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Useful Avolites phone num bers: -  

Avolites England 

Sales and service*  (+ 44)  (0)  20 8965 8522 

Service out  of hours*  (+ 44)  (0)  831 17 8888 

Fax   (+ 44)  (0)  20 8965 0290 

Email   support@avolites.com 

Website     ht tp: / / www.avolites.com  

 

 

 

 

Before contact ing Avolites for service enquiry please ensure that  you 
have the product  serial num ber and the software version. The serial 
num ber can be found on the back of the desk;  the software version is 
displayed on the m enu prom pt  when Titan Mobile is switched to 
System  m ode. 

The latest  version of this m anual and console software can be 
downloaded from  the Avolites website. 

The sm all pr int  : 

No Liability for Consequent ial Dam ages 

Avolites has a policy of cont inuous product  and docum entat ion im provem ent . As such 
the detail within this manual may not  match the operat ion of the console. 

I n no event  shall Avolites be liable for any direct , indirect , special, incidental, or 
consequent ial damages or loss whatsoever ( including, without  lim itat ion, damages for 
loss of profits, business interrupt ion, or other pecuniary loss)  ar ising out  of the use or 
inability to use the console even if Avolites Ltd. has been advised of the possibility of 
such damages. Because some jur isdict ions do not  allow the exclusion or lim itat ion of 
liability for consequent ial or incidental damages, the above lim itat ion may not  apply to 
you. 

Avolites Ltd recognise that  all t rademarks within the manual are the property of their 
respect ive owners. 

 

 

 

 

Reprint  and revision history:  

Titan Universal Manual v7:  July 2013 
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1 . Quick Start  
This sect ion is a quick guide on how to do most  things on Titan 
Mobile. Each sect ion has a link to take you to the appropriate manual 
sect ion for more details. 

Softkeys are shown in square brackets like [ This] . 

1 .1  Patching fixtures 
Press Patch, [ Dim m ers]  or [ Fixtures] . 

For Fixtures, from  the softkeys choose fixture m anufacturer ( type on 
keyboard to filter the list )  then fixture type, then fixture m ode. 

Set  [ DMX Line]  and [ Address] . Console will automat ically set  these if 
you don’t  change them . 

Press but tons in the Fixtures window to patch the fixture.  (Sect ion 
3.1.3, p41) . 

To patch a num ber of dim m ers or fixtures at  once, drag over but tons 
to draw a select ion box on the screen.  Or, set  [ Quant ity]  in the patch 
m enu. 

To change DMX address or line, use [ Repatch Fixtures] . (Sect ion 3.2, 
p46) . 

View  fixture patch 

To see an overview screen of how the console is patched, press 
Window Open then Patch (Sect ion 3.2.1 , p46) . 

Set t ing fixture opt ions 

Press Patch, [ Edit  Fixtures] , or use the Patch View screen. 

1 .2  Controlling fixtures 
Select  fixtures for cont rol by pressing select  but tons. 

Press Locate to “hom e”  selected fixtures with lam p on. . (Sect ion 
4.1.2. p58) . Hold locate and press at t ribute but ton to rem ove that  
at t r ibute from  the locate (e.g. to locate without  changing pan/ t ilt ,  
hold Locate and press Pan/ Tilt ) . 

Select  at t r ibute to cont rol using at t r ibute bank but tons  (below the 
wheels)  , then turn the wheels to set  fixture. Display shows which 
at t r ibute each wheel is cont rolling. (Sect ion 4.1.5, p61) . 

Open At t r ibute window onscreen (Window Open, At t r ibute Opt ions)  to 
select  at t r ibutes from  but tons. (Sect ion 4.1.6, p63) . 

Use Palet tes to store often-used colours, posit ions etc. for instant  
recall,  see next  page. 

Shapes ( effects)  

Select  fixtures. The order of fixture select ion is used by shapes. 
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At  top m enu press [ Shapes and Effects] , [ Shape Generator] , 
[ Create] . Select  at t r ibute of shape then select  a shape to run. 
(Sect ion 6.1.1, p92) .  

Or from  the Shape Library window (Window Open, [ Open Workspace 
Window] , [ Shape Library] )  you can select  a shape direct ly. Filter the 
list  of shapes using the at t r ibute but tons. 

Use the wheels and [ Adjust  Speed, Size and Phase] / [ Adjust  Phase, 
Spread and Offset ]  to configure the shape. 

Fixture Groups 

Fixtures m ay be grouped for quick select ion, press Group, [ Record 
Group] , select  fixtures for group, set  legend using [ Provide a legend] , 
press [ Store] . Order of fixture select ion is remembered for use with 
shapes. (Sect ion4.1.13, p69) . 

1 .3  Program m ing cues and chases 

 

Cues 

Set  up the look to be recorded. 

Press Record.  

Set  [ Record Mode]  to Channel (saves only m odified at t r ibutes) , 
Fixture (saves all at t r ibutes of fixtures which have been m odified or 
are selected) , Stage (saves all at t r ibutes of all fixtures with nonzero 
dimmer) , or Quick Build (merges palet tes and playbacks into the cue 
when you select  them ) . 

To store, press blue Select  but ton on playback fader, or press but ton 
in Playbacks window. (Sect ion 7.1.2, 124) . 

Chases 

Press Record twice (or Record then [ Create Chase] )  .  

Press blue Select  but ton on a playback fader, or press but ton in 
Playbacks window. 

Set  up the look for the first  step, press playback select  but ton to 
store. Repeat  unt il all steps stored. Quick Build mode can be used to 
m erge palet tes and cues into chase steps. 

Press Exit  to finish storing chase steps. (Sect ion 8.1.1, 141) . 

Tim ings 

All t im es (cue t im es and fixture at t r ibute t im es)  are stored in the 
program m er and are saved when you store a cue. 

To edit  t imes in the programmer before saving, press the Tim es 
but ton (previously labelled “Set ”  on Titan Mobile/ Sapphire Touch and 
“Next  Tim e”  on Pearl Expert / Tiger Touch) . 

For chases, speed and fade can be set  with wheels A and B when the 
chase is running. 

To edit  t im es in a saved cue, at  top level menu press [ Edit  Tim es]  
then the select  but ton for the playback. Tim ing opt ions are set  from  
softkeys.  
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[ Fixture Overlap]  sets each fixture to fade in sequence (100% = all 
together, 0% = fixture waits for previous one to com plete) . 

[ At t r ibute t im es]  sets individual fade t im es for different  at t r ibutes. 

[ Fixture order]  changes sequence for shapes and Overlap. (Sect ion 
8.5, p146) . 

Cue Lists 

Cues m ay be stored in a Cue List  which allows a full show to be run 
from  a Go but ton. Chases can be included using Autoload. 

1 .4  Program m ing palet tes 
Set  up the at t r ibutes to be recorded. I f at t r ibute is the same for all 
fixtures of one type (e.g. colour) , only one fixture need be set  up and 
palet te will be “shared” . 

Press Record, Palet te. 

Use [ Set  Mask]  to choose at t r ibutes to record/ exclude. 

Press a grey palet te but ton to store, or press a but ton in one of the 
Colours/ Posit ions/ Gobos windows. (Sect ion 5.1.2, p80) . 

To recall palet te, select  fixtures, select  recall mask using At t r ibute 
Bank but tons, press palet te but ton. 

To set  a legend, press [ Set  Legend]  then the palet te’s but ton. Press 
[ Picture]  to draw a picture legend. 

Quick Record 

Press an unused but ton in one of the windows – the but ton turns red 
with a + . Press again to save the palet te. The m ask is autom at ically 
set  to m atch the window (e.g. Posit ions window is m asked for only 
posit ion at t r ibutes) . 

Busking w ith palet tes 

To fade palet tes when busking a show, select  fixtures, type fade t im e 
on the keypad then recall the palet te (you have to do this each t im e) . 
I f no fixtures selected, palet te will recall to all applicable fixtures. 

To set  fixture overlap, type 0-100 then press [ Set  Overlap] , then 
recall the palet te. 

To set  a fade t im e for all palet tes, press Palet te then [ Master Tim e] . 
(Sect ion 5.5, p88) . Faded palet tes do not  go into the program m er so 
don’t  use fades when program m ing. 

1 .5  DMX /  netw ork setup 
The console can output  up to 12 universes of DMX (called DMX Lines)  
which m ay be routed to the 4 XLR sockets or over Ethernet . The Pro 
versions of Pearl Expert  and Tiger Touch can output  16 Universes. 
The Titan One dongle is lim ited to a single universe. By connect ing 
further DMX processing nodes to the network using TitanNet , you can 
cont rol up to 64 universes. 

Switch to System  m ode by holding Avo and pressing Disk, press 
[ DMX Set t ings] . 
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Select  a Node on the left  (where the DMX is going to) , click the blue 
arrow. On the r ight , select  the DMX line it  will be fed by. The ‘i’ 
but tons set  propert ies for Nodes/ Lines. (Sect ion 5.5, p193) . 

To change the I P address of the console, press [ Network Set t ings]  in 
System  m ode (Sect ion 14.1.1, p205) . 

To change User Set t ings which let  you personalise how the console 
works, hold down Avo and select  [ User Set t ings]  (Sect ion.12.3.3, 
p191) . 
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2 .  Set t ing up and using the console 
Welcome to Titan Mobile from Avolites. This manual is a reference 
guide to all the funct ions of the console. 

We explain things in the order you’re m ost  likely to use them , so we 
start  with how to set  up the console, then look at  patching lights, 
cont rolling lights and how to program cues. 

2 .1  Guide to Titan Mobile 
 

• The Playback faders are used to store and play back cues or chases. 
The Page Select  but tons let  you change to a different  page of 
playbacks. The bot tom  of the screen shows inform at ion about  each 
playback. 

• The Att r ibute Control w heels are used to set  cont rol values 
(at t r ibutes)  for the fixtures, and to set  chase speeds and fades. The 
bot tom  r ight  corner of the screen shows inform at ion about  the 
at t r ibutes being cont rolled.  

• The At t r ibute select  but tons are used to select  which at t r ibutes of a 
fixture (e.g. colour, gobo, posit ion)  are going to be cont rolled using the 

At t r ibute cont rol wheels 

Fixture select ion 
but tons 

At t r ibute 
select  but tons 

Playback page 
select  but tons 

Chase and cuelist  
cont rol but tons 

Funct ion 
but tons 

Numeric 
keypad and 
cont rols 

m enu softkeys 

Workspace, m acro 
and executer 
but tons 

10 playback 
faders 

Workspace window 
select  but tons 

Panel 
reset  
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Cont rol wheels. The but tons have lights on to show you which 
at t r ibutes are act ive. At t r ibute funct ions such as Fan and Shapes are 
also cont rolled here. 

• The Chase and Cuelist  control but tons allow you to start  and stop 
chases and cuelists, and m ove about  in the list . 

• The Num eric keypad  and other cont rol but tons are used to enter 
values and change cont rols on the system .  

• The Funct ion but tons are used to carry out  funct ions such as stor ing 
cues, copying, saving to disk, etc.  

• The W orkspaces, Macros and Executers but tons are programmable 
but tons which can be used to store workspaces (screen layouts) , 
but ton m acros or cues. 

• The W orkspace W indow  select  but tons are used to set  which 
windows are shown on the screen. 

The screen 

The system  is designed to be used with a touch screen, but  m ay be used 
with a m ouse -  just  click where the m anual says 'touch'. .  

 

• Four W orkspace W indow s m ay be shown on the screen. These 
contain touch but tons to cont rol fixture select ion, palet te select ion, 
groups, shapes, at t r ibutes, and so on. Visualiser m ay also be shown in 
a window. 

• The system  Menu softkeys are down the top r ight  hand side. You can 
select  these by touching or clicking them , or by using the m enu 
but tons on the r ight  hand edge of the cont rol panel. 

• System  prom pts are shown just  to the left  of the m enu keys. Below 
that  are Context  but tons which appear when relevant  to the 
operat ion you are doing. 

Four workspace 
windows 

Context  but tons Menu softkeys 

System messages 

Playback 
inform at ion 

Workspace 
but tons 

Wheels display 

At t r ibute status 
( I PCGBES)  
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• The W orkspace But tons allow you to quickly select  and save 
different  workspace screen layouts. 

• The W heels display  shows the current  at t r ibutes available on the 3 
wheels. The Att r ibute status display  above that  shows which 
at t r ibutes are current ly act ive or m odified. 

• The Playback inform at ion  shows the legend and other informat ion 
about  the playbacks on the 10 faders. 

 

The Titan One screen is slight ly different  as it  is designed for use with no 
physical cont rol surface. 

 

Connect ions panel 

All the connect ions required for the cont rol panel are found on the r ight  
hand side. Most  are self-explanatory. 

• Normally the panel is powered via the USB connect ion. Some laptop 
USB ports may not  provide sufficient  power for the panel, in which 
case the DC power input  can be used to connect  an external 9V DC 
power supply, available from  Avolites. 

MI DI  in socket  

DC power input  DMX outputs (4)  

USB sockets 
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• The PE socket  is to allow you to ground/ earth the panel, which 
can help resolve DMX problems if your laptop is not  earthed.   

 

2 .2  Connect ing up 
 

2 .2 .1  Caut ions 

 

Radio t ransm it ters m ay affect  the operat ion of the 
console and we recom m end that  they are not  placed on, 
above or behind the console. I f you are wearing one it  is 
best  placed in a back pocket  or behind you when 
at tached to a belt . 

 

  

2 .2 .2  Softw are installat ion  

 

From  v7, Windows XP and Vista are no longer 
supported. Your PC m ust  be running Windows 7 or 
Windows 8. 

 

For Titan Mobile, do not  connect  the panel to your PC for the first  
t ime unt il you have installed the Titan Mobile software, which you do 
simply by running the installer file. This will make sure the drivers for 
the panel are installed. 

Having installed the software, connect  the two USB cables for the 
panel. I f your PC asks you for drivers, select  'I nstall the Software 
Autom at ically '.  

The first  t ime you run Titan Mobile you will need to register the 
security dongle in the panel with Avolites. 

The Titan One software will work with or without  the USB dongle.  

• DMX dongle plugged in:  a full light ing cont rol system that  will 
output  one universe of DMX or Artnet .  

• Without  the dongle connected:  an easy to use Sim ulator that  
will output  12 lines of DMX or Art -Net  with a spoiler, enabling 
you to program  or edit  a show on your laptop using any Art -Net  
visualiser, and then load this st raight  into any Titan console.  

 

2 .2 .3  Connect ing Titan Mobile panel to your laptop/ PC 

For best  usabilit y, your PC should have a touch screen. However, if 
not  you can use the m ouse to select  touch but tons. 

The Titan Mobile panel connects to the PC using USB cables. From  v5 
software only one connect ion is needed, this should be connected to 
port  A on the Titan Mobile panel (next  to the DC power socket ) . For 
earlier software versions both cables m ust  be connected. Power is 
norm ally supplied down the USB connect ion and the external DC 
power socket  is not  used.  
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I f a num ber of other, non-Avolites, USB devices are also connected to 
the PC or a USB hub an external DC power supply m ay be necessary. 
The required power supply is:   
Rat ing:  9-12 volt  800m A DC 
Connector:  2.5m m  cent re hole, outside diam eter 5.5m m , length 
9.5m m , wired centre pin posit ive 
Exam ple Part  num ber:  DCPP2 

 

2 .2 .4  Connect ing DMX lines 

The console communicates with light ing fixtures using the DMX512 
system . The console itself can output  12 universes of DMX (each 512 
cont rol channels) . I f you need to output  m ore universes, it  is 
recommended to network the console to one or more Avolites 
TitanNet  processing nodes. This off- loads the DMX processing, 
allowing the console to cont rol up to 64 universes of DMX in total (see 
sect ion 12.4.1 on page 193 for more details) .  

The console has 4 DMX outputs on 5-pin XLR for direct  connect ion to 
fixtures and dim m ers, and can send DMX over Ethernet  and wireless 
Ethernet  system s to allow connect ion to rem ote DMX Ethernet  nodes, 
m edia servers, and so on. 

When you patch a dim m er or fixture you tell Titan Mobile which of the 
12 (or 64 with TitanNet )  DMX universes it  is on. Each universe can be 
configured to com e out  of one or m ore of the standard DMX outputs 
on the back of the console, or over an Ethernet  protocol (see sect ion 
14 on page 205.)   

By default , DMX Lines 1-4 are connected to the four XLRs on the 
console. 

The 5-pin XLR sockets on the console are wired like this:  

 

Pin 1 Earth 

Pin 2 Data -  

Pin 3 Data +  

Pin 4 Not  used 

Pin 5 Not  used 

 

Each DMX line should pass through all the fixtures to be connected on 
that  line one after the other and have a DMX term inator fit ted at  the 
end (120 ohm  resistor between pins 2 and 3) . You should not  split  
the DMX lines using passive split ters (Y-splits)  as this can corrupt  the 
data. 

  

2 .2 .5  Using tw o m onitors 

Titan Mobile can use two m onitors, if the com puter you are using has 
them . This gives you ext ra screen space for workspace windows 
which can be handy for showing Visualiser or other informat ion 
windows.  

The external monitor is disabled by default  and will show a 'disabled' 
m essage. To enable, switch to System  m ode and select  [ Display 
Setup]  then press [ External Display Disconnected] . The opt ion will 
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change to [ External Display Connected]  and the display will be 
enabled. 

. 

2 .2 .6  Other connect ions 

The Titan Mobile panel provides MI DI  connect ions which can be used 
to t r igger playbacks or connect  MI DI  t im ecode for t im ecode-cont rolled 
cue lists.  

 

2 .3  Using the on- screen w orkspace 
As well as the Titan Mobile cont rol surface, the on-screen workspace 
provides m any useful features. The workspaces are designed to be 
used with a touch screen.  

 

2 .3 .1  W orkspace w indow s 

The m ain area of the screen contains the workspace windows. These 
contain but tons for select ing fixtures, groups, palet tes, playbacks and 
so on. I nform at ion windows such as Playback View and the integrated 
Visualiser applicat ion can also appear as a workspace window. 

 

Up to 4 windows can be shown on the screen in a 2x2 grid, but  if you 
need a larger view, you can m ake a window twice as big, or maxim ise 
it  to take up the whole screen. You can also m ove windows to an 
external screen which can show a further 4 windows. Som e possible 
window sizes/ posit ions are shown below. 

4 window posit ions Context  but tons 
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Quarter size 

 

Double wide 

 

Double height  

 

Maxim ised 

 

Som e windows have associated cont rol but tons, these are posit ioned in 
the 'context  but tons' area on the top r ight  of the screen. 

 

Select ing and posit ioning w orkspace w indow s 

You select  which workspace windows you want  to see using the 
[ Open Workspace Window]  m enu com m and on the root  m enu 

You can also press the Window Open but ton  to access the [ Open 
Workspace Window]  opt ion while in another menu. 

You can change the posit ions and sizes of the windows by using the 
Window Cont rol but tons above the num eric keypad. The m in/ m ax 
but ton swaps the act ive window between full screen and quarter size. 
The size/ posit ion but ton m oves the act ive window around the possible 
posit ions. You m ake a window act ive by clicking/ touching its header 
bar.  

