

save your show to the internal flash disk go to step 4.
4 Select the show number. 
5 Optional - tap TEXT and give the show a meaningful tag.
6 Tap SAVE.

When the show is saved the message Save Successful is displayed.

Loading Shows
Select the show to load by tapping the show on the touch screen or 
pressing the UK that corresponds to the show number. Use the page 
wheel or arrow up/arrow down to view shows not visible on the first 
screen.

There are three load options:
Entire show
Partial loading
Merge shows
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Use the page wheel or arrow up/arrow down to view shows not visible 
on the first screen.

 To load shows

Example: Load show 10.

1 Press SETUP.
2 Tap LOAD on the touch screen.
3 To load your show from a floppy disk, tap FLOPPY DRIVE now. To 

load your show from the internal flash disk go to step 4.
4 Select the show number. 
5 Tap LOAD.

When the show is loaded the message Load Successful is displayed.

 To load selected objects

1 Press SETUP.
2 Tap LOAD.
3 Select the show file by tapping its’ cell on the touch screen or 

pressing the corresponding UK when the faders are in context 
mode.

4 Tap PARTIAL LOAD.

The partial load options are displayed.

5 Tap an option.

ATTENTION! If the patch in your current show is not identical 
to the patch in the source show file, some of the objects may not 
load or may be irrelevant.
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Deleting Shows
Select the show to delete by tapping the show on the touch screen or 
pressing the UK that corresponds to the show number. Use the page 
wheel or arrow up/arrow down to view shows not visible on the first 
screen.

 To delete shows 

1 Press SETUP.
2 Tap DELETE on the touch screen.
3 To delete your show from a floppy disk, tap FLOPPY DRIVE now. To 

delete your show from the internal flash disk go to step 4.
4 Select the show. 
5 Tap DELETE.

Confirmation is requested.

6 Tap DELETE again.
7 The message Delete Successful is displayed.
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In this chapter you learn how to:

Use pre-programmed effects
Customize pre-programmed effects for movement type and offset
Use the fan feature

Effects
Effects are continuously running fades of parameter values, spread 
among a number of fixtures. Effects on the pan and tilt parameters can 
be used, for example, to create circles and figure 8s. Effects running on 
color parameters can be used to create a rainbow effect. Create your 
own effects or use Dlite’s pre-programmed effects.

You can store effects as libraries that can be retrieved at any time and 
reused.

Fixture selection order
The order in which fixtures are selected determines the order in which 
the effect is executed. Example: If the spot selection was 1  12, spot 1 
is the first spot to respond, spot 2 is the next, etc. If the spot selection 
was 12  1, spot 12 is the first spot to respond, spot 11 is the next, etc. 
This is also true for non-sequential spot selections.

Using Pre-programmed Effects
.

Dlite is supplied with 20 pre-programmed effects. 
Pre-programmed effects start at number 49.

Circle Triangle Cyan 
Mag(enta) 
Yel(low)

Iris Pulse

Scan Square Dim On 
Off

Foc(us) 
Fade
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 To use pre-programmed effects

1 Select fixtures.
2 Select a parameter.
3 Press EFFECT.
4 Page to the pre-built effects by pressing the up or down arrows.
5 Tap the effect you want to use.

The effect starts running immediately.

6 Adjust the size using wheel 2.
7 To spread the effect evenly among the fixtures, press WAVE/ONE-

ON.
8 Press F, C, or B to select another parameter and repeat steps 3 

through 6.
9 Save the effect as a scene, a chase step, or a cue.

Fly Out Cyan 
Mag(enta)

Dim Fade Zoom 
Fade

Scissor Mag(enta) 
Yel(low)

3 Circ(le) 
Shadow

Frost Fade

Spiral Cyan 
Yel(low)

Iris Fade Frost Pulse

Dlite is supplied with 20 pre-programmed effects. 
Pre-programmed effects start at number 49.
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Simple movement customization
You can customize the effect’s basic movement pattern.

Note:  When no parameter is selected, the effect screen opens 
to the Generic effects. If you have selected a parameter, the 
screen opens to Customize effects.

 To set a movement type

Example: Set the jump movement type for the dimmer parameter 
for moving lights 1 through 6.

1 Select moving lights 1 through 6.
2 Press the dimmer wheel to select the dimmer parameter.

 Or

Set a base dimmer level.

3 Press EFFECT.
4 Tap JUMP.

The effect begins working immediately.

Simple offset
The WAVE/ONE-ON button is a quick way to set a simple offset. 

Wave - The effect is fanned evenly over the parameters for selected 
fixtures.

Movement 
type What it does

None No effect is running.
Jump The parameter level jumps from the base to FL and 

jumps back to the base.
Fade The parameter level fades from the base to FL and 

fades back to the base.
Pulse The parameter level fades from the base to FL, 

pauses, fades back to the base, and pauses again 
before repeating.
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One-On - The effect is spread over the parameters in the range of 
selected fixtures, so that one fixture is moving while the others are 
waiting.

 To use wave or one-on in an effect

Example: Offset a jump effect running on the dimmers for moving 
lights 1 through 6.

1 Select moving lights 1 through 6.
2 Set dimmer levels.
3 Press EFFECT.

The touch screen is now in effect mode.

4 Tap JUMP. 

The effect begins running.

5 Tap WAVE/ONE-ON.

The effect is now running with the wave offset. Wave appears next 
to the fixture number on the touch screen. 

6 Tap WAVE/ONE-ON again to use the One-On offset.

The effect is now running with the one-on offset. One appears 
next to the fixture number on the touch screen. 

7 Tap WAVE/ONE-ON again cancel the offset and return to the default 
functioning. 

All appears next to the fixture number on the touch screen. 
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Using fan
The fan feature applies spread levels to spot parameters, channel inten-
sity, and scroller levels according to their selection order. The 
parameter wheels are used to assign the spread. Fan direction is set 
using the touch screen buttons in fan mode. 

Fan direction is set using the touch screen buttons in fan mode: 

Examples of fan use:
Colors - Apply fan to cyan. The result is light cyan to dark cyan 
according the selection order. 

Fan 
options What it does

Left - Spread parameter values from the first fixture in 
selection. The base value is taken from the first fixture in 
the selection. The offset values decrease from the base 
value (the first fixture) to the last fixture.
Right - Spread parameter values from the last fixture in 
selection. The base value is taken from the first fixture in 
the selection. The offset values increase from the base 
value (the first fixture) to the last fixture.
Center mirror - Fan equally from center. The base value 
is taken from the center fixture. Parameter values are 
fanned from the selection’s center fixture to the last 
fixture and from the center fixture to the first fixture. 
The offset values increase from the middle to the ends.
Center diagonal - Fan from the center. The base value is 
taken from the center fixture. Fan from the center fixture 
to the last fixture in the selection with ascending values 
and from center to the first fixture in the selection with 
descending values. This can be used to create a see-saw 
effect with pan or tilt.

NEGATIVE Flip the direction of the fan offset.
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Iris - Applying fan to the iris, when the starting value of the first 
spot in the selection is a small iris, gives you beams that ascend or 
descend in size.

 To set the fan direction and spread

1 Select fixtures.
2 Select the parameter by pressing on its wheel.
3 Tap FAN.
4 Tap the fan direction.
5 Move the parameter wheel to adjust the spread.

Store as a scene, cue, chase step, or library.
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