You can m ove the act ive window to a different  m onitor by pressing 
Avo and the Size/ Posit ion but ton, or Window Open then [ Window 
Opt ions]  then [ Move Screen] . 

W indow  shortcuts 

Press Window Open then an At t r ibute Bank but ton to open the Palet te 
window for that  at t r ibute. 

Press Window Open then Patch to open the Patch View window. 

Press Window Open then a fixture select  but ton to open the Fixture 
View window showing patch details for that  fixture. 

Press Window Open then Connect  to open the View Cue window. 

Press Window Open then Off to open the Act ive Playbacks window. 

Press Window Open then Macro to open the Macro window. 

W orkspace w indow  opt ions 

You can change the window sizes and posit ions by clicking the small 
‘i’ but ton in the top r ight  corner of the window. These opt ions also 
allow you to set  the but ton size and the text  size of the window. The 
Screen opt ions m ay vary depending on the setup of the console and if 
you have any external m onitors.  
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Saving w orkspaces 

You can save different  workspace setups to the Workspaces touch 
but tons ( to the left  of the m enu)  by pressing Window Open then 
[ Record Workspace] , then touching one of the Workspaces but tons. 
This allows you to reconfigure the workspace at  the touch of a but ton. 

Workspaces are saved with the show. 

Set t ing up and recording workspaces is described in more detail in 
sect ion 12.1 on page 187. 

 

Quick record 

Som e windows – Groups, Workspaces, Playbacks, and 
all the Palet te windows -  have a Quick Record funct ion. 
Set  up what  you want  to record, then touch or click the 
but ton once. The but ton will light  up red with a +  sign. 
At  this point  you can enter a legend. Touch or click again to store the 
item . 

The Quick Record funct ion can be disabled using Key Profiles (see 
sect ion 12.2.1 on page 189) . 

 

Legends and picture legends 

All touch but tons can have legends set  to rem ind you what  they do. 
I n addit ion, you can draw picture legends on the but tons. To do this, 
select  [ Set  Legend]  then press [ Picture] . A drawing space will open 
on the touch screen for you to draw the legend. There is also a library 
of pictures to choose from  including popular gobo designs. 
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2 .3 .2  The m enu area of the touch screen 

The r ight  hand side of the touch screen is used for the operat ing 
m enu display. 
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Down the r ight  hand side of the screen, the funct ions of the A-G 
menu softkeys are listed. I f there are more funct ions than will f it  on 
one screen, [ Previous]  and [ Next ]  but tons are provided to page 
through the funct ions.  You can either press the real but ton or touch 
the key on screen. 

The vert ical bar to the left  of the softkeys shows you which m enu you 
are current ly in. You can ' latch' the m enu (so that  you don’t  have to 
keep reselect ing it )  by pressing the Menu Latch but ton. The m enu bar 
turns red when latched. 

The area to the left  of this shows inst ruct ions to the user and 
inform at ion from  the console. 

At  the bot tom  of the screen, the current  funct ion of the wheels is 
shown on a simulated roller. I f f ixture at t r ibutes are being set , this 
shows the possible set t ings which are available on the fixtures. Above 
the roller image a legend shows which at t r ibutes are being cont rolled 
by each wheel and the cent re of the roller shows the current  
at t r ibute. Touch the upper or lower segm ent  of the roller to set  the 
at t r ibute to maximum/ m inimum. 

At t r ibute 
groups 

Menu softkeys 
(showing softkey 
let ter)  

Current  
menu name 

System 
prom pt  

Wheel  
at t r ibutes 

Current  
select ion 

Touch to 
change up 
or down 

Workspace 
select ion 
but tons 

Context  
but tons 
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I f a chase is being cont rolled, informat ion about  the chase is shown 
here. 

Above this, the screen shows which at t r ibute group ( I ntensity, 
Posit ion, Colour, Gobo, Beam, Effect  and Special)  is selected (grey 
box)  and which are current ly modified (blue circle) . 

The appearance of the softkeys varies to indicate the type of act ions 
available:  

    

Act ion but ton:  
console will carry 
out  the act ion 
shown 

Opt ion but ton:  
cycles through a 
range of opt ions 

New m enu 
but ton:  jum ps to 
a new m enu 

Text  ent ry 
but ton:  press 
and enter text  
using the touch 
keyboard 

 

 

 

2 .3 .3  The Heads- Up Display ( HUD)  

The HUD window is shown as one of the workspace windows. Most  of 
the HUD inform at ion is now shown in other windows, but  if you’re 
used to using it  you m ight  like to have it  displayed. 

Fixtures are highlighted in dark blue if in the programmer and in light  
blue if selected. 
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2 .3 .4  Visualiser  

The console runs Avolites Visualiser internally. This allows you to view 
the output  of the console if you can’t  use the real lights, enabling you 
to m ake changes to your show at  hom e or in your hotel. I t  can also 
be used in Blind m ode for program m ing during a show. 

Configurat ion cont rols for Visualiser are found in the context  but ton 
area to the left  of the m enu but tons. 

The operat ion of Visualiser is not  covered in this manual, please refer 
to the Visualiser manual. 

Auto Patch 

The Auto Patch funct ion autom at ically creates a Visualiser r ig from  
your show as you patch fixtures. When you start  Visualiser, it  will 
open with an autom at ic representat ion of your patch. 

You will see the fixtures laid out  on screen, sorted by handle number. 

The Visualiser will start  in run mode, with the simulator tab selected 
so you can start  cont rolling lights immediately. 

Mult iple dimmers patched to one handle will appear as a singe fixture 
in Visualiser. 

Fixture select ion 

When a fixture is selected on the console, it  is highlighted in blue in 
Visualiser. 

2 .3 .5  Key profiles 

The console allows you to change the funct ion of the blue select  and 
grey flash panel but tons. You can also change the way som e of the 
touch keys work. You can save your set t ings as a Key Profile. 
Different  profiles can be selected for different  users or to enhance the 
operat ion of the console for a part icular use. See sect ion 12.2 on 
page 189 for details. 

2 .3 .6  Undo/ Redo 

You can undo and redo up to 20 act ions by pressing Avo shift  and the 
Undo or Redo but tons  below the num eric keypad (on black Pearl 
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Expert  consoles these are the Left  arrow (Undo)  and Right  arrow 
(Redo)  but tons) . So for exam ple if you press Clear then wish you 
hadn’t ,  the Undo funct ion will restore the console state. 

You can use undo/ redo on the following act ions:  

• Fixture select ion 

• At t r ibute adjustm ent  (eg Pan, Tilt ,  colour changes)  

• Locate 

• Clear 

• Keypad input  

• Applying Palet tes 

• Group select ion 

• Off 

• Align 

• Flip 

 

2 .3 .7  Key m acro but tons 

Light ing program m ing can somet imes require a repeated sequence of 
but ton presses. You can record sequences of keypresses and play 
them  back with a single keypress – this is called a macro.  

Macros can be stored in the 20 dedicated but tons on the top r ight  of 
the panel, and there is also a Macro but ton window which can be 
shown in the workspace. The m acro but tons correspond to the first  
20 m acros in the window. 

 

To record a macro:  

1>  Press the Macro but ton (above keypad)  

2>  Press [ Record]  

3>  Press an em pty Macro but ton on the panel, or an em pty but ton 
in the Macro window on the screen.  Recording starts. The 
I nsert / Macro but ton flashes during recording. 

4>  Press the sequence of but tons you want  to record. 

5>  Press Record Macro to finish recording. 

To play back the m acro, just  press or touch the but ton where you 
recorded the macro. The macro will repeat  all your but ton presses 
(but  there is no delay or t im ing between the presses) . 

2 .3 .8  Keyboard shortcuts 

Many features of the console can be cont rolled by shortcuts on the 
keyboard. These are especially useful when using Titan Mobile or 
Titan Sim ulator. 

The Titan applicat ion “captures”  the keyboard on start  up, m eaning 
that  if you t ry to use other applicat ions at  the same t ime they will not  
receive keypresses. Pressing Break on the keyboard releases the 
keyboard for other applicat ions but  disables all text  ent ry for Titan 
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including the shortcut  keys;  changing menus will reconnect  the 
keyboard to Titan.  

 

F1 Move to other screen  Ct r l X Cut  text  

F2 Act ivate window  Ct r l C Copy text  

F3 Minim ise/ Maxim ise  Ct r l V Paste text  

Shift  F3 Next  window  Ct r l A Select  all text  

F4 Size/ Posit ion  Ct r l Z Undo 

Shift  F4 Move to other screen  Ct r l Y Redo 

F5 Close window  Alt  C Clear 

Shift  F5 Close all windows  Alt  R Record m enu 

F6 Open Playbacks window  Alt  A Toggle Avo (shift )  m enu 

F7 Open Fixtures window  Alt  L Locate 

F8 Open Groups window  Alt  P Patch 

F9 Open Colours window  Alt  ⇑ D Disk m enu 

F10 Open Posit ions window  Alt  ⇑ S System  m ode 

F11 Gobos/ Beam s window  Alt  V Open/ View m enu 

F12 Open Channel Grid  Alt  G Go 

Esc Exit  m enu  Alt  D Delete 

Enter Enter  Alt  ⇑ C Copy 

Alt  1 Softkey A  Alt  M Move 

Alt  2 Softkey B  Alt  U Unfold 

Alt  3 Softkey C  Alt  I  I nclude 

Alt  4 Softkey D  Alt  ⇑ R Release 

Alt  5 Softkey E  Alt  S Shape 

Alt  6 Softkey F  Alt  T Fixture Tools/ ML Menu 

Alt  7 Softkey G  Alt  B Blind 

Alt  ⇑ F Fixture  Alt  O Off 

Alt  ⇑ P Palet te  Alt  F Fan 

Alt  ⇑ M Macro  Alt  ⇑ O At t r ibute opt ions 

Alt  ⇑ G Group  Alt  ⇑ L Latch m enu 

/  (num )  Thro  Alt  ← Previous fixture 

*  (num )  @  Alt  → Next  fixture 

-  (num )  Not   Alt  ↑ All 

+  (num )  And  Alt  ↓ Highlight  

 

⇑ m eans shift  
(num )  m eans on the num eric keypad 

2 .3 .9  Locking the console 

You can lock the console cont rols to prevent  people fiddling with it  
while you’re not  looking. Hold down Avo and press [ Lock] , then type 
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a password (num bers or let ters) . To unlock, enter the password 
again, or restart ing the console will also unlock it .  

While the console is locked, all funct ions are disabled except  the DMX 
outputs and current ly running playbacks. 

2 .4  Titan Sim ulator 
Need to pre-program  or tweak your show before you get  to the 
venue? No problem , just  run the Titan Sim ulator on your PC. You can 
then load your show and sim ulate any of the Titan consoles, using an 
on-screen “vir tual panel” . 

You can also use the Titan One software without  the Titan One dongle 
as a simulator for pre-programming.  

 

2 .4 .1  I nstalling Titan Sim ulator 

You will need a user account  with Adm inist rator privileges to install or 
run Titan Sim ulator. 

 

From  v7, Windows XP and Vista are no longer supported 
by Titan software. Your PC m ust  be running Windows 7 
or Windows 8. 

 

Simply download and run the installer from  the Avolites Download 
website. The first  t ime you run Simulator you will need to license the 
software with the Avolites website. For this you will need an account  
set  up on the Download site, which you should go and create now if 
you don’t  already have one.  

To license the software, start  Titan Sim ulator and choose I nternet  
Act ivat ion ( the software will ask you for your Avolites Download user 
name and password and automat ically ret r ieve your license) , or 
Manual Act ivat ion (you have to copy and paste the Com puter Key into 
the form  on the Titan Sim ulator webpage) . 

Once licensed Titan Simulator will run in 'Offline' mode which is 
shown towards the top r ight  of the screen. I n Offline m ode the 
software will funct ion as normal including Visualiser and Art -Net  
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outputs. However periodically random DMX values will be sent  down 
all DMX outputs, please wait  for this to stop before cont inuing 
programming. 

 

2 .4 .2  Running Titan Sim ulator 

When you start  the sim ulator you need to select  which console you 
are simulat ing. The simulator will then open a Virtual Panel, which 
replicates the cont rols of your chosen console, and m onitor windows 
for each of the m onitor outputs. 

 

The Tiger Touch and Sapphire Touch sim ulators show 
the touch screen display separately from  the Virtual 
Panel. 

 

The Virtual Panel works exact ly the sam e as the real panel;  to hold a 
but ton down so you can press a second but ton, r ight  click it  using the 
m ouse. 

2 .5  Loading and saving show s 
You can save any num ber of different  shows on a USB drive or the 
console’s internal hard disk. The console will also autosave the show 
periodically. 

 

Shows created on Titan Mobile can be loaded into any 
other Avolites Titan console, but  not  to non-Titan 
consoles as the showfile form at  is different . 

 

Although your show is safe on the  hard disk, it ’s a good idea to also 
save it  to a USB pen drive which you can take with you in case 
som ething bad happens to the console or if you want  to t ransfer a 
show to a different  console.  

2 .5 .1  Saving the show  

You can save your show at  any t im e either with its current  nam e or 
with a new nam e. I f you save your show with its current  nam e, a new 
version of the show will be created. This allows you to go back to 
previous versions of your show if needed. 

To save your current  show:  

1>  Press the Disk but ton. 

2>  Press [ Save Show] . 

3>  I f you have a USB drive connected, use the softkeys to select  
whether to save on [ Rem ovable Disk]  or [ I nternal hard dr ive] . 

4>  I f this is a new show, enter a nam e for the show on the 
keyboard. I f this is a new version of an exist ing show you can 
enter a tag to help ident ify the version, which will be shown on 
the Show Browser screen when you load shows. 

5>  Press Enter or [ Save]  (or [ Overwrite]  if the show already 
exists) . The show will be saved. 

6>  Press Exit  or [ OK]  to leave Disk m ode. 
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• To save the show under a different  nam e, use the [ Save As]  
softkey. 

• Pressing the Disk but ton twice will force the console to save an 
Autosave version of the file. Autosaves are stored in the same 
folder as the norm al show file. 

• A new version of the file will be saved even if you enter the 
sam e tag as previously used. 

I f you save to hard dr ive, shows are saved in the folder 
‘Docum ents\ Titan\ Show Files’, unless you change this in the User 
Set t ings.  

2 .5 .2  Loading a show  

The console will automat ically reload the last  show when it  is turned 
on.  

Press the Disk but ton then [ Load Show]  to load in a new show. The 
Show Browser window will appear. 

 

On the top left  you can select  which drive is used, or show files on all 
dr ives. On the bot tom left  you can filter the list  of shows to see all 
shows, or just  m anual saves, quick saves or autosave files. On the 
r ight  you can see different  versions of the showfile;  this allows you to 
reload an earlier version if you need to. 

You can also load shows from  the softkeys:  

1>  Press the Disk but ton. 

2>  Press [ Load Show] . 

3>  I f you have a USB drive connected, select  which dr ive you want  
to load from . 

4>  Available shows are listed on the softkeys;  press the key to load 
the show ( the F and G keys show m ore pages) . I f you type the 
first  few let ters of the show nam e on the touch keyboard, the 

Available 
disks/ drives 

Filter list  of shows 

List  of shows List  of versions 

Search bar 
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list  will only include shows start ing with those let ters, which can 
m ake it  easier to locate the show you want . 

5>  I f there are m ult iple versions of the show stored on the disk, 
select  the one you want . 

6>  Press Load Show. The console will show a loading screen as the 
different  elem ents of the show load.  

7>  When the show has loaded the norm al operat ing screen will 
reappear. 

When loading a show you have the opt ion to keep the exist ing DMX 
set t ings of the console, or to load the set t ings stored in the showfile. 
The DMX set t ings determ ine how the XLR sockets on the back of the 
console are used and how DMX is sent  over the network using 
TitanNet . 

 

2 .5 .3  I m port ing parts of other show s 

I f you are doing a show which is sim ilar to a previous one, you m ight  
want  to im port  parts of the previous showfile, for exam ple you m ight  
want  the palet tes for som e Robe Robins from  another show, but  not  
the other fixtures. This is where the I m port  Show funct ion com es in 
handy. 

For I m port  Show to work, you need to m ap fixtures from  your 
imported file to fixtures in the current  show so that  Titan knows 
where to im port  the program m ing to.  

 

You can then select  item s from  the im ported show and store them  
onto workspace or panel but tons in your current  show. 

I m port  new show 
But ton for 
imported show 

Filter fixtures in 
current  show 

Filter fixture list  in 
imported show 

Fixtures in 
imported show 

Arrow shows 
m apped fixture 
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1>  Press the Disk but ton. 

2>  Press [ I m port  Show]  (The plus but ton at  the top r ight  of the 
Show Library window also opens this m enu) . 

3>  The Show Browser window opens. Select  the show you want  to 
im port  from  and press [ Load Show] . 

4>  The Show Library window will now open. Your current  show and 
the im ported show will appear as but tons at  the top of the show 
browser. You can im port  item s from  m ore than one show at  
once by repeat ing steps 1-3. 

5>  Click on the Mapper tab, and select  your im ported show. 

6>  Select  a fixture in your im ported show, then click the arrow 
beside the fixture it  m aps to in the current  show. To rem ove a 
m apping, click the [ Clear Fixture Mapping]  context  but ton. 

7>  When you have m apped all fixtures you want  to im port  data 
from , click on the Show Library tab. 

8>  Select  the item s you want  to im port  (single or m ult iple) . Use 
the but tons on the left  to select  Palet tes, Groups etc. 

9>  Select  handle(s)  where you want  to store the im ported item s. 

10>  When you have im ported all the item s you want , press Exit . 

• You can filter fixture types to m ake the m apping easier using 
the but tons on the left  and r ight  sides of the show browser. 

• You can direct ly import  shows without  using the Disk m enu by 
clicking the Plus but ton at  the top r ight  of the Show Browser. 

2 .5 .4  Autosave  

The console will automat ically save your show to its internal hard disk 
when you shut  it  down. I t  will also autosave the show every 30 
m inutes in case the console loses power. 

You can disable Autosave or alter the t im e between saves using 
opt ion [ Auto Save]  on the Disk m enu (selected using the blue Disk 
but ton) . You can reload Autosave files using the Show Browser.  

Filter display of 
items in show 

The items which 
can be im ported 
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We recom m end that  you have autosave enabled while 
program m ing in case the power fails, but  disable it  while 
running a show as it  can cause the console to pause 
slight ly at  inconvenient  moments. 

 

2 .5 .5  Backing up exist ing show  files to USB pen drive 

I f you just  want  to save a copy of your current  show, you can use the 
norm al save funct ion to save it  to the USB drive instead of the hard 
drive. 

To copy an exist ing show file on the hard disk to a USB drive, first  
ensure your current  show is saved, then use the Disk funct ions to 
load the exist ing show from  hard disk, then save it  to the USB drive. 
Alternat ively you can use the Folders com m and on the Tools m enu. 

2 .6  Clearing the console 
When you start  a new show on Titan Mobile it  is usually a good idea 
to clear the console. All programming and patching is deleted, but  
user opt ions are not  changed. 

1>  Press the Disk but ton. 

2>  Press [ New Show] . 

3>  Press [ OK]  to confirm . 

4>  Press Exit  to leave Disk m ode. 

• When start ing a new show you have the opt ion to keep exist ing 
DMX set t ings. This preserves the DMX/ TitanNet  configurat ion of 
the console which determ ines how the XLR sockets on the back 
of the console are used and how DMX is sent  over the network. 

• There is also an opt ion [ Wipe]  in the System  m enu (when the 
console is in System  m ode)  which has the sam e funct ion, and is 
located in the same place as on other Avolites consoles. 

 

2 .7  Creat ing reports 
When preparing a show it  is often useful to create a report  of how the 
show is patched or program m ed on the console, for example to give 
to a crew when pre- r igging fixtures, or just  for your records. 

Reports can be created in HTML, PDF, CSV or XML form ats for the 
following:  

• Fixtures 

• Mem ory (Cues)  

• Chases 

• Cue Lists 

• Palet tes 

• Groups 

To generate reports:  

1>  Press the Disk but ton. 
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2>  Press [ Reports] . 

3>  Select  the item (s)  you want  to include in the report  

4>  Select  the form at  in which you want  to output  the report  

5>  Select  the dr ive where you want  to save the report  

 

Reports are output  to the Docum ents/ Titan/ Reports folder. When the 
report  is complete, Titan will open the folder where the report  is 
stored so you can see where it  went . 
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3 .  Patching 
Patching is the process where you tell Titan Mobile  

• What  type of light ing units you have connected to it  

• What  DMX addresses they are operat ing at  

• Which DMX line (universe)  each unit  is connected to ( there are 
64 lines, but  the console itself can only output  12;  further lines 
can be cont rolled using networked DMX processors over 
TitanNet )  

• Which but tons on the console you want  to use to access them  
(either physical but tons or touch but tons)  

• Part icular opt ion set t ings for each fixture. 

 

Before you start  r igging, you can use the console to 
work out  the DMX addresses for the fixtures in your r ig. 
Patch them  on the console (or sim ulator) , then press 
Window Open, Patch to show the Patch View window. 
This will use the DMX channels as efficient ly as possible 
without  leaving any gaps. 

 

 

By default , DMX lines 1-4 are linked to the 4 XLR outputs on the 
console. I f you want  to change this or use other lines, go to the DMX 
Set t ings window in System  m ode – see sect ion 12.3.6 on page 193 . 

3 .1  Patching new  fixtures or dim m ers 

3 .1 .1  Fixture select  but tons and handles 

To cont rol intelligent  fixtures or dimmer channels, they must  be 
patched to a fixture but ton in the Fixtures workspace window or to 
one of the em pty but tons in the workspaces, m acros and executors 
bank on Titan Mobile.  

 

I f the Fixtures window is not  shown,  press Window Open then [ Show 
workspace window]  then [ Fixtures] . 

 

Fixture but tons can be shown either in pages with Page but tons, or 
you can use the scroll bar on the r ight  to show different  pages. Use 



Page 40 – 3 .  Patching 

 

  TitanUniversal_Man_v7-0_TM.doc  02 September 2013 

the [ Pages Show/ Hide]  but ton on the r ight  of the screen to select  
between page but tons and scrolling mode. You can change the fixture 
page at  any t im e. 

You can allocate fixtures and dim m ers to Groups, which allows you to 
quickly select  a set  of fixtures with one but ton. Groups are described 
in the next  chapter. 

Once you have patched fixtures or dim m ers, the Patch View screen 
shows you an overview of what  is patched where and lets you edit  
the patch. See sect ion 3.2.1 on page 46. 

3 .1 .2  Patching dim m ers 

Each fixture but ton can cont rol single or mult iple dimmer channels. 
You allocate a but ton using the Patch m enu (described below)  or the 
Patch View window (see sect ion 3.2.1) . 

1>  Press Patch (one of the white funct ion but tons above the 
num eric keypad) , then [ Dim m ers] .  

2>   [ DMX Line= ]  shows you which of the DMX output  lines you are 
patching onto. Enter a new num ber to change the line. [ Address 
=  ]  shows the DMX address about  to be patched. You can 
change this by typing in the new address on the num eric 
keypad and pressing Enter.  

  

 

3>  To patch a single dim m er, press a Fixture Select  but ton. To 
patch a sequence of dim m ers each to its own but ton, press 
[ Quant ity]  and set  the num ber of dim m ers then press the first  
select  but ton. Alternat ively, run your finger across the but tons 
on the screen.  The range of dim m ers will be patched to 
sequent ial DMX addresses. 

4>  The onscreen Select  but tons turn dark blue and show fixture 
details when they are patched.  

5>  Repeat  from  step 2 for other dim m ers. 

• When set t ing the DMX address using [ Address= ] , you can set  
the DMX line (universe)  as well by entering { line} .{ DMX} , for 
example 2.56 will set  DMX address 56 on DMX line 2. 

• To see how DMX channels are patched, press Window Open 
(next  to the num eric keypad)  then Patch to show the Patch 
View window.  

• [ User Num ber =  xx]  allows you to set  a user-defined num ber 
for each dim m er or fixture patched, to help you ident ify them  
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later. You can also edit  the User Num ber from  the Repatch 
Fixture m enu. 

• You can patch m ult iple dim m er channels to a single handle. This 
can be useful if,  for exam ple, you want  to cont rol all the lights 
for one area together. To do this, just  press the sam e Fixture 
Select  but ton again when patching the new dim m er channel. 
You can tell the dim m er channel has patched OK because the 
DMX address will increase by 1. 

• I f you need to rem ove a dim m er from mult iple dimmers on a 
single handle without  losing program m ing, m ake a copy of the 
handle then repatch the copy to the individual dimmer address. 

 

3 .1 .3  Patching m oving light  fixtures 

Moving light  fixtures are m ore com plicated to patch than dim m ers 
because they have m ore at t r ibutes to cont rol, such as pan, t ilt  and 
colour, whereas a dim m er channel just  has intensity.  

Avolites consoles use a “personality”  system  to cont rol fixtures. This 
m eans you don’t  have to know how each fixture works, you just  tell 
Titan Mobile what  you want  to do and it  will send the r ight  cont rol 
com m ands. The console has built - in personalit ies for most  types of 
fixture, which tell it  what  at t r ibutes are available and how to cont rol 
them . I f the console does not  have the personality for your fixture, 
you can download further personalit ies from  the Avolites website, 
create your own using the Personality Builder applicat ion installed on 
the console, or Avolites can create one for you. See sect ion 13 on 
page 201 for details of how to find personalit ies. 

You can patch either using the Patch m enu (described below)  or the 
Patch View window (see sect ion 3.2.1) . 

1>  Press Patch (one of the white funct ion but tons above the 
num eric keypad) .  

2>  Press [ Fixtures] . 
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3>  Select  the correct  fixture m anufacturer from  the softkeys 
( [ Previous]  and [ Next ]  page through the list  of m anufacturers) . 
Or use Quick Search and type the first  few let ters of the 
m anufacturer’s nam e on the keyboard to find the one you want . 

4>  Select  correct  fixture from  the softkeys (F and G show other 
pages) . You can use Quick Search here as well.  

5>  Select  the correct  fixture operat ing m ode from  the softkeys. 

6>  [ Address = ]  shows the first  free DMX address. Type the new 
address on the num eric keypad if you want  a different  one. 
[ DMX line= xx]  lets you patch to a different  DMX line, or you 
can enter the address as [ line] .[ address] , e.g. 2.45 would set  
address 45 on line 2. 
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7>  Press a Fixture Select  but ton to patch the selected fixture. 

8>  The onscreen Select  but ton turns dark blue and shows fixture 
details when it  is patched.  

9>  Repeat  from  7 to patch m ore of the sam e fixture type. The DMX 
address autom at ically updates so you can just  keep patching by 
pressing Select  but tons. 

• You can patch a num ber of fixtures in one go using the 
[ Quant ity]  but ton, or by running your finger across the but tons 
on the screen,   in the sam e way as for dim m ers. 

• [ Opt ions] , [ Offset ]  allows you to leave gaps in the DMX 
channels between fixtures when patching m ult iple fixtures, 
which is useful if you are planning a show which m ay involve 
exchanging fixtures. The Offset  num ber is the size of the block 
which will be allocated to the fixture, for example if you want  to 
allow 32 channels for each fixture you would set  Offset  to 32.  

• You cannot  patch m ore than one fixture onto a but ton. I f the 
but ton is already used, the patch will fail.   

• I f you are patching a fixture which uses a separate dim m er 
channel, such as a VL5, you can patch the dim m er channel onto 
the sam e handle as the m oving light  part  of the fixture so you 
can cont rol it  all together. This is called a Pending Dimmer ( in 
the Patch View window this is indicated with a flash sym bol 
behind the user num ber) . 

• [ Opt ions] , [ Preset  Palet tes]  sets whether the console will create 
default  colour, gobo and posit ion palet tes for the new fixture.  
These are created in the Posit ion, Colour and Beam  workspace 
windows. 

• [ Opt ions] , [ AutoGroups]  sets whether the console will 
autom at ically create groups from the fixtures you patch. I f 
Enabled, a group is created for all fixtures of the sam e type, 
and another if you patch a quant ity of fixtures. 
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• To show the DMX address for fixtures, press Window Open then 
Patch. To show patch details for a single fixture press Window 
Open then the fixture select  but ton. On touch but tons the DMX 
address is displayed on the top r ight  of the but ton in the form at  
{ DMX line} .{ Address}  ( this display can be disabled using the 
context  m enu) . 

• I f a patch goes over the capacity of a DMX line, the console will 
patch at  the beginning of the next  line. For exam ple if you t ry 
to patch a Mac500 at  channel 1.510, it  will actually be patched 
at  2.1. 

3 .1 .4  Visualiser Auto Patch 

I f you want  to use Visualiser, start  it  by pressing  Window Open then 
[ Open Workspace Window]  then [ Visualiser] . Visualiser will open in 
one of the workspace windows with an autom at ic representat ion of 
your patch.  

 

You will see the fixtures laid out  on screen in handle number order. 
You can then use the Visualiser cont rols to reposit ion the fixtures if 
you wish. 

3 .1 .5  Patching fixtures w ith m ult iple cells ( sub fixtures)  

Some fixtures have mult iple cells of cont rol within a single fixture ( for 
exam ple an RGB LED bat ten) . To avoid having to patch every cell as 
a single fixture, you can patch the whole fixture as one “super 
fixture”  and each cell will then appear as a “sub fixture” . This is very 
useful when laying out  fixtures for use with the Pixel Mapper as it  
allows you to m ove and rotate the fixture as a single fixture, but  keep 
individual cont rol over the cells. 

I f you access the fixture using the handle it  is patched on, all cells of 
the fixture will be cont rolled together. To access the sub fixtures 
independent ly, press Unfold then the select  but ton of the fixture. I n 
the Fixtures workspace, the current  page of fixtures will be replaced 
by select  but tons for each individual fixture cell.    You can also select  
subfixtures from  the num eric keypad. See sect ion 4.1.4 on page 60 
for m ore details of working with fixture cells. 

To go back to norm al, press Unfold then [ Exit  Unfold] . 

 

The Sub fixtures feature requires an updated personality 
file. I f sub fixtures does not  work on your fixture you 
m ay need to obtain the latest  fixture personality from  
Avolites.  

 

3 .1 .6  Patching by RDM 

RDM  (Rem ote Device Managem ent )  is a system which allows the 
console to interrogate the light ing r ig to find out  what ’s there. I t  can 
then patch itself to m atch the exist ing DMX addresses. You can also 
rem otely change m odes and other set t ings on the fixture. 

 

Fixtures m ust  be equipped with RDM for this to work;  
m any fixtures are not . Also if you have DMX buffers or 
split ters in your r ig, they m ust  be RDM enabled or they 
will block the informat ion being sent  back to the 
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console. 

 

Press Window Open then Patch to open the Patch View window then 
select  the RDM tab. All devices which support  RDM will be listed here. 
Click the Full Discover context  m enu but ton to rescan the r ig for RDM 
devices. 

 

• Select  one or more fixtures in the grid and click the Patch 
context  m enu but ton to patch the devices. 

• Click on the Mode or Address cells in the grid to change these 
set t ings rem otely. 

• Click on the I dent ify but ton (at  the r ight  hand end of the 
screen, you m ight  need to scroll to see it )  to turn the fixture on 
so you can see where it  is in the r ig. 

• Click on the RDM Quick Patch context  m enu but ton to 
automat ically patch all RDM devices. 

 

3 .1 .7  Finding a lost  fixture 

Somet imes a fixture may be r igged with the wrong DMX address set , 
or connected to the wrong DMX line.  

The Find Fixture funct ion allows you to find the start  address of the 
fixture by scrolling a “ locate”  state through all possible DMX 
addresses, avoiding a t r ip up the r ig to look at  it .  When the fixture 
responds with its Locate state, you know its DMX address. 

1>  Press Patch, [ Fixture]  and select  the type of fixture you are 
looking for 

2>  Press [ Opt ions] , then [ Find Fixture]  to enable the Find Fixture 
m ode. 

3>  Turn Wheel B to go through all possible DMX addresses. Wheel 
A sets DMX lines. 

4>  When the fixture responds with its Locate state, you have found 
the correct  DMX address. 
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4>  Turn off [ Find Fixture]  m ode and ( if not  already occupied)  patch 
the fixture. The DMX address/ Line will be autom at ically set  to 
m atch the Find Fixture set t ings. 

• On consoles with 3 wheels, wheel C (DMX Slot )  jum ps through 
DMX addresses using the fixture channel count  ( for exam ple if a 
fixture uses 16 channels, it  will jump through in 16’s) . 

3 .2  Changing the patch 

3 .2 .1  Patch View  

The Patch View window gives a full overview of how all the fixtures in 
your show are patched, and allows you to patch, repatch, legend, 
renum ber, invert , pan/ t ilt  swap, freeze, exchange, park and view 
fixtures.   

To show the Patch View window press Window Open then Patch, or 
use the Open Workspace Windows m enu com m and. 

 

Fixture type: lists the different  types of fixture in your show. Each 
fixture has a unique colour code. Click on these but tons to select  all 
fixtures of the type. 

Line: lists the available DMX output  lines/ universes. The blue 
bargraph in the but ton shows how m uch of the line is used by 
patched fixtures and how m uch is free. Click a but ton to show the 
details of that  line in the r ight  hand side of the window. 

The coloured bar  at  the top shows how fixtures are patched on the 
selected output  line, using the unique colour code for each type of 
fixture. Click on a sect ion of the bar to select  those fixtures in the gr id 
below. 

The grid area  shows details for each patched fixture on the selected 
output  line. Some parameters are editable by clicking in the grid, 
then the softkeys allow you to change the param eter.  

 

You can change param eters for m ult iple fixtures by 
dragging a select ion box over the grid, or hold the Ct r l 
but ton on the keyboard and click on the required 
fixtures. Then edit  the param eter on the softkeys, and 
use the Set  context  but ton to update the selected 
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fixtures.  

 

• You can switch off som e of the display columns to m ake the 
Patch View sim pler. Press the Choose Colum ns context  m enu 
but ton and then use the opt ions on the softkeys to turn 
colum ns on and off. 

• You can add notes to each fixture in the Patch View. Click on 
the Notes field and enter text  using the keyboard. 

The tabs across the top allow you to switch the window to Personality 
List  ( lists all f ixtures available on the console) , RDM (allows you to 
patch devices using RDM) and At t r ibute Behaviour (allows you to set  
invert , freeze, curve, and lim it .  See sect ion 3.4.2 and following 
sect ions for At t r ibute Behaviour. 

3 .2 .2  View  detailed fixture inform at ion 

I n the Patch View window click on the View but ton for the fixture you 
wish to view, or press Window Open followed by a fixture handle. A 
Fixture View window will open showing details for that  fixture, 
including the personality and m ode used to patch, and the individual 
DMX channel addresses for each at t r ibute. At t r ibutes can be inverted 
or frozen by clicking on the checkboxes at  the r ight  hand side. 

 

I f the fixture address is set  using DI P switches, the console can show 
you how to set  the switches by clicking on the DI P Switches tab. 

 

There is also a Personality tab (not  shown in the pictures)  which 
shows history informat ion about  the personality file for the fixture. 
This can be useful for checking the version of the personality file. 

3 .2 .3  Changing DMX address using Patch m enu 

As well as using the Patch View screen, you can use the Patch m enu 
to re-patch a fixture to a different  DMX address or a different  DMX 
output  line. All programming is kept . 
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1>  Press Patch ( if you’re not  already in Patch m ode) . 

2>  Press [ Repatch Fixtures] . 

3>  Press the Select  but ton of the fixture you want  to change. 

4>  To change DMX press [ Address] , type the new address and 
press enter. I f this address is already in use, a warning icon will 
be shown. 

  

5>  To change the DMX output  line, press [ DMX Line= x]  and enter 
a new output  line num ber 1-12. 

6>  Press Enter or [ Repatch]  to confirm  the change. 

7>  Repeat  from  step 3 if you want  to change other fixtures. 

• You can “Park”  the fixture using [ Park] . This rem oves the 
fixture from  the DMX output  m ap, but  all program m ing is 
retained. 

• I f the new DMX address already has another fixture or dim m er 
patched on it ,  the console will warn you (unless this is disabled 
in User Opt ions, see sect ion 12.3.3 on page 191) . You can 
either press [ Select  another DMX address]  to abort  the change 
or [ Park Conflict ing Fixtures] . All program m ing for the parked 
fixture is preserved, but  you need to repatch it  to a free DMX 
address using the above procedure before you can use it  again. 
I f you press [ Always Park Conflict ing Fixtures]  the console will 
park this and any future conflict ing fixtures without  warning you 
(you can change this opt ion back in the User Set t ings) . 

  

3 .2 .4  Set t ing legends 

You can set  a legend for each fixture or dim m er you’ve patched which 
is displayed in the Fixture Select  touch but ton.  This can be really 
useful to help you ident ify the fixture. 

1>  At  the m ain m enu press [ Set  Legend] . 

2>  Press the Select  but ton for the fixture you want  to legend. 

3>  Type the legend on the keyboard.  

4>  Press Enter when you have finished. 

• You can also choose to have a picture legend using the softkey 
opt ions. 
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• You can set  the same legend for mult iple fixtures by select ing a 
group of fixtures after pressing [ Set  Legend] . 

• You can automat ically allocate User Numbers for mult iple 
fixtures by select ing a group of fixtures, then using softkey A on 
the Set  Legend menu. The first  fixture will have the User 
Number you entered, and the other selected fixtures will be 
given a num ber increasing by 1 for each fixture.  

• You can set  a legend for the current  page of fixtures using the 
[ Set  Legend]  funct ion from  the m ain Program  m enu. The 
legend is shown on the touch but ton for the page and on the 
HUD.  

 

 

3 .2 .5  DMX view  w indow  

When you’re having problem s get t ing fixtures to work it  can be useful 
to see the actual DMX output  values com ing from  the console. Press 
Window Open, then [ Open Workspace Window] , then select  [ DMX] . 
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The but tons on the left  let  you select  the different  output  lines from  
the console. Scrolling the window to the r ight  shows more informat ion 
about  each DMX channel. 

 

3 .2 .6  Fixture Exchange 

The Fixture Exchange funct ion enables you to repatch fixtures in your 
show using alternat ive fixtures, retaining important  elements such as 
cue t im es, shapes and legends. This is very useful for touring shows 
and venues with a high turnover of events. 

For exam ple, if you have program m ed your show in a venue which 
has MAC 500s and are m oving to a venue with VL6s you can 
exchange the MAC 500s for VL6s whilst  retaining many elem ents of 
your show. 

Fixture Exchange works best  if you use Palet tes to create your cues. 
This allows you to adjust  for posit ion differences and so on by 
reprogramming a few posit ion palet tes, rather than having to 
reprogram every cue. Cues recorded with absolute values will need to 
be re- recorded, preferably using palet tes. 

The pan, t ilt  and dimmer will always be preserved from one fixture 
type to the next , as will t imes, shapes and legends for recorded 
item s. Links from  the palet tes to groups, cues, chases and cue lists 
will also be preserved, so the show can be easily recreated by 
updat ing your palet tes as norm al.   

Fixture exchange also gives you a powerful way to re-use an exist ing 
show with new lights, so you can give yourself a program m ing head 
start  when faced with a new fixture.  

• I t ’s a good idea to save your show before perform ing m ajor 
changes such as fixture exchange. Should you change your 
m ind or have problems, you will easily be able to return your 
show to its previous state. 

1>  Enter patch m ode by pressing Patch.  

2>  Select  the new fixture type you wish to use. 

3>  Touch the select  but ton of the fixture which is to be exchanged. 

4>  The console will warn you that  the fixture is in use. Press the 
[ Exchange Fixture]  opt ion. 

5>  Repeat  from  step 3 to exchange other fixtures with the sam e 
type of new fixture. 

 

 

After exchanging fixtures you need to update the 
palet tes which used those fixtures. I f you have t rouble 
switching values off in a palet te, set  new values for all 
the at t r ibutes in the at t r ibute group and re- record the 
palet te. You should then be able to switch off an 
at t r ibute group as required. 

3 .2 .7  Update personalit ies 

This opt ion allows you to update the personality for a fixture used in 
your show. Normally a copy of each fixture personality in the show is 
saved in the showfile, so updat ing the personality library on the 
console does not  update fixtures which are already patched. 
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• I t ’s a good idea to save your show before using Update 
Personalit ies, then you will be able to undo any changes if you 
change your m ind or have problem s. 

1>  Enter patch m ode by pressing Patch. 

2>  Press [ Update Personality]  to update an individual fixture type, 
or [ Update All]  to update all patched fixtures to the m ost  recent  
version in the library. 

3>  I f updat ing individual fixtures, the console shows you a list  of 
personalit ies used in the show which can be updated. 

4>  I f updat ing individual fixtures, press the personality you want  to 
update. 

• The new personality is loaded from the Titan/ Personalit ies 
folder. 

3 .3  Copying, m oving and delet ing fixtures 

3 .3 .1  Copying or m oving a patched fixture 

Using the Copy but ton you can m ake a copy of an exist ing fixture or 
m ove it  to a new but ton. You cannot  link fixture but tons. You can 
copy or move mult iple fixtures in one operat ion. 

Move is useful for t idying up the console. 

1>  Press the Copy but ton. 

2>  Select  [ Copy]  or [ Move] . Pressing the Copy but ton again will 
also toggle through these opt ions. 

3>  Press the Select  but ton of the fixture you want  to copy/ m ove. 
You can select  m ult iple fixtures. 

4>  Press the em pty Select  but ton where you want  it  to go. 

• The Menu Latch but ton latches the Copy/ Move/ Link m enu, so 
you can keep copying or m oving things without  having to keep 
pressing the Copy/ Move/ Link but ton. Press again to unlatch. 

• There is also a Move but ton for instant  access to the m ove 
funct ion. 

• The [ Retain Layout ]  or [ Bunch Up]  opt ion  is used when copying 
a group of fixtures with em pty handles in the group – you can 
either keep the em pty handles, or bunch up the used handles 
together. There is also a [ Bunch Up With Offset ]  opt ion which 
allows you to leave a gap in the DMX channels, if you are 
running a show where you need to exchange fixtures to ones 
which use m ore DMX channels.  

• When in Copy m ode, opt ion [ Copy Legends]  can be changed to 
[ Don’t  copy legends]  so that  the copied fixtures are given 
default  legends. 

• When in Move mode, [ Swap I tems if Required]  will at tempt  to 
reposit ion any exist ing handles which are in the way of the 
move. This is useful when rearranging but tons on a page which 
is nearly full.  

3 .3 .2  Using copied fixtures 

Fixture copying is very useful if you need an addit ional fixture of a 
type you’ve already patched and programmed. The new copy will 
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com e com plete with all the cues and palet tes of the or iginal fixture 
you’ve copied.  

The copied fixture will be “Parked”  (have no DMX channel allocated)  
and you will need to repatch it  before you can use it  ( see sect ion 
3.2.1 above) .  

3 .3 .3  Delet ing a patched fixture 

You can delete a fixture or dim m er from  a but ton if you patched it  
accidentally or if you change your r ig and want  to use the but ton for 
something else. 

 

All program m ing for the fixture is also deleted. You 
cannot  undo delet ion of a fixture or get  the 
program m ing back by repatching a fixture to the sam e 
handle. 

I f you think you m ight  need the fixtures again later, 
copy them  to an unused fixture page. 

 

1>  Enter Patch m ode by pressing the Patch but ton. 

2>  Press the Delete but ton. 

3>  Press the Select  but ton of the fixture you want  to delete. 

4>  The but ton will light  up red and the console asks for 
confirm at ion. Press the Select  but ton again to confirm . 

• You can delete a range of fixtures in one operat ion. 

3 .4  Advanced opt ions 

3 .4 .1  Sw ap pan and t ilt  

This allows you to make the pan channel cont rol t ilt  and the t ilt  
cont rol pan. This can be useful for fixtures r igged in st range 
orientat ions. 

1>  Press Patch. 

2>  Press [ Edit  Fixtures] . 

3>  Press [ Swap Pan and Tilt ] .  

4>  Select  the fixtures to be pan- t ilt  swapped. Press [ Pan and Tilt  
…]  to select  either [ Swapped]  or [ Norm al]  for the selected 
fixtures. 

5>  Press Exit  when finished. 

3 .4 .2  I nvert  at t r ibutes 

This opt ion inverts individual at t r ibutes of fixtures. Useful if you have 
a fixture which pans r ight  when the rest  pan left , saving a t r ip up the 
r ig to set  fixture opt ions, but  you can invert  any at t r ibute. 

1>  Press Patch. 

2>  Press [ Edit  Fixtures] . 

3>  Press [ I nvert  At t r ibute] . 

4>  Select  fixture(s)  to be changed. 

5>  Select  the at t r ibute to invert  from  the softkeys. The display 
shows [ I nverted]  when the at t r ibute is inverted. 
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6>  Press Exit  to finish. 

  

 

• You can change the invert  on mult iple fixtures by select ing 
more than one, but  the “ I nverted”  display will not  show if there 
is a m ixture of inverted and non- inverted fixtures in the 
select ion. 

• Som e at t r ibutes cannot  be inverted. 

• I nvert  can also be set  from  the At t r ibute Behaviour tab of the 
Patch View window. 

3 .4 .3  At t r ibute lim its 

You can set  upper and lower lim its for any at t r ibute. This can be 
useful for exam ple to lim it  the pan/ t ilt  m ovem ent  of a fixture, or if a 
fixture has a com bined dim m er/ st robe funct ion and you only want  the 
dimmer part  of the operat ion. 

At t r ibute lim its are set  either from the Edit  Fixtures m enu or using 
the At t r ibute Behaviour tab of the Patch View window. 

1>  Press Patch. 

2>  Press [ Edit  Fixtures] . 

3>  Press [ Set  Lim its] . 

4>  Select  the fixtures to be set . 

5>  Use the softkeys to select  which at t r ibutes are to be set , then 
select  upper or lower lim it . 

6>  I nput  a percentage value for the lim it  value, or press [ Set  To 
Current  Value] . To rem ove a lim it  press [ Rem ove Lim it ] .  

7>  Press Exit  when finished. 

From  the At t r ibute Behaviour tab, use the context  but tons to set  
At t r ibute Lim its. 

I t  is st ill possible to put  values into the programmer outside the 
lim its. A “ lim ited”  watermark will appear on the wheel view behind an 
at t r ibute when it  is being lim ited.  
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3 .4 .4  Fixture /  At t r ibute curves 

Curves set  how an at t r ibute behaves over the full range of values. 
They are m ost  often used for dim m er at t r ibutes to set  the way the 
dimmer level follows a slider, but  can be applied to any at t r ibute. 

Curves are set  either from  the Edit  Fixtures m enu or using the 
context  but tons on the At t r ibute Behaviour tab of the Patch View 
window. 

1>  Press Patch. 

2>  Press [ Edit  Fixtures] . 

3>  Press [ Set  Curve] . 

4>  Select  the fixtures to be set . 

5>  Use the softkeys to select  which at t r ibutes are to be set . 

6>  Use the softkeys to select  the type of curve required. The 
norm al set t ing is Linear. 

7>  Press Exit  when finished. 

See sect ion 12.5 on page 195 for details of the different  curves 
available. 

3 .4 .5  Freeze fixtures or at t r ibutes 

This opt ion allows you to freeze individual at t r ibutes of a fixture, or to 
freeze the whole fixture. At t r ibutes or fixtures which are frozen are 
not  affected by playbacks or by the program m er. 

1>  Press Patch. 

2>  Press [ Edit  Fixtures] . 

3>  Press [ Freeze Fixture or At t r ibute] . 

4>  Select  the fixtures to be frozen/ unfrozen. 

5>  Use the softkeys to select  which at t r ibutes are frozen, or to 
freeze the whole fixture. Frozen at t r ibutes are indicated on the 
softkey. 

6>  Press Exit  when finished. 

• Freeze can also be set  from  the At t r ibute Behaviour tab of the 
Patch View window. 

• A “Frozen”  waterm ark is shown on the wheel display when an 
at t r ibute is frozen. 
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3 .4 .6  Edit ing the personality 

Som et im es you m ay find a fixture personality contains errors and 
needs edit ing. You can edit  personalit ies direct ly on the console.  

1>  Press Patch. 

2>  Press [ Edit  Fixtures] . 

3>  Press [ Edit  Personality] . 

4>  The softkeys show a list  of all fixture types patched in your 
show. Select  the fixture type to be edited. 

5>  Personality Builder will open allowing you to edit  the 
personality. 

6>  When you save changes, your show will be updated with the 
edited personality. Your changes are also saved to the fixture 
library on the console. 

• Edited personalit ies will be saved in the User/ Custom 
personality folder at  My Documents\ Titan\ Personalit ies. 
Personalit ies in this folder are searched and loaded before those 
in the library and are not  overwrit ten when a new fixture library 
is installed. 

• A separate user guide for Personality Builder is available from  
the Avolites website. 
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4 . Controlling dim m ers and fixtures 
When you are program m ing a show, and som et im es when you are 
running a show, you need to m anually cont rol the fixtures and 
dim m ers to set  the intensity, posit ion, colour, etc. To do this you first  
select  the fixtures you want  to change using the select  but tons, then 
you set  the at t r ibutes of those fixtures using the Wheels and At t r ibute 
but tons. 

You can also set  fade/ t im ing informat ion for each at t r ibute of each 
fixture which is t reated as an addit ional at t r ibute of the fixture. 

4 .1  Using the select  but tons and w heels 

4 .1 .1  Select ing fixtures and dim m ers for  control 

To select  the fixtures or dim m er channels that  you want  to cont rol, 
you use the Fixture Select  but tons to select  the fixtures into the 
Editor. You can select  fixtures or dimmers individually, or several at  
once.  

 

1>  Press the Select  but tons for the fixtures you want . The select  
but ton will light  up pale blue for selected fixtures or on the 
preset  playback faders the select  but ton will light  up ( they are 
also shown in light  blue on the HUD) . 

2>  To select  a range of fixtures, slide your finger across the touch 
but tons to draw a select ion box.  

Here are som e other things to know:  

• Press Locate (at  the bot tom  r ight  of the console)  to light  up the 
selected fixtures in open white and move them  to a cent ral 
posit ion. See the next  sect ion for m ore Locate opt ions. 

• You can deselect  a fixture by pressing the select  but ton again.  

• I n the system display area of the touch screen, the console will 
show you which fixtures are current ly selected. 

• Press Clear ( r ight  of num eric keys)  to deselect  all f ixtures and 
remove all changes from  the programmer. See the next  sect ion 
for more Clear opt ions. 

Scroll slider 
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• Once you have changed any at t r ibute, pressing a Select  but ton 
will deselect  all f ixtures and start  the select ion process again. 
All previously selected fixtures (since you last  pressed Clear)  
stay in the program m er. Once a fixture has been edited, the 
but ton shows a darker blue (also on the HUD) .  The picture 
below shows the first  two fixtures selected, with the second 
three in the programmer and the others unselected. 

• You can select  fixtures on another page by touching one of the 
page but tons to the left  of the fixture but tons, if you have 
'Pages' set  to Show (using the context  but ton to the left  of the 
m enu but tons) . Otherwise you can use the scroll slider to show 
other pages.  

 

 

• Using Key Profiles (see sect ion 12.2.1 on page 189)  you can set  
the fixture touch but ton to latch m ode so that  it  turns the 
fixture’s dim m er channel on ( like put t ing a preset  fader to full) .  

4 .1 .2  Set t ing fixtures to a  start  posit ion ( Locate)  

The Locate but ton ( the but ton on the bot tom  r ight  corner of the 
console)  is used to put  the fixture into a known posit ion with light  
com ing out , so that  you can start  program m ing it .  

A quick press of the but ton will move all selected fixtures to a cent ral 
posit ion and reset  all the at t r ibutes so that  you get  a white light . 
However you somet imes m ight  not  want  to m ove the fixture, and by 
holding down the Locate but ton, you get  som e m ore opt ions. 

• You can m ask off som e of the Locate set t ings (such as only 
turning the fixture on, but  not  changing its posit ion or colour)  
by holding down Locate and pressing [ Set  Mask to Exclude All] .  
Then (st ill holding Locate)  turn on the At t r ibutes you want  to 
change using the At t r ibute Bank but tons down the r ight  hand 
side. Only the lit  at t r ibutes will be changed by Locate. Pressing 
the At t r ibute Opt ions but ton ( just  above Locate)  will clear the 
m ask.  

• Opt ion [ Auto Reset  Mask]  sets the m ask to be autom at ically 
reset  to include everything each t im e Locate is pressed, or you 
can toggle the opt ion to [ Remember Mask]  which will keep the 
m ask set t ing you used last  t im e. 

• Opt ion [ Clear/ Don’t  Clear Located At t r ibutes]  sets whether the 
at t r ibutes changed by the Locate funct ion will be saved into any 

Scroll slider 
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cues you store. I f the opt ion is set  to “Clear”  then the Located 
at t r ibutes will not  be stored in the Programmer unless you 
m odify them  using the wheels. This is useful if for exam ple you 
want  to program  a cue which sets the posit ion of fixtures, but  
does not  turn them on. The Locate but ton will light  up the 
fixtures for programming, but  the lit  state will not  be stored in 
any cues you save. 

 

To quickly locate without  changing pan/ t ilt ,  hold Locate 
and press the Pan/ Tilt  (or Posit ion)  but ton, then release 
Locate. 

To quickly locate pan/ t ilt  only, hold Locate, press 
At t r ibute Opt ions ( just  above Locate) , then press 
Pan/ Tilt  (or Posit ion) , then release Locate. 

 

I f you wish to perm anent ly change the locate state of a fixture, you 
can store a new Locate State. This can be shared (applies to all 
fixtures of the sam e type)  or individual. To store, set  up the desired 
locate state, then press Record, then Locate. Select  [ Shared]  or 
[ I ndividual]  from  the softkeys. Press Record or Locate a second t im e 
to confirm . 

4 .1 .3  Clearing select ion 

The Clear but ton (on the r ight  of the num eric keypad)  is used to 
remove all changes from  the Programmer and deselect  all f ixtures.  A 
quick press of the Clear but ton just  clears everything, however if you 
hold down the Clear but ton, then more opt ions are available. 

• You can m ask which at t r ibutes are to be cleared ( for example, 
leaving the pan/ t ilt  in the programmer but  clearing everything 
else)  by holding down Clear and pressing [ Set  Mask to Clear 
Nothing] . Then (st ill holding Clear)  turn on the At t r ibutes you 
want  to change using the At t r ibute Bank but tons down the r ight  
hand side, or press [ Set  Mask]  and use the softkeys. Only the 
lit  at t r ibutes will be cleared. Pressing the At t r ibute Opt ions 
but ton will clear the mask. The Time mask opt ion allows you to 
clear or retain the fade/ delay t imes in the programmer for all 
at t r ibutes (clearing individual at t r ibutes will also clear t imes for 
that  at t r ibute, for example set t ing a P mask will clear posit ion 
t im es) .  

• [ Clear Opt ions]  opens a subm enu showing som e further opt ions 
(described below) . 

• [ Clear All Fixtures/ Selected Fixtures]  sets whether all fixtures 
will be cleared from the programmer, or if only current ly 
selected fixtures will be cleared. This is useful if you want  to 
clear specific fixtures. 

• [ I ndividual At t r ibutes]  allows you to clear individual at t r ibutes 
from  the Program m er. When you press the softkey, you are 
given a list  of at t r ibutes in the Program m er – press the 
appropriate softkey to clear that  at t r ibute. 

• [ Clear All Programmers]  will clear all programmers that  are 
current ly act ive on the console.  This will be used for mult i-user 
program m ing in future and is current ly used to clear values 
added to the Titan Rem ote program m er. 
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The opt ions in the “Clear Opt ions”  subm enu are:  

• [ Auto Reset  Mask]  sets the m ask to be autom at ically reset  to 
clear everything each t ime Clear is pressed, or you can toggle 
the opt ion to [ Remember Mask]  which will keep the mask 
set t ing you used last  t im e. 

• [ Leave/ Zero Preset  Fader Levels]  is used to set  whether latched 
fixtures are cleared ( the fixture key profile can be set  to “Latch”  
m ode, which turns on the fixture dimmer channel when the 
fixture but ton is touched. See sect ion 12.2.1 on page 189.)  

• [ Freeze current  values]  sets what  happens to LTP (non-
intensity)  channels you have m odified. I f set  to [ Freeze Current  
Values]  the channels remain as you set  them . I f set  to [ Release 
To Playback Values]  the channels will go back to how they are 
set  in the current  playback. For exam ple:  you have an act ive 
playback m aking som e lights green, then you select  the lights 
and change them  to red. I f you press Clear with this opt ion set  
to [ Freeze]  then the lights rem ain red. I f the opt ion is [ Release]  
the lights will go back to green. 

• [ Clear/ Maintain Cue Tim es]  -  determ ines whether or not  to 
clear the cue t ime informat ion from  the programmer ( this will 
not  affect  fixture at t r ibute t im es in the program m er) . 

You can use the Channel Grid window to select ively at t r ibutes from 
fixtures. See sect ion 4.2.1 on page 77. 

4 .1 .4  Fixtures w ith m ult iple cells/ subfixtures 

I f a fixture has mult iple cells of cont rol ( for example an RGB LED 
bat ten)  and its personality supports it ,  you can select  and cont rol the 
fixture either as a whole or as independent  cells. This is part icularly 
useful when using Shapes or the Pixel Mapper. 

I f you select  the fixture using the handle it  is patched on, all cells of 
the fixture will be cont rolled together.  

You can use the but tons which appear at  the top of the at t r ibute 
editor window to select  the m ain fixture, or individual cells for cont rol 
(use the [ Open Workspace Window]  softkey to open the At t r ibute 
Editor window) . 

 

 

You can also use Unfold to expand the cells onto individual select  
but tons. I n the Fixtures workspace, the current  page of fixtures will 
be replaced by select  but tons for each individual fixture cell.   

There are two ways to unfold fixture cells:  

• Press Unfold then select  range of fixtures. The cells will 
immediately appear on the handles. 
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• Select  fixtures, press Unfold, then press [ Selected Fixtures] . 
This m ethod allows for non-consecut ive fixtures to be unfolded. 

To go back to norm al, press Unfold then [ Exit  Unfold] . 

You can also use the num eric keypad to quickly select  cells. The 
syntax is as follows:  

.  
all sub fixtures of 
select ion  

 n. 
all sub fixtures of 
fixture n  

.  THRO .j  sub fixtures 1 j  of 
all selected 
fixtures 

 n. THRO all sub fixtures of 
fixture n last  
consecut ive of 
type n  

THRO .j  shorthand for 
above 

 n. THRO i sub fixtures 1 i 
of fixture n  

.m  sub fixture m  of all 
selected fixtures 

 n. THRO i. j  sub fixtures 1 j  
of fixtures n i 

.m  THRO sub fixtures 
m last  of all 
selected fixtures 

 n.m  sub fixture m  of 
fixture n  

.m  THRO .j  sub fixtures m j  
of all selected 
fixtures 

 n.m  THRO sub fixtures 
m last  of fixture 
n  

.m  THRO j  shorthand for 
above 

 n.m  THRO i sub fixtures m i 
of fixture n  

n THRO i. all sub fixtures of 
fixtures n i 

 n.m  THRO i. sub fixture 
m last  of fixtures 
n i 

n THRO i. j  sub fixture j  of 
fixtures n i 

 n.m  THRO i. j  sub fixtures m j  
of fixtures n i 

n THRO .j  sub fixture 1 j  of 
fixture n  

 n.m  THRO .j  sub fixtures m j  
of fixture n 

 

 

4 .1 .5  Changing at t r ibutes using the w heels 

 “At t r ibutes”  are the funct ions of the fixture, like pan, t ilt ,  colour, 
dim m er, etc. You select  which at t ributes you want  to m odify using 
the At t r ibute Bank but tons and set  values using the wheels. The 
at t r ibutes available depend on the fixture type. Dim m er channels only 
have a dim m er at t r ibute. 

 

You can also select  at t r ibutes by touching the I PCGBES but tons on 
the touch screen, and m odify them  using the At t r ibutes workspace 
window;  this is described in the next  sect ion.  

Each at t r ibute but ton cont rols several at t r ibutes, one on each wheel. 

1>  With som e fixtures selected, press the but ton for the at t r ibute 
to be changed 

2>  Turn the wheels to set  the at t r ibute. The display above the 
wheels shows which at t r ibutes are being cont rolled, and the 
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set t ings which are available scroll up and down as you turn the 
wheels. 

 

 You can also touch the roller im age on the screen  to change 
the at t r ibutes up or down by one. For cont inuously variable 
cont rols like a dim m er, touching the roller will set  the at t r ibute 
to full or zero.  

  

3>  Repeat  from  1 to change other at t r ibutes of the selected 
fixtures. 

Som e other things to know about  at t r ibutes:  

• I f an at t r ibute is in the programmer, it  is highlighted (as shown 
with the “Green”  set t ing in the screen picture above) . This 
provides a quick way to see which at t r ibutes are in the 
programmer. 

• You can also select  the at t r ibute to be changed from  the 
softkeys by pressing the “At t r ibute Opt ions”  but ton. 

• I f the display above the wheels does not  show the at t r ibute 
when you press the but ton, that  at t r ibute is not  available on the 
selected fixtures. 

• I f the wheel display shows a sm all arrow next  to the legends, 
this m eans that  there are further at t r ibutes to cont rol. Press the 
At t r ibute but ton again to toggle through the at t r ibutes. 

    

• The wheels operate in an “accelerat ion”  m ode. I f you spin the 
wheel fast , the fixture changes in larger steps. I f you m ove the 
wheel slowly, the fixture m oves in its smallest  increment . 

• Holding down the Avo but ton while turning a wheel puts the 
wheel into “Fast ”  m ode. When in this m ode, a single rotat ion of 
the wheel changes the at t r ibute you are cont rolling over it s full 
range. For exam ple, if while m oving the Pan wheel you hold 
down Avo the fixture will make a complete pan movement  
between end stops in one rotat ion of the wheel. 

• Som e LED colour m ixing fixtures have a Virtual Dim m er 
funct ion (using the I ntensity wheel)  which offers intensity 
cont rol by mastering the RGB levels when the fixture itself does 
not  provide an intensity channel. 
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4 .1 .6  Set t ing at t r ibutes using the touch screen 

For at t r ibutes with fixed values such as gobos and fixed colour 
wheels, the At t r ibute Editor window can be easier to work with than 
the wheels. I t  also offers a colour picker window for fixtures with RGB 
or CMY colour m ixing.  

 

 

Press Window Open then [ Open Workspace Window]  then [ At t r ibute 
Editor]  to show it .  As a shortcut  you can also show it  by touching the 
at t r ibute nam e text  just  below the I PCGBES but tons ( for exam ple 
Colour Func in the above picture) . 

The but tons on the left  of the window select  the at t r ibute to change. 

 

The rest  of the window contains but tons or cont rols to set  the 
at t r ibute value. For at t r ibutes such as gobos and fixed colours, a 
but ton is provided for each one, making select ion a lot  quicker than 
scrolling through on a wheel. 

 

When you apply an at t r ibute, the but ton turns blue to show that  the 
at t r ibute is in the program m er. I f you touch the but ton again, the 
at t r ibute will be removed from the programmer. 

Touching the t it le of each at t r ibute (such as “Colour Func” )  expands 
the at t r ibute to the full window, displaying m ore but tons. 

Touch here to open 
at t r ibute editor 

Touch here to change 
at t r ibute bank 

Touch here to change at t r ibute 
values up and down 
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For fixtures which are capable of colour m ixing, you can select  a 
colour from  an onscreen palet te of colours. The slider on the r ight  
hand side sets the intensity. 

 

For variable at t r ibutes like Dimmer, holding down the but ton will 
display a horizontal slider bar. You can then m ove your finger left  or 
r ight  to change the value. 

  

Act ive fixtures such as media servers will display a thumbnail of the 
media clip in the but ton. The media server m ust  support  CI TP and be 
patched as an act ive fixture. 

 

 

Fixtures which support  keystoning or blades/ shut ters can be 
cont rolled graphically in the at t r ibute window. Select  and drag the 
corners or sides of the im age to cont rol the fixture. 
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Updated personality files m ay be required to support  the 
keystone/ blade funct ions. 

 

When the selected fixture has subfixtures, but tons appear at  the top 
of the at t r ibute editor window allowing you to select  the main fixture, 
or individual cells for cont rol. 

 

4 .1 .7  Set t ing at t r ibutes from  the softkeys 

You can direct ly enter a num eric value for the at t r ibutes which are 
live on the wheels. You m ust  be at  the m ain Program  m enu to do this 
(keep pressing Exit  unt il the vert ical m enu bar shows “Program  
Menu” ) .  

Type a num ber on the num eric keypad then press one of the softkeys 
to set  the value to the fixture. The Softkey legend will show what  
effect  your value is going to have (such as [ Gobo 5] , or [ Deep Blue] ) . 
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For at t r ibutes displayed in percent , such as Dimmer, or Colour Mix, 
you enter a value from  0-100 to set  the percentage output . For 
at t r ibutes where the output  is divided up into ranges, such as colour 
wheels, you enter the index of the range you want . For exam ple to 
select  the 3rd colour (as displayed in the list  above the wheel)  you 
would enter 3. 

4 .1 .8  Adjust ing at t r ibutes w ith the @ but tons 

Pressing the @ but ton next  to a wheel opens the Adjust  At t r ibute 
Value m enu for that  at t r ibute.  

You can also open this m enu by touching the cent re of the wheel view 
for the at t r ibute, or by clicking on the at t r ibute in the Channel Grid 
window.  

The m enu gives you the following funct ions:  

• Select  Funct ion:  gives you shortcuts on the softkeys to the 
possible set t ings for the at t r ibute ( for dim m ers, a range of 
values is provided) . 

• Touch/ Clear:  places the at t r ibute in the program m er or 
removes the at t r ibute from  the programmer 

• Locate:  locates the at t r ibute (does not  place in program m er)  

• Release:  releases the at t r ibute 

• Off:  sets the at t r ibute to Off. This tem porarily disables the 
at t r ibute, though its value is stored and can be restored with 
On. 

• On:  sets the at t r ibute to On (when m erged to a cue or palet te, 
On will restore a value which has previously been set  to Off)  

• Freeze/ Unfreeze:  freeze or unfreeze the at t r ibute 

 

4 .1 .9  Select ing fixtures and dim m ers by num ber ( Channel)  

I n som e situat ions, for exam ple when program m ing lots of dim m ers, 
it  can be easier to type in the dim m er channels you want  to program . 
The Channel m enu allows you to do this for dim m ers or fixtures. To 
access the Channel m enu, press the Fixture but ton on the top left  of 
the num eric keypad. You can also sim ply start  typing num bers on the 
keypad, when you press Thro, And or @ ( funct ions of the grey 
but tons at  the bot tom  of the num eric keypad)  then the Channel m enu 
will be shown. 

Fixtures m ay be selected by User Num ber, Handle Num ber or DMX 
Address, as set  by the opt ion on Softkey A. 
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For Through, And and @ you can either use the softkeys or the grey 
but tons at  the bot tom  of the num eric keypad. 

When using the Channel menu it  is helpful to latch it  by pressing the 
Menu Latch but ton. 

• To select  a fixture, type the num ber and press Enter. 

• To select  m ore than one fixture, press the [ And]  softkey 
between each number. For example 1 And 2 And 5 Enter will 
select  1, 2, 5. 

• To select  a range of fixtures, press [ Through] . For exam ple 1 
Through 8 Enter will select  1-8. 

• To m iss out  fixtures in a range, use [ Not ] , for exam ple 1 
Through 4 Not  3 Enter will select  1, 2, and 4. 

• The @ softkey sets a dimmer level to the selected fixtures, for 
example 1 Through 8 @ 5 Enter will set  1-8 at  50% . (You can 
choose whether 50%  is entered as “5”  or “50”  in the User 
Set t ings – see sect ion 12.3.3 on page 191) . When you press @ 
there are softkey opt ions for Full,  Off and + / -  ( increase or 
decrease brightness) . 

• You can work with Groups using the Group but ton, for exam ple 
Group 1 And Group 2 Not  5 Enter will select  all f ixtures in group 
1 and group 2 except  for fixture 5. 

• You can use the Locate but ton instead of Enter, to select  
fixtures and locate them. For example 1 Through 4 Locate will 
select  fixtures 1 to 4 and locate them . 

  

• When entering a com m and, the command line is shown on the 
display. You can go back using the grey Back but ton and you 
can abandon the line using the grey @ but ton. 

• The AND, THRO and @ funct ions are also provided on the grey 
but tons at  the bot tom  of the num eric keypad as pr inted next  to 
the but tons. 

 

4 .1 .1 0  Select ing using a pat tern  

When programming you will often want  to select  pat terns of fixtures. 
Rather than having to individually select  and deselect  fixtures, Titan 

Mobile has an easy way of select ing odd then even fixtures in a range 
of fixtures, or it  can, for exam ple, select  every 4 th fixture. 

1>  Select  som e fixtures. 

2>  Press the white All but ton (below the Next  Tim e but ton to the 
r ight  of the wheels) . 
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3>  Select  a pat tern from  the softkeys. Your select ion is m odified so 
you will only be cont rolling, say, the odd fixtures. 

 

4>  Press the  white 'Next ' but ton to change the select ion to the 
next  stage of the pat tern. 

5>  To end the pat tern select ion, press All twice. 

• For exam ple, if you are program m ing a chase using 16 fixtures 
and you want  every 4 th fixture to do the sam e thing, you just  
select  the 16 fixtures, then press All,  then D [ 1 in 4] . You will 
see that  the 1st,  5 th,  9 th and 13 th fixtures are now selected, and 
you can create the look for those fixtures. Then press Next , and 
the 2nd,  6 th,  10 th and 14 th f ixtures will be selected ready for 
program m ing. After you have program m ed the fourth set  of 
fixtures, the pat tern will go back to the first  posit ion again, unt il 
you press All twice to end. 

• You can enter your own pat terns using the num eric keypad and 
softkeys, for exam ple “2”  A [ I n]  “6” . 

4 .1 .1 1  Select ing fixtures w hich are in a  palet te or  playback 

To select  fixtures which are cont rolled by a part icular palet te or 
playback use the Select  I f funct ion.  

To select  fixtures used in a playback or palet te, press Select  I f then 
the palet te or playback but ton. (The Fixture but ton is at  the top left  
of the numeric keypad and may be labelled Channel on older 
consoles.)  

You can also use Select  I f with the @ and Through but tons on the 
numeric keypad to select  fixtures set  to a part icular intensity. 
@X:  fixtures set  to intensity X 
@ Through X:  fixtures with intensity 0 – X 
@ X Through:  fixtures with intensity X – Full 
@ X Through Y:  fixtures with intensity between X and Y 
@@:  fixtures with intensity above 0. 

I ntensity levels may be input  as 0-9 or 00-99 depending on the User 
Set t ing [ Channel Levels Set  I n]  (see sect ion 12.3.3 on page 191) . 
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4 .1 .1 2  At t r ibute groups –  I PCGBES- FX 

To m ake life a bit  sim pler, the console groups together at t r ibutes 
which have sim ilar effects, using the let ters I PCGBES-FX.  

I - I ntensity (dim m er, st robe shut ter)  

P-Posit ion (pan, t ilt )  

C-Colour (colour wheel, CMY m ixing)  

G-Gobo (gobo wheels, gobo rotate, gobo posit ion)  

B-Beam  ( ir is, focus, zoom , beam  shaper)  

E-Effects (pr ism )  

S-Special (motor speeds)  

FX-Shapes, Pixel Mapper 

These groups are used to select  which at t r ibutes you want  to work 
with in m any of the funct ions on the console, part icular ly when you 
are “m asking off”  certain at t r ibutes from  being saved. 

 

Above the at t r ibutes roller on the screen, the console shows you 
which at t r ibute group you are current ly changing ( the grey box) . The 
At t r ibute Group is also highlighted in blue if the program m er contains 
any of those at t r ibutes. For example in the image above we are 
current ly changing Colour at t r ibutes, but  I ntensity and Special 
at t r ibutes have also been m odified. 

 

4 .1 .1 3  Using fixture groups 

You can create groups of fixtures or dim m er channels, which can then 
be quickly selected together by touching a group but ton (shown in 
the Groups window)  or typing the group num ber. You can, for 
exam ple, m ake a group for each type of fixture, or group by stage 
left  /  stage r ight , etc.  

 

I f you assign a group to a handle with a fader, the fader becom es an 
intensity m aster for the group. See sect ion 10.1.5 on page 170 for 
more details. 

I f the Groups window is not  visible, you can show it  by pressing 
Window Open, Group (above num eric keys) . 
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1>  Select  the fixtures/ dim m ers you want  in the group ( the order in 
which you select  them  will also be stored in the group) . 

2>  Press the grey Group but ton ( top r ight  of the num eric keys)  
then [ Record Group] . You can also press Record then the Group 
but ton. 

3>  Use softkey A to enter a num ber for the group, or B [ Provide a 
legend]  to set  a legend. 

4>  Touch an em pty Group but ton where you want  to store the 
group, or press C [ Store]  to store as a num bered group. 

5>  Press Clear then repeat  from  1 to store other groups. 

• You can also press the Avo but ton and the Group but ton to go 
direct ly to the Record Group m enu, or touch the but ton twice to 
use Quick Record – on the first  touch the but ton will turn red 
with a + , on the second touch the group will be recorded. 

  

• To select  all the fixtures/ dimmers in a group, just  press the 
but ton for the group. 

• The order in which you originally selected the fixtures when 
creat ing the group is also stored. This takes effect  when you 
use the last  fixture – next  fixture funct ions described in the 
next  sect ion, and when you use Shapes, Fan m ode and Fixture 
Overlap funct ions. You can change this later, see the next  
sect ion. 

• You can also recall a group by its num ber:  

1>  Press the grey Group but ton. 

2>  Type in the num ber of the group you want  to recall.  

3>  Press [ Recall Group] . 

• The Group but ton also gives you facilit ies on the softkeys to edit  
and delete groups. 

Auto Groups 

When patching mult iple fixtures, the console autom at ically creates 
groups for you. A fixture type group is created which contains all 
fixtures of the sam e type ( for exam ple, [ All Mac 2000] ) . Another 
group is created each t im e you patch a quant ity of fixtures ( for 
exam ple, [ 4 BB4] .)  This funct ion can be turned off using [ Auto 
Groups]  in the User Set t ings. 

4 .1 .1 4  Fixture Order and Fixture Layout  in groups 

Fixtures in a group are stored with a select ion order, which is used 
with Shapes, Fan, and Overlap. You can also store a 2D posit ion 
layout  for fixtures, giving the actual physical locat ion of fixtures for 
use with the Pixel Mapper effects. 

To change fixture order:  

1>  Press [ Edit  Tim es] . 

2>  Select  the group you want  to edit . 

3>  Press [ Fixture Order] .  
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The fixtures in the group will be shown numbered in the fixtures 
window. 

 

To change the order, select  [ Auto I ncrem ent ]  to On, then select  the 
fixtures in the order you want . I f you press a fixture twice, it  will 
show an X indicat ing that  it  is not  part  of the sequence. 

To change fixture layout :  

1>  Press [ Edit  Tim es]  

2>  Select  the group you want  to edit . 

3>  Press [ Edit  Layout ] . The Layout  Editor window will open. 

I nit ially fixtures will be all in a row. You can reposit ion the fixtures 
anywhere on the screen by dragging them . Or press a fixture to 
select  then use the wheels to m ove it  around the gr id. You can resize 
the grid by dragging the bot tom  or r ight  sides. 

The [ Arrange Fixtures]  context  command will automat ically place the 
fixtures in a rectangular block, you specify the num ber of rows 
(Height )  and colum ns (Width) . 

 

• The X-coordinate of the fixture layout  is the sam e as the Fixture 
Order. Changing one will cause the other to change. 

• I t  is possible to accidentally overlay one fixture on another, 
m aking the bot tom  fixture hidden. To access overlaid fixtures, 
drag off the fixture which is hiding it ,  or select  the hidden 
fixture and use the wheels to m ove it  somewhere visible.  
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• You can use the Fan but ton to evenly spread fixtures in the 
layout . 

4 .1 .1 5  Stepping through selected fixtures one at  a  t im e 

I f you have selected a range of fixtures, or a group, the console has 
funct ions to step through the selected fixtures one at  a t im e. This can 
make it  easier to program a range of fixtures because you don’t  have 
to select  each one m anually. 

This mode uses the Prev/ Next / All/ Hilight  but tons. 

1>  Select  a range of fixtures or a group. 

2>  The Prev and Next  but tons will select  the fixtures in the range 
one at  a t im e ( in the order you selected them ) .  

3>  The ALL but ton will select  all fixtures in the program m er 
(everything which has been selected since Clear was last  
pressed) . 

• The Hilight  funct ion can be used to highlight  the output  of the 
selected fixture (make it  br ighter onstage) , see the next  
sect ion. 

4 .1 .1 6  Highlight ing the selected fixture w ith Prev/ Next  

When stepping through a fixture select ion using the Prev/ Next / All 
but tons, you can highlight  the selected fixture on stage. This m akes it  
very easy to see which fixture you are cont rolling. The other fixtures 
in the select ion go to a dimmed “ lowlight ”  level. 

• Press the HiLight  but ton to enable highlight  m ode. Press HiLight  
again to disable. When you are in highlight  m ode, the 
highlighted at t r ibute is overr idden and any changes you m ake 
to it  are not  stored in the program m er (so if the highlight  uses 
intensity, you cannot  change the intensity of the fixture) . 

• You can change the levels used for Highlight / Lowlight  by 
pressing Record, then pressing HiLight , [ Store Highlight  State]  
or [ Store Lowlight  State] .  

 

4 .1 .1 7  Flash selected fixtures to full 

I t  can be useful when program m ing to see on stage which fixtures 
you have got  selected. Press the Flash On but ton to do this (Avo +  
Fix+ 1 but ton) . You m ay also want  to turn off selected fixtures, the 
Flash Out  but ton does this. 

4 .1 .1 8  Turn off unselected fixtures 

To turn off all unselected fixtures use the Rem ainder Dim  funct ion by 
pressing Rem Dim  (Avo+ All) .  The zero intensity is placed in the 
programmer and will be recorded into any cue. This is useful when 
rem oving fixtures from  cues. 

 

4 .1 .1 9  Align fixtures 

You can copy at t r ibutes from  one fixture to another using the Align 
Fixtures funct ion. This is very useful, for exam ple, if you’ve 
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accidentally left  a fixture out  of a cue you can copy set t ings from  its 
neighbour. 

1>  Select  the fixtures you want  to Align. 

2>  At  the top level m enu press Fixture Tools/ ML Menu then [ Align 
Fixtures] . 

3>  Set  the m ask to include the at t r ibute groups you want  to copy 
(using the At t r ibute Bank but tons, or using the softkey opt ions 
for exclude and include all at t r ibutes) . 

4>  Touch the select  but ton of the fixture you want  to copy the 
set t ings from . 

 

4 .1 .2 0  Flip 

Moving head fixtures can point  at  the sam e stage posit ion from  two 
possible yoke posit ions. Som et im es to get  the fixture m oving the 
sam e as other fixtures, you need to swap to the opposite yoke 
posit ion and the Flip funct ion lets you do that .   

1>  Select  the fixtures you want  to Flip. 

2>  At  the top level m enu press Menu Latch then C [ Flip Pan and 
Tilt ] .  

 

The set t ings used for Flip are defined in the fixture 
personality. I f Flip doesn’t  work you m ay need to update 
to the latest  personality. 

 

4 .1 .2 1  Fan m ode 

Fan m ode autom at ically spreads out  the values on a selected range of 
fixtures. I f used on pan and t ilt ,  the result  is spreading out  “ rays”  of 
light  beam s. The first  and last  fixtures of the range are affected m ost , 
and the cent ral fixtures are affected least . The am ount  of fan can be 
set  using the at t r ibute wheels. 

As with shapes, the order in which you select  the fixtures sets how 
the fan effect  works. The fixtures you select  first  and last  will be the 
ones which change m ost . I f you use a group to select  the fixtures, 
the order you selected the fixtures when you recorded the group is 
used. 

The fan effect , while norm ally used on pan or t ilt  at t r ibutes, can be 
applied to any at t r ibute. 

1>  Select  the fixtures you want  to fan. 

2>  Press the Fan but ton. 

3>  Select  the at t r ibute you want  to Fan using the at t r ibute bank 
but tons. 

4>  Set  the am ount  of fan using the at t r ibute wheels. 

5>  Turn off Fan by pressing the Fan but ton again when you have 
finished. 

 

I f you have selected fixtures from  m ult iple groups, you can choose 
whether the fan effect  works with or ignores the groups. For exam ple 
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if you have 12 fixtures across the stage in 3 groups of 4, you m ay 
want  a fan of light  beam s spread evenly across the stage, or you m ay 
want  3 groups of separately fanned light  beam s. 

By holding down the Fan but ton you can select :  

• [ I gnore Groups]  All fixtures are fanned as one large group 

• [ Fan Group as Fixture]  All fixtures in a group take on the sam e 
value. 

• [ Fan Within Group]  Fan runs across individual fixtures in each 
group. 

Holding down the Fan but ton also allows you to select  the Curve used 
for the fan. The different  curves allow you to obtain different  fan 
effects.  

Fan m ode needs to be used on at  least  4 fixtures to give good effects. 
I f you have an odd number of fixtures, the cent ral fixture will not  
change in fan m ode. 

Press the Fan but ton again to leave Fan m ode. Any effects you have 
set  will remain in the programmer.  

 

I t ’s fair ly easy to accidentally leave Fan mode turned on 
and be very confused about  why the wheels aren’t  
working properly, so turn it  off as soon as you have 
com pleted the effect . To avoid this there is a User 
Set t ing ‘Press and hold Fan’. I f enabled, you have to 
hold down the Fan but ton to enable Fan m ode. See 
sect ion 12.3.3 on page 191. 

 

Fan Curves 

You can select  different  curves to use when in Fan m ode. Hold down 
the Fan but ton and select  [ Curve] , the opt ions are:  

• Line:  Tradit ional fan, the first  and last  selected fixture are 
affected equally in opposite direct ions, the m idpoint  remains 
unchanged. This is m ost  useful for pan. 

 

• Pull Middle -  The first  and last  selected fixture rem ain at  the 
current  value, the m idpoint  is affected m ost . This is useful for 
colour m ixing, t ilt  and dimmer. 
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• Pull Ends -  The first  and last  selected fixture are affected m ost , 
the m idpoint  is unchanged. This is useful for colour m ixing, t ilt  
and dimmer. 

 

• Arrow -  The first  and last  selected fixture are affected equally to 
the m idpoint  fixture but  in the opposite direct ion. This is useful 
for colour m ixing, t ilt  and dimmer 

. 

 

Fan Parts 

When using the Fan funct ion you can split  the fan into a num ber of 
groups. Select  all the fixtures, hold down Fan and type a num ber on 
the numeric keypad. The Fan will divide into that  number of parts, for 
example:  

Norm al (1) :  
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2:  

 

3:  

 

 

4 .1 .2 2  Set t ing fixture/ at t r ibute t im es 

Fade and delay t im ings can be direct ly set  for each fixture or 
individual at t r ibutes of a fixture. When you store the set t ings into a 
cue, the t ime set t ings will then become part  of the cue. 

There are a num ber of ways to set  the t im es:  

• You can set  individual at t r ibute t im es by switching the wheels to 
Fade Time /  Delay Time mode using the [ Wheels= ]  softkey on 
the root  m enu. 

• I ndividual at t r ibute t im es can also be set  using a com binat ion of 
the wheel @ keys and the TI MES key.   

• They can also be set  by select ing fixtures and entering into the 
at t r ibute t im es sub-m enus from  the TI MES key. 

• There is also com m and syntax that  allows various opt ions to set  
at t r ibute t im e values -  e.g. TI MES FI XTURE Posit ion 5 @ 3 
would set  a 5s fade, 3s delay t im e onto the current  fixture 
select ion P group.  Wheel @ keys can also be used in the 
syntax.  Fan opt ions are also available through syntax using 
THRO. 
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Set t ing a t ime at t r ibute value will cause the ' in programmer' 
indicat ion to light  up. 

The Channel Grid window has a Tim es context  m enu but ton which 
allows you to view or edit  all the at t r ibute t imes current ly in the 
program m er. You can set  a t im e to Off to tem porarily disable it ;  the 
On opt ion will restore the previous set t ing. 

You can t ry out  t im e set t ings by pressing Avo Shift  +  Tim e or double 
tap the Tim e but ton. (previously the SET but ton on Titan 
Mobile/ Sapphire Touch and the NEXT TI ME but ton on Tiger 
Touch/ Pearl Expert ) . 

4 .2  View ing and using num erical values 

4 .2 .1  The Channel Grid w indow  

I t  can som et im es be useful to display and edit  exact ly what  each 
fixture is doing. The Channel Grid window allows you do to that . 
Display it  by pressing Window Open then [ Show workspace window]  
then [ Channel Grid] . 

 

The window can be set  to different  m odes using the context  but tons 
to the left  of the m enu. The m odes are:  

• Playbacks:  shows which playback is cont rolling each at t r ibute of 
each fixture 

• Levels:  shows the output  levels of each at t r ibute. These m ay be 
shown num erically or as range nam es. 

• Palet tes:  shows which palet tes are allocated to fixture at t r ibutes 

• Shapes:  shows which shapes are running on fixtures 

• Output / Program m er:  switches between the at t r ibutes on the 
console output , and the at t r ibutes current ly in the program m er  

• Highlight  off/ changes:  if set  to [ Highlight  changes]  then 
changing at t r ibutes will be highlighted. 

• Narrow/ Wide colum ns:  changes the colum n width on the 
screen.  

You can select  fixtures by touching the fixture nam es on the left  of 
the screen, or if you select  any fixture values, the appropriate fixture 
will automat ically be selected. 
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You can clear  at t r ibutes in the channel gr id by select ing them ( touch 
or touch and drag to select  mult iple at t r ibutes) . Then press Clear. 

You can edit  values by select ing one or more values in the grid, then 
m odify the values using the wheels, or type a new value on the 
num eric keypad and press Enter.  

4 .3  Advanced opt ions 

4 .3 .1  The ML Menu but ton 

When the console is at  the top level m enu, this but ton opens the 
Moving Light  Act ions m enu which contains opt ions to Locate Fixture 
(sam e as the Locate but ton)  and to run Macros on fixtures such as 
Lam p On, Lam p Off, Reset  etc. The Align Fixtures and Flip funct ions 
as described above are also in this m enu. 

4 .3 .2  Lam ping fixtures on and off 

Many fixtures have a cont rol channel which allows you to perform  
funct ions like lam p on, lam p off, fixture reset , and so on. This can be 
useful to shut  down fixture lam ps at  the end of a show while the fans 
cont inue to run, or to reset  a fixture which has gone haywire. 

The console allows you to access these funct ions using Fixture Macros 
(not  the sam e as keypress m acros) . 

1>  Keep pressing Exit  unt il you are at  the top level m enu. 

2>  Select  the fixtures you wish to cont rol. Som e m acros will not  
work across groups of fixtures from  different  m anufacturers. 

3>  Press Fixture Tools/ ML Menu then [ Macros] . 

4>  The softkeys show a list  of the funct ions available. Press the 
one you want  to act ion. 

• Some macros involve t imed sequences and can take up to 30 
seconds to execute. 
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5 .  Palet tes 
When programming a show you will f ind that  you frequent ly use 
certain posit ions, colours, etc. The console lets you store these 
set t ings so you can recall them  at  the touch of a but ton rather than 
having to find them  on the wheels every t im e. This is very useful 
when busking a show. 

When you use a palet te to record a cue, the console stores a 
reference to the palet te, rather than the actual value. This m eans 
that  if you program  your cues using palet tes, you can easily change 
all the posit ions in your show just  by reprogram m ing a few palet te 
ent r ies rather than having to reprogram all the cues. This is handy if 
you are touring and have to cope with different  stages or t russ 
heights every show. 

Palet tes are stored and selected using but tons on the touch screen, 
grouped into different  windows for Colours, Posit ions and Gobos & 
Beam s. You can set  a legend for each but ton so that  you know what  
you’re going to get .  

 

 

I f the Colours, Posit ions, Gobos & Beam s windows are not  shown, 
press Window Open then [ Open Workspace Window]  then [ Groups 
and Palet tes]  to show all three windows. 
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5 .1  Creat ing palet tes 

5 .1 .1  W hich at t r ibutes are stored in palet tes 

Although each palet te ent ry can store all at t r ibutes of a fixture, it ’s 
easier to operate the console if you create som e palet tes which only 
set  posit ions, som e for colour, som e for gobo and so on. The console 
helps you with this by providing separate windows for Colour 
palet tes, Posit ion palet tes, and Gobo/ Beam  palet tes.  

When you store a palet te, it  will only contain what ’s in the 
program m er ( the at t r ibutes you have changed since you last  pressed 
Clear) . For example to create a colour palet te you would just  set  the 
colour, and not  change any other at t r ibute. You can also m ake 
palet tes which contain effects such as shapes and pixel m apping. I f 
fade or delay t imes are programmed for fixtures or at t r ibutes, these 
will also be stored in the palet te, and you can create palet tes which 
contain only t ime informat ion. 

I f the program m er contains m ore than one at t r ibute, you can set  a 
mask to rest r ict  which fixture at t r ibutes will be stored in the palet te. 

Palet te informat ion may be either Shared or Norm al. Shared palet tes 
are used where the same value is set  for all fixtures of the sam e type 
– for exam ple when set t ing colours, the “Red”  palet te would set  the 
sam e colour values for “Red”  to all MAC 2000 fixtures. Norm al 
palet tes are used when each fixture requires its own value -  for 
example when programming posit ions, each fixture will have a 
different  set t ing.  

I t  is possible, by merging informat ion into palet tes, to create a 
palet te which contains both shared and norm al at t r ibutes. 

5 .1 .2  Storing a palet te 

This is how you save a palet te value:  

 

1>  Press Clear to clear the program m er.  

2>  Select  the fixtures for which you want  to store palet te values.  
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3>  Using the at t r ibute but tons and wheels, set  the at t r ibutes you 
want  in the palet te ent ry. You can store any or all at t r ibutes of 
a fixture in each palet te ent ry. 

4>  Press the Palet te but ton, then [ Record Palet te]  

5>  Set  the palet te Mask – this sets which at t r ibutes will be 
recorded in the palet te. Select  at t r ibutes using the At t r ibute 
Bank but tons – anything lit  up will be saved. [ Set  Mask]  and 
[ Record by]  softkeys also cont rol the Mask (see below) .  

6>  Press an unused Palet te but ton  to store the palet te (available 
but tons will flash) . Or enter a palet te num ber and press [ Store]  

• The console will automat ically set  the palet te as Shared or 
Norm al (by checking if the values to be stored are the sam e 
across all fixtures of the same type) . You can overr ide the 
set t ing by pressing softkey C. 

• [ Set  Mask]  allows you to specify which at t r ibute groups will be 
included in the palet te. You can also use the grey At t r ibute 
Bank but tons on the r ight  hand edge of the console to set  the 
m ask. 
An at t r ibute group is included when the softkey is inverted ( like 
the Colour group in the picture)  and when the LED is lit  on the 
At t r ibute Bank but ton. I f you use Quick Record (see next  
sect ion)  the m ask is autom at ically set  by the workspace window 
you save the palet te in – Posit ions only includes P, Colours only 
C and Beam s includes I GBES. I f you use the Record Palet te 
but ton then you need to set  the m ask m anually. 

• Press the At t r ibute Opt ions but ton to toggle all m ask groups 
between I nclude and Exclude. 

 

   

• [ Record By…]  allows you to cont rol how the m ask is used when 
saving the palet te. The opt ions are:  
[ Channel in programmer]  records only channels which are in 
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the program m er (which have been changed)  
[ Group in programmer]  records all channels in any at t r ibute 
group which has one or m ore channels in the program m er. For 
example if Cyan is in the programmer, all colour channel 
set t ings will be recorded even if not  in the programmer. 
[ Group in m ask]  records everything included by the m ask set  
on the at t r ibute but tons 
[ Mixed]  records by at t r ibute group for Posit ion and Colour but  
by channel for all other cont rols. 

• The console will automat ically create a legend for your palet te 
(unless the User Set t ing [ Auto Legend]  is set  to Off) . For colour 
palet tes a coloured icon is used to show the selected colour. I f 
the palet te contains fixtures set  to different  colours, a coloured 
bar will be shown for each. For CI TP (media server)  palet tes, 
the media thumbnail will be used. For other at t r ibutes the last  
adjusted funct ion value will be used for the legend, except  for 
pan and t ilt  which will use a default  legend. 

 

• You can also m anually set  a legend for the palet te while you are 
saving it  using [ Provide a legend] . See sect ion 5.1.4 for how to 
change the palet te legend. 

• I f you select  a Palet te but ton which is already used, the console 
offers you opt ions to [ Cancel] , [ Replace]  or [ Merge]  the exist ing 
palet te. [ Replace]  will erase the palet te and save only the latest  
changes you have made. [ Merge]  will combine your changes 
with the palet te. This allows you to add set t ings for addit ional 
types of fixtures to a shared palet te or to update the exist ing 
fixture set t ings. Pressing the palet te but ton again will 
automat ically merge. The palet tes are merged using Quick 
Merge, which has a m ask to include or exclude at t r ibute types. 

5 .1 .3  Quick record 

The  palet te windows allow you to quickly record a new palet te. Just  
touch the but ton where you want  to record – the but ton will turn red 
with a +  sign. At  this point  you can enter a legend for the new palet te 
or change mask set t ings. A second press on the but ton will save the 
palet te. 

 

• When using Quick Record, the palet te mask is automat ically set  
to m atch the window, so if you touch a but ton in the Posit ion 
window, the mask will be set  to only store posit ion at t r ibutes. 
This does not  happen if you use the Record Palet te but ton. 

Quick record also works for groups, workspaces and the playback 
window. 
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5 .1 .4  Set t ing legends for  palet tes 

You can enter a legend for each palet te which is displayed on the 
palet te touch but ton. 

1>  Press [ Set  Legend]  at  the top level m enu. 

2>  Press the palet te but ton for the palet te you want  to legend. 

3>  Type the legend on the keyboard. 

4>  Press Enter when you have finished. 

• On touch but tons, the palet te num ber is shown top left . The 
I PCGBES at t r ibute groups contained in the palet te are displayed 
below your legend, so for example Posit ion palet tes will show a 
P, colour palet tes a C and so on. I n the top r ight  corner is 
shown N for a Norm al palet te or S for Shared. 

 

 

You can create a picture legend for your palet te which could for 
example represent  the colour or gobo it  will create. After pressing 
[ Set  Legend]  and the palet te but ton, press [ Picture] . The picture 
editor will open. 

 

The tab but tons on the top left  allow you to select  Keyboard ent ry 
( legend reverts to text ) , Draw, I con Library, or Load File. On the r ight  
you can choose Pen or Eraser, set  the pen/ eraser size, set  the colour 
(white in the above picture) , clear the whole picture, and Enter the 
legend. The Min but ton top left  reduces the editor to a smaller size. 

 

I f you select  Library you can choose a picture from  a wide range of 
pre-programmed pictures. The pictures are sorted into various folders 
which are listed on the left .  
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5 .1 .5  Creat ing an effects palet te ( shape or pixel m apper)  

I t  can be very useful to create som e palet tes which apply shapes or 
pixel mapping effects. 

For an effects palet te to be useful, it  needs to contain only effect  
set t ings ( for exam ple, for a pan/ t ilt  circle you want  it  to m ove the 
fixtures around their  current  set  posit ion, not  to change the posit ion 
as well) . To achieve this you can either use the FX m ask when saving 
the palet te, or you can just  rem em ber not  to set  any other values 
when program m ing. 

1>  Press Clear, select  som e fixtures and locate them . I f you need 
to m ove them  so you can see what ’s happening, you can do 
that  too. 

2>  Press [ Shapes and Effects] , [ Shape Generator]  and choose a 
shape to start  (see sect ion  on page for m ore inform at ion about  
shapes) . 

3>  Alter the param eters of the shape as you require. 

4>  Press Palet te, [ Record Palet te] . 

5>  I f you m oved the fixtures in step 1, press [ Set  Mask]  and 
exclude everything except  FX. 

6>  Press a palet te but ton to store the shape palet te. 

5 .1 .6  Creat ing a t im e palet te 

You can create palet tes which contain only t ime informat ion. These 
can be used to set  cue t im es and fixture at t r ibute t im es without  
needing to set  t imes manually. Using a t ime palet te also m eans that  
you can go back and change the t im es once in the palet te, and the 
changes will automat ically apply to all cues which use the palet te. 

1>  Press Clear, select  som e fixtures and locate them . I f you need 
to m ove them  so you can see what ’s happening, you can do 
that  too. 

2>  Press Tim e (previously Set  but ton on Mobile/ Sapphire, and Next  
Tim e on Expert / Tiger) . 

3>  Change Fade t im e to 2 sec. This sets the global fade t im e into 
the program m er. 

4>  Press Palet te, [ Record Palet te] . 
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5>  I f you m oved the fixtures in step 1, press [ Set  Mask]  and 
exclude everything except  Tim e. 

6>  Press a palet te but ton to store the Tim e palet te. 

 

5 .2  Recalling palet tes 

5 .2 .1  Recalling a palet te value 

To recall a palet te value from  a but ton, this is what  you do:  

1>  Select  the fixtures to be changed. Shared palet tes can be set  to 
any fixture of the sam e type. Norm al palet tes will set  individual 
values to each fixture. 

2>  Press the Palet te but ton you want  to recall.  The palet te will be 
set  to the selected fixtures. 

• You can m ake palet tes fade over a t im e when you recall them , 
see sect ion 0 below. 

You can also recall a palet te by its num ber by typing the num ber on 
the num eric keypad. 

1>  Select  som e fixtures. 

2>  Press the Palet te but ton above the num eric keypad. 

3>  Type in the num ber of the palet te you want  to recall.  

4>  Press Enter or [ Apply Palet te] . 

• The [ Apply Palet te]  softkey shows the legend of the palet te 
which will be applied.  

5 .2 .2  Palet te pages 

Each of the palet te windows can either display pages of palet tes, with 
page but tons on the left ,  or a cont inuous scrolling window of palet tes. 
To change between pages and scrolling, touch the Pages Show/ Hide 
but ton in the context  but ton area to the left  of the m enu but tons. 
using the page but tons to the left  of the palet te but tons. 

• You can recall a palet te from  any page using its num ber as 
described in the previous sect ion. 

5 .2 .3  Quick palet tes w ith no fixtures selected 

I f you press a palet te but ton when no fixtures are selected, the 
palet te will be set  to all the fixtures the palet te applies to. This is 
called a Quick Palet te. For example if you’ve got  some colour palet tes 
program m ed for your MAC 2000’s, pressing one of the palet tes when 
no MAC 2000’s are selected will set  the colour to all the MAC 2000’s. 

5 .2 .4  Set t ing palet tes to a ll f ixtures in a  playback 

You can apply a palet te to all fixtures in a part icular playback. Hold 
the palet te but ton and press the select  but ton of the playback which 
the palet te is to apply to. 



Page 86 – 5 .  Palet tes 

 

  TitanUniversal_Man_v7-0_TM.doc  02 September 2013 

5 .3  Edit ing palet tes 

5 .3 .1  View ing and edit ing the content  of palet tes 

You can view the contents of a palet te in the Palet te View window. 
This lists all f ixtures in the palet te and the at t r ibute values stored for 
them .  A context  m enu but ton allows you to switch to displaying 
Times.  

Press Window Open, then the palet te but ton. The Palet te View 
window will open. 

 

To edit  an at t r ibute value, touch/ click on it  in the window. The 
softkeys will give you a list  of available set t ings for this at t r ibute or 
you can type in a num erical value. 

There is also a [ Delete]  but ton which allows you to rem ove the value 
from  the at t r ibute. This is the sam e as using the Off funct ion. 

5 .3 .2  Changing the content  of palet tes 

To edit  a palet te ent ry, press the Update Palet te but ton, select  the 
palet te to edit  ( this will automat ically select  the fixtures used in the 
palet te) , m ake the changes you want , then press the [ Update Palet te 
x]  softkey to save the changes. 

The Update Palet te but ton also allows you to change the palet te nam e 
and num ber. 

You can also load the palet te into som e fixtures, m odify the at t r ibutes 
and record the new inform at ion back on top of the exist ing palet te 
ent ry. The console will give you opt ions on the softkeys to Replace, 
Merge or Quick Merge the palet tes. I f you select  Merge, anything you 
haven’t  changed will not  be affected, values you have changed or 
added will be amended. Quick Merge will only update the at t r ibutes 
stored in the original palet te and ignore others ( for example if you are 
merging with a posit ion palet te, but  have also m odified the colour 
at t r ibutes, the colour at t r ibutes would not  be m erged in) . 

When double clicking a palet te but ton to update, the default  opt ion is 
Quick Merge.  

• You can set  the console to “Always Merge”  (so it  doesn’t  ask 
you)  using opt ion A of the User Set t ings (hold down the Avo 
but ton to set  these) . You can also press the palet te but ton a 
second t ime to select  the Merge opt ion. 

• You can add addit ional fixtures to a palet te without  affect ing 
exist ing ones. For exam ple, if you have colour palet tes for Mac 



5 .   Palet tes -  Page 87 

 

 
 TitanUniversal_Man_v7-0_TM.doc  02 September 2013 

600s, you can add colours for your Mac 500s without  affect ing 
any previously recorded values in the palet te. 

• You can rem ove at t r ibutes from  palet tes using the Off funct ion, 
see sect ion 7.3.5 on page 131. 

• When edit ing a palet te the state of the programmer will be 
preserved;  when the m odified palet te is saved, your original 
programmer contents will be restored and the programmer will 
be left  in the sam e state as when you started edit ing the 
palet te. 

5 .3 .3  Updat ing palet tes used in a  playback 

I f you need to quickly update a palet te during a show, for exam ple 
you fire a green cue and the Green palet te used turns out  to be not  
quite the r ight  colour, the Update funct ion lets you autom at ically 
update the palet te used in the cue. 

1>  With the cue fired, select  the fixtures and change them  to the 
set t ings you want  to store (e.g. the r ight  green colour) . 

2>  Press Update. 

3>  The cues and palet tes which can be updated are shown on the 
softkeys and all other but tons are greyed out . 

4>  Press the palet te but ton ( for exam ple, Green)  twice to update 
that  palet te. 

• You can also select  mult iple palet tes to be updated by 
highlight ing them  in the softkeys then pressing Enter to 
confirm . 

 

5 .4  Copying, m oving and delet ing palet tes 

5 .4 .1  Copying or m oving a palet te 

Using the Copy but ton you can m ake a copy of an exist ing palet te or 
move it  to a new but ton. You can copy or move mult iple palet tes in 
one operat ion. You cannot  link palet te but tons. 

Move is useful for t idying up the console. 

1>  Press the Copy but ton. 

2>  Select  [ Copy]  or [ Move] . Pressing the Copy/ Move/ Link but ton 
again will also toggle these opt ions. 

3>  Press the Select  but ton of the palet te you want  to copy/ m ove. 
You can select  m ult iple palet tes. 

4>  Press the em pty but ton where you want  it  to go. 

• The Menu Latch but ton latches the Copy/ Move/ Link m enu, so 
you can keep copying, m oving or linking things without  having 
to keep pressing the Copy but ton. Press Exit  to unlatch. 

• [ Retain Layout ]  or [ Bunch Up]  is used when copying a group of 
palet tes with em pty handles in the group – you can either keep 
the em pty handles, or bunch up the used handles together. 

• When in Copy m ode, opt ion [ Copy Legends]  can be changed to 
[ Don’t  copy legends]  so that  the copied palet tes are given 
default  legends. 
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• When in Move mode, [ Swap I tems if Required]  will at tempt  to 
reposit ion any exist ing handles which are in the way of the 
move. This is useful when rearranging but tons on a page which 
is nearly full.  

5 .4 .2  Delet ing palet tes 

You can delete a palet te ent ry by pressing the Delete but ton, then 
pressing the palet te select  but ton to be deleted. Press the palet te 
but ton again to confirm  the delet ion. You can delete a range of 
palet tes in one go by running your finger along the but tons.   

Other ways to delete a palet te:  

• Press the Palet te but ton above the num eric keypad and use the 
[ Delete]  opt ion in the [ Palet te Ut ilit ies]  menu. 

• Press Delete then [ Palet te] , type the palet te num ber, press 
Enter. 

• I f you have playbacks which use the deleted palet te, they will 
go back to the values which were stored in the program m er 
when the playback was recorded. 

5 .5  Tim ing w ith palet tes 
Palet tes m ay be saved with t im ing inform at ion, or you can m anually 
overr ide the t im ing when recalling the palet te. 

5 .5 .1  Palet tes w ith saved t im es 

I f you have saved t ime informat ion in a palet te, it  will normally recall 
with this t im ing inform at ion. So if you program m ed a 2 second fade, 
the palet te will recall with a 2 second fade.  

You can turn this off (which can be useful during program m ing)  using 
the key profile set t ing for palet te keys (see sect ion 12.2.1 on page 
189) . You can set  [ Palet te I s Fired With I ts Tim es]  or [ Palet te I s Fired 
I gnoring I ts Tim es] . 

5 .5 .2  Manually overr iding palet te t im es 

Being able to recall palet tes with a manual fade allows easy "busking" 
of shows. When a palet te is recalled in this way, a t ime is added and 
the palet te fades in over that  t im e. 

1>  Select  som e fixtures. 

2>  Type in the fade t im e for the palet te on the num eric keypad. 

3>  Press a palet te but ton to recall the palet te. 

• This overr ides any t im ing stored in the palet te itself.  

• You have to re-enter the t im e each t ime you recall a palet te. To 
use the sam e fade every t im e, set  a Master Tim e:  Press Palet te, 
[ Master Tim e] . To disable Master Tim e set  to 0. 

• Palet te fading can be very useful when recalling a palet te live 
during a show, as you can sm oothly m ove fixtures to a new 
posit ion or change colour slowly (on colour m ixing fixtures) . 

• Palet tes applied with a fade t im e do not  get  put  into the 
programmer, so will not  be saved in any cues;  don’t  use fade 
t im es when program m ing. This is to ensure that  when used in a 
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live situat ion, the next  cue will overr ide the palet te and play 
back as intended. 

 

5 .5 .3  Manual fixture overlap w hen recalling palet tes 

You can set  a Fixture Overlap when recalling a palet te, which means 
that  the palet te will be applied in sequence to each fixture in the 
group. This is a very quick way to busk som e am azing effects. Fixture 
Overlap= 100%  m eans that  all fixtures will change together. Fixture 
Overlap= 0%  m eans that  each fixture m ust  com plete its fade before 
the next  will start  it s fade. 

1>  Type in the overlap t im e for the palet te on the num eric keypad. 

2>  Press [ Set  Overlap] . 

3>  Type in the fade t im e if fade is also required. 

4>  Press a palet te but ton to recall the palet te. 

• You have to re-enter the overlap each t ime you recall a palet te. 
To use the sam e overlap every t im e, set  a Master Overlap:  
Press Palet te, [ Master Overlap] . To disable Master Overlap set  
to 100% . 

5 .5 .4  Master  Tim e for  palet tes 

Opt ion [ Master Tim e]  on the Palet te m enu (press the grey Palet te 
but ton above the num eric keypad)  allows you to set  a default  fade 
t ime. This fade t ime will be used for all palet tes unless you manually 
type in a different  t im e. This can be useful when “busking”  a show 
with palet tes. 

The [ Master Overlap]  opt ion sim ilar ly sets the default  Overlap for 
palet te recall.  

 

 

You can create m acro but tons to set  different  palet te 
fade t im es. Press Macro, Record, press a but ton to store 
your m acro on. Then press Palet te, [ Master Tim e] , 3 
( for 3 sec) , Exit , Macro.  

Repeat  these steps to create a Palet te Snap but ton (0 
sec) , or a 1 sec fade but ton, and so on. 
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6 .  Shapes and Pixel Mapper effects 
The Shape Generator in Titan Mobile (som et imes known as an Effects 
Generator on other consoles)  allows you to quickly create excit ing 
light  shows using lots of movement  and changes, with the m inim um  
of program m ing. 

The Pixel Mapper is used to generate animated textures using the 
colour or intensity of a group of fixtures (often LED bat tens, 
starcloths or LED web type fixtures) . When viewed at  a distance the 
effect  becom es clearly visible. 

 

 

A shape is sim ply an autom at ic sequence of values which can be 
applied to any at t r ibute of a fixture. A circle shape, for exam ple, 
applied to the pan and t ilt  at t r ibutes, would cause the fixture to m ove 
its beam  around in a circular pat tern. You can set  the cent re point  of 
the circle, the size of the circle and the speed of the circle m ovem ent . 

I n addit ion to posit ion shapes, there are a large number of other 
shapes available in Titan Mobile. The shapes are defined for a 
part icular at t r ibute such as colour, dim m er, focus and so on. Som e 
shapes will not  work with some fixtures;  focus shapes, for example, 
can produce nice “ focus pull”  effects on fixtures which have DMX 
focusing, but  will do nothing on fixtures which don’t  have focusing. 

A further category of shapes is the Block Shape. This type of shape 
blocks out  other shapes, prevent ing them  from  running. For exam ple, 
if som e fixtures are running a Circle shape, and then a playback is 
fired which has a Block Pan/ Tilt  shape on som e of the fixtures, those 
fixtures will stop running the circle shape. This can be very useful to 
m odify playbacks at  showt im e when used with the playback prior ity 
feature (see sect ion 7.6.5 on page 138) . 

When you use a shape with m ore than one fixture, you can choose to 
either apply the shape ident ically to all the fixtures, or offset  them  so 
that  the shape runs along the fixtures creat ing “wave”  or “ballyhoo”  
type effects. This is called the Phase of the shape. 
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6 .1  Creat ing effects 

6 .1 .1  Creat ing a shape 

To create a shape you sim ply pick the at t r ibute of the shape from  a 
list  on the softkeys, then choose the shape you want  from  the Shapes 
window. Shapes are organised using the I PCGBES at t r ibute groups, 
so you can pick from  a list  of Dimmer shapes, or a list  of Pan/ Tilt  
shapes, or Colour shapes, and so on. You can also pick from  a list  of 
All Shapes.  

 

When you create a shape, it  will be applied to all selected fixtures.  

1>  Select  the fixtures the shape is to be applied to. 

2>  At  the m ain m enu press [ Shapes and Effects]  then [ Shape 
Generator] . 

3>  Press [ Create]  to start  a new shape. 

4>  Press a softkey to select  the at t r ibute type to use in the shape 
or press [ All shapes]  for a full list . 

5>  Press a softkey to select  a shape, or touch the desired shape in 
the Shapes window. You can type a search word on the 
keyboard to search for a part icular shape. 

6>  The shape will be applied to all selected fixtures. 

• I f you open the Shapes window, it  will remain open for instant  
select ion of shapes (you don’t  need to select  [ Shape 
Generator] ) . The window will only show shapes which are 
possible on the selected fixtures. Pressing at t r ibute but tons will 
filter the Shapes window to show only shapes for that  at t r ibute. 
Press the Dim m er at t r ibute but ton to show all shapes. 
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• Shapes are based on the current  set t ings of the fixture, so a 
posit ion circle would m ove around the current  pan- t ilt  posit ion 
of the fixture. 

• You can change the base value of a shape (e.g. the cent re of a 
circle)  by changing the at t r ibutes using the wheels in the usual 
way. You can reduce the Size to zero (see next  sect ion)  to help 
you see what  the base value actually is. 

• You can run m ore than one shape at  a t im e by repeat ing the 
above procedure. You can run several shapes on one fixture 
and the output  will combine in interest ing ways. 

• Press [ Shapes and Effects] , [ Shape Generator]  then [ Edit ]  to 
show what  shapes are running. 

• I f you apply the sam e shape to two different  groups of fixtures, 
the shape will appear twice on the shape list .  You can edit  the 
two shapes separately to give different  direct ions, speeds etc 
(see later)  

• I f the selected fixture has subfixtures (cells)  then you will be 
given the opt ion to run the shape on the m ain fixture, keeping 
all cells ident ical, or spread across the subfixtures/ cells. 

• Each shape is designed to work on a part icular at t r ibute. 
Obviously if the fixtures don’t  have the at t r ibute, you will not  
see any effect  if you use the shape. 

• Each shape has a default  size and speed set t ing (defined in the 
shape file) . 

 

When using a Rainbow colour shape, to get  the full 
range of colours you need to set  the CMY or RGB 
at t r ibutes to 50% . 

 

6 .1 .2  Changing size and speed of a  shape 

I t  is easy to change the size and speed of a shape after it  has first  
been created. I f the display above the wheels is showing Spread and 
Offset  rather than Size/ Speed, press softkey E to select   [ Adjust  
Speed, Size and Phase] .  
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1>  Cont rol the speed of the shape using the left  hand wheel. 

2>  Cont rol the size of the shape using the m iddle wheel. 

3>  The size and speed is shown above the wheels on the display. 

Other things to know about  size and speed of shapes:  

• I f you have m ore than one shape running, the cont rols operate 
on the m ost  recent  one. You can edit  the param eters of any 
shape that ’s running using the Edit  Shape funct ion, see sect ion 
6.2.1. 

• The m inimum size is zero. This will “hide”  the shape, and the 
fixture will resume its previous set t ings. The shape is, however, 
st ill act ive. 

6 .1 .3  Changing the phase of a  shape across m ult iple fixtures 

Shapes get  m ore interest ing (and look m ore impressive)  when you 
apply them  to m ult iple fixtures. You can cont rol how a shape is 
phased across several fixtures. You can also cont rol Spread, which is 
a different  way of select ing the sam e thing. 

The sequence of the shape across the fixtures is cont rolled by the 
order in which you selected the fixtures when you created the shape.. 

1>  Press softkey E to select   [ Adjust  Phase, Spread and Offset ]    

2>  Cont rol the phase of the shape using the left  hand wheel, or to 
set  in term s of Spread, use the m iddle wheel. 
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The display above the left  hand wheel shows the phase in degrees. 
For example, 180 degrees repeats every 2 fixtures, 90 degrees 
repeats every 4 fixtures, 60 degrees repeats every 6 fixtures, and so 
on.  

The Offset  funct ion allows you to set  the start ing phase of the shape, 
when m ore than one shape is running. For exam ple, if you were 
running a Cyan shape and a Magenta shape to create a m ix of 
colours, you would probably want  to start  them  with Cyan at  full and 
Magenta at  zero to give the full range of colours. I n this case you 
would set  one of the shapes to have a Phase Offset  of 180 degrees. 
Without  the phase offset , both shapes would reach full at  the sam e 
t im e. 

6 .1 .4  Creat ing Pixel Mapper effects 

The Pixel Mapper works on a group of fixtures, which you have set  up 
using the Fixture Layout  funct ion. This tells the console where the 
fixtures are physically located on the stage. The console then m aps 
the fixtures as pixels and uses them  to output  a 2D effect . See 
sect ion 4.1.14 on page 70 for details of how to layout  the fixtures. 

 

At  the end of this sect ion (Sect ion 6.4 on page 100)  
there are a num ber of step-by-step exam ples of 
creat ing effects with the pixel mapper. 

 

You set  up the Pixel Mapper as follows. 

Phase= 180 deg (Spread= 2 fixture)  Phase= 60 deg (Spread= 6 fixture)  

Phase= 22.5 deg (Spread= 16 fixture)  Phase= 0 deg  
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1>  Select  the group of fixtures. 

2>  From  the top level m enu select  [ Shapes and Effects]  then [ Pixel 
Mapper]  

3>  Select  [ Create effect ] . The Pixel Mapper Editor will open with a 
blank background. You can overlay your fixture layout  on the 
window, to help you see where your fixtures are, by clicking on 
the [ Fixture Overlay 50/ 50]  context  m enu but ton. 

 

Click on the +  but ton at  the bot tom  to add an effect , and choose a 
graphic elem ent . The graphic but tons as shown below provide the 
following effects:  

• Square 
• Circle 
• Tr iangle 
• Star 
• Fan 
• Spiral 
• Text  
• Scribble (you draw an im age on the touch screen)  
• I mage/ bitmap ( loaded from  disk)  
 

 

Then click on the +  but ton again and choose an anim at ion (how your 
graphic element  will move) . The animated effect  will show in the 
black window. 
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Available animat ions are:  

• Rotate 
• Slide 
• Zoom 
• Opacity/ Fade 
• Random  
• Grid Fit  (elements will accurately align with the pixel gr id)  
 

Edit  the param eters of the effect  by clicking the effect  nam e on the 
left  hand side. Sliders are provided to configure the effect , the sliders 
m ay vary depending on the part icular effect . For Grid Fit  you need to 
specify the number of rows and columns in the grid. 

Edit  the colour of the effect  by clicking on the Layer on the left  hand 
side. 

Edit  the way the animat ion moves by clicking the animat ion name on 
the left .  

 

 

 

 

To see how the effect  will look on the fixtures, open the Pixel Mapper 
preview window by pressing Window Open, [ Open Workspace 
Window] , [ Pixel Mapper Preview] . A real life view of each effect  
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running is shown in a but ton at  the bot tom  of the screen, you can 
select  each of these by pressing the but ton.  

 

 

I f you wish you can overlay further layers on the effect . Once you 
have an effect  you like, you can save it  to a playback.  

 

When adjust ing the parameter sliders, as well as using 
click/ drag on the screen you can also use the wheels or 
type in a numerical value. To assign a slider to the 
wheels or for num erical input , click the value box to the 
r ight  of the cont rol. Double click the value to reset  it  to 
its default , or use the + / -  softkey to change the sign of 
the value. 

 

6 .1 .5  Pixel m apper Layer Masters 

You can assign each of the four layers to a m aster. The m aster allows 
you to adjust  the layer cont rols in real t im e. When the m aster is 
assigned to a fader handle using the [ Assign Masters]  [ Pixel Mapper]  
cont rols, the fader will cont rol opacity of the layer. 

This m eans you can create cues and palet tes which can m anipulate 
the layer set t ings of effects which are running in other cues. 

To enable the layer m aster, turn on the Use Master switch in the 
effect  editor window.  

• Layer masters may require an updated personality file. 

6 .2  Edit ing shapes and effects 

6 .2 .1  Edit ing shapes and effects in cues 

Shapes and pixel mapper effects stored in cues can be edited from  
the Cue View window. 
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To view and/ or edit  the param eters of the shape or effect , click on 
the View Shape or View Pixel Effect  but ton. I f m ore than one shape or 
effect  is stored, the but ton will show [ …] . A Shape View window or 
Pixel Mapper Effect  View window will open, list ing the shapes or 
effects in the cue. You can then edit  param eters of the shape or 
effect  by clicking on the param eter and edit ing on the softkeys. 

I n the Shape or Effect  View window you can click on View Fixtures to 
open a window showing a list  of the fixtures on which the shape or 
effect  is program m ed. 

 

6 .2 .2  Select ing a running shape to edit  

You can only edit  shapes which are in the programmer;  if you fire a 
cue with a shape in it ,  the shape will not  show up in the list  of 
editable shapes. To get  the shape into the program m er you need to 
use the I nclude funct ion (see sect ion 7.3.4 on page 130) . 

I f m ore than one shape is running in the program m er, you can select  
which one is connected to the cont rol wheels using Shape opt ion 
[ Edit ] .   

1>  I f you are not  in the Shape m enu, press [ Shapes and Effects]  
then [ Shape Generator]  at  the top m enu. 

2>  Press [ Edit ] .  

3>  Press [ Select  shape]  

4>  By the softkeys is a list  of the current ly running shapes. 

5>  Press a softkey to m ake the shape act ive. The act ive shape is 
highlighted. 

6>  Press Enter to get  back to the Shape Generator m enu. 

• I f you applied the sam e shape several t imes to different  
fixtures, you can change each copy of the shape independent ly. 

6 .2 .3  Changing fixture order in a  shape 

The way a shape spreads across a num ber of fixtures is set  by the 
order in which you selected them when you create the shape. You 
can change this order using the [ Fixture Order]  funct ion in the [ Edit ]  
m enu. The current  fixture order is shown in large green num bers on 
the HUD window, or in the fixture touch keys . See sect ion 7.5.2 for 
details on how to set  fixture order. 

6 .2 .4  Rem oving or adding fixtures 

You can add or rem ove individual fixtures from  a shape using the 
[ Add/ Rem ove Fixtures]  opt ion in the [ Edit ]  m enu, or use the context  
m enu but ton in the Shapes Fixture view window. All fixtures current ly 
included in the shape will be selected. You can select  or deselect  
fixtures to add or rem ove them  from  the shape. 
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6 .2 .5  Reversing a shape 

You can reverse the direct ion of a shape by pressing [ Reverse 
Selected Fixtures]  from  the shape menu. The shape will be reversed 
only on fixtures which are selected, allowing you to run the shape 
forward on som e fixtures and backwards on others. 

6 .2 .6  Delet ing shapes 

You can delete a running shape by pressing [ Delete]  from  the shape 
m enu, then pressing the softkey for the shape you want  to delete. 

6 .3  Advanced opt ions 

6 .3 .1  Fading shape size and speed 

When a shape is stored in a cue, you can set  how the shape fades in 
using the Edit  Tim es and the Playback Opt ion set t ings. 

To set  the shape size and/ or speed from  the fader posit ion, press 
[ Playback Opt ions]  from  the m ain m enu then press the select  but ton 
of the playback. 

Using the [ Shape Size]  and [ Shape Speed]  but tons you can set  the 
shape size and speed to be fixed (how you program m ed them )  or to 
grow larger/ speed up as the fader is pushed up. 

 

 

When you use dim m er shapes, set  the playback to 
[ Shape Size on Fader]  so that  the shape fades in 
norm ally when you push up the fader. Otherwise the 
dimmer shape will start  at  full br ightness when the fader 
passes the t r igger point . 

 

To set  a fixed fade in t im e for the shape size, press [ Edit  Tim es]  from  
the top m enu, then the playback select  but ton, then set  the 
Delay/ Fade t im es you want . 

The Fade Mode allows you to set  m ode 0 ( fade in) , m ode 1 ( fade in 
and out )  or m ode 3 (crossfade) . Mode 2 links fade t im es to the fader 
posit ion, however we recom m end you use the Playback Opt ions listed 
above to do this for shapes, and do not  use Mode 2. 

I f a new cue is fired which cont rols the sam e at t r ibutes ( for exam ple, 
a second shape cont rolling the same fixtures as a current ly running 
shape) , the new shape will crossfade from  the running shape. 

 

6 .4  Pixel Mapper exam ples 

6 .4 .1  Random ising effects 

This exam ple shows you how to use the pixel mapper to create an 
effect  where random dimmer cells turn on.  This effect  will overlay 
any exist ing intensit ies. 
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1>  The fixtures you want  to use need to be recorded into a group, 
do this first  if they are not  already. 

2>  Adjust  the layout  of the fixtures in the group using [ Shapes And 
Effects] / [ Pixel Mapper] / [ Edit  Group Layout ] / (select  group) . 

3>  Start  creat ing an effect  by select ing the group then [ Shapes 
And Effects] / [ Pixel Mapper] / [ Create Effect ] . 

4>  I n the Pixel Mapper Effect  Editor window toggle the context  
m enu opt ion 'Fixture Overlay' unt il it  reads 'Fixture Overlay 
50/ 50'. (This will allow you to see the relat ionship of your 
fixtures to the effect  as you create it .)  

  

5>  Select  [ Effect ]  and drag 'Background Opacity ' slider to 0% . 
(This will allow the whole effect  to overlay any related 
intensit ies.)  

  

6>  Select  [ Layer 1] , click [ + ]  at  the bot tom  of the screen and then 
choose Circle from  the elem ents that  appear. 
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7>  Drag the 'Zoom ' slider unt il the circle covers approxim ately one 
cell.   You can also use the 'Width' and 'Height ' sliders to turn 
the circle into an oval if that  helps. 

 Then drag the 'X' and 'Y' sliders to posit ion the circle roughly in 
the cent re of your fixtures if it  is not  already. 

  

8>  Select  [ + ]  again and choose Displacem ent  from  the anim at ions 
that  appear ( this is represented as a few stat ic blocks) . (Note 
that  nothing changes yet .)  
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9>  Select  [ + ]  and this t im e choose Opacity anim at ion ( represented 
as a block fading in) . 

 The displacem ent  acts on the opacity anim at ion causing it  to 
appear at  random  locat ions each t im e it  is drawn. 

 Drag the 'I n Tim e' and 'Out  Tim e' sliders to 0% . (This will cause 
the effect  to snap on/ off instead of fade.)  

 I ncrease the 'Speed' and 'Spawn Rate' set t ings to m ake the 
effect  run quicker and with m ore circles respect ively. (High 
spawn rates are part icular ly useful for sm all random ised 
elem ents like this.)  

  

10>  Record to a playback. 
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6 .4 .2  Overlaying effects 

This exam ple shows you how to create a diagonal white wipe with a 
rotat ing red fan on top. 

 

1>  Select  a group containing a fixture layout  as described in 
previous exam ple. 

2>  Start  creat ing an effect  by select ing the group then [ Shapes 
And Effects] / [ Pixel Mapper] / [ Create Effect ]  

3>  Select  [ Layer 1] , click [ + ]  at  the bot tom  of the screen and then 
choose Block from  the elem ents that  appear. 

 Drag the 'Rotat ion' slider to the r ight  to angle the elem ent  at  
approxim ately 25 degrees. 

 Drag the 'Width' slider to the left  to m ake a thinner block. 

 Drag the 'Height ' slider to the r ight  unt il the block fills the 
height  of the ent ire window. 

 Drag the 'X' slider to the r ight  unt il the block is just  off the 
screen. 

  

4>  Click [ + ]  again and choose Linear Movem ent  anim at ion 
( represented as a block m oving left  to r ight ) . 

 On the r ight  side of the 'Direct ion' slider there is a com pass 
but ton.  Click on this four t im es unt il the direct ion reads 270 
degrees. (By default  the anim at ion is set  to 90 degrees or left  
to r ight .  Because we placed the block on the far r ight  of the 
screen we want  it  to m ove the other way.  The com pass gives 
shortcuts to the m ore com m on direct ions in 45 degree 
increm ents.)  
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 Reduce 'Spawn Rate' unt il only one st r ipe is on screen the sam e 
t im e.  For this type of effect  the value will usually need to be 
quite low -  approxim ately 0.2. 

 You m ight  want  to reduce 'Speed' slight ly at  this point . (Note 
that  a higher speed was init ially useful for get t ing the correct  
spawn rate above.)  

5>  Click on [ Layer 2] , select  [ + ]  and select  the Swir l elem ent  
( represented by a 'fan' shape with four arm s) . 

 I ncrease 'Zoom ' unt il it  is as large as will fit  in the screen. 

 Set  'Bend' to 0%  for nice st raight  fan blade edges. 

 Set  'Points' to 3 (m inim um )  for a three bladed fan. 

 Set  'Thickness' to 50%  for evenly sized segm ents. 

 I ncrease 'Border Width' to a low value so that  we just  have an 
out line. 

  

6>  Click on [ + ]  and add a spin anim at ion. 

 Reduce the speed unt il it  j ust  causes a light  breeze. 

7>  Click in the top of this layer to get  the layer cont rols. 

 Click on the colour bar to open the colour picker. 

 Click and drag to the top left  of the picker window to get  a 
st rong red. 
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8>  Click on [ Effect ]  at  the top left  to access the global cont rols. 

 Drag 'Pre Spool' to the left  unt il it  reads 0s.  (This is to ensure 
the wipe begins off screen where we placed it  when it  is fired.)  

9>  Record the cue. 

 

• Note how the red fan sits on top of the white bar when they 
interact .  This is because the white is on a lower layer.  A higher 
layer number has prior ity over a lower number. 

 

 

6 .4 .3  Creat ive use of fixture layouts 

Because each fixture group can contain a different  layout  it  is possible 
to create m ore than one arrangem ent  of the sam e fixtures for pixel 
m apping. 

By arranging fixtures in certain layouts you can easily achieve 
com plex effects. 
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Exam ple 1 : Odd/ Even 

1>  Select  your fixtures. 

2>  Open the Select ion Pat tern m enu by pressing the 'All'  key. 

3>  Choose [ Odd]  from  the softkey opt ions. (This will select  all the 
odd num bered fixtures according to fixture order.)  

4>  Record a group. 

5>  Press '+ 1' (or 'Next ')  key. (This will select  all the even 
num bered fixtures.)  

6>  Merge this into the first  group. 

7>  Open the Layout  Editor. ( [ Shapes And Effects] / [ Pixel 
Mapper] / [ Edit  Group Layout ] / (select  group) .)  

By doing the above you should be able to see how we have quickly 
created a layout  where the all the odd fixtures are arranged together 
on the left  followed by all the even fixtures on the r ight . 

This arrangem ent  could be used as it  is.  A block elem ent  anim ated to 
run horizontally left  to r ight  will run across all your odd fixtures 
followed by all the even fixtures. 

An alternat ive goal m ight  be a vert ical 'cascading' effect :  

1>  Click on the vert ical resize tool and drag down unt il the gr id is 
at  least  twice the or iginal height . 

 



Page 108 – 6 .  Shapes and Pixel Mapper effects 

 

  TitanUniversal_Man_v7-0_TM.doc  02 September 2013 

2>  Drag a m arquee select  across the even fixtures. 

 

3>  Drag the selected fixtures so they sit  direct ly under the odd 
fixtures. 

 

4>  Select  'Crop Grid' from  the Layout  Editor context  m enu. (This 
will get  r id of the unused pixels.)  

Now  a block elem ent  anim ated to run vert ically from  top to bot tom  
will run down the odd fixtures followed by the even fixtures. 
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Exam ple 2  -  Pseudo random  

1>  Select  your fixtures and create a group. 

2>  Open the Layout  Editor. 

3>  Click on the vert ical resize tool and drag down unt il the gr id is 
at  least  twice the or iginal height . 

 Note that  to help with creat ion and m anipulat ion of larger gr ids 
you can use the zoom  cont rol on the left -side of the window.  
Clicking on the m agnifying glass gives a quick shortcut  to zoom  
in/ out . 

4>  Select  the group again.  (This will quickly select  everything in 
the layout .)  

5>  Press '+ 1' key.  (This will select  the first  fixture.)  

6>  Use the wheel to adjust  'Posit ion Y'. 

Repeat  steps 4 and 5 unt il all the fixtures are at  different  heights in 
relat ion to one another. 

 

I f you create an effect  using this group it  will appear to be random .  
Adjustm ents can be m ade to the layout  at  any t im e to fine- tune the 
end result .  

 

Exam ple 3  -  Angles ( or  'w hen st raight  just  isn't  good 

enough..') : 

 

Som et im es we like to hang fixtures at  art ist ic angles to look pret ty.  
By default  the software assum es you have hung them  vert ically but  
fear not  -  Titan has a solut ion:  

1>  Select  your fixtures and create a group. 
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2>  Open the Layout  Editor. 

3>  Select  the fixture(s)  that  you want  to angle and use the 
appropriate wheel to cont rol.  ( I f wheels are not  assigned to 
cont rol the cell layout  you can toggle this on/ off using the 
context  m enu item  'Wheel Cont rol'.   Also, on the Pearl Expert  
you m ay need to select  'Adjust  Angle' and to return wheels to 
cont rolling posit ion select  'Adjust  X,Y'.)  

 

 

Note that  underneath the visual representat ion of the fixtures the 
actual cells used are shown in light  grey.   

I f any of your fixtures have been naughty and ended up beyond the 
bounds of the gr id after rotat ing you can use context  m enu item  
'Crop Grid' to m ake them  behave. 

 

6 .4 .4  Other Layout  Editor  tools 

The Layout  Editor ’s context  m enu has som e useful tools for laying out  
fixtures quickly. 

Context  m enu -  'Arrange Fixtures' 

This is a very useful tool to quickly layout  fixtures in a grid.  For 
exam ple you m ight  have 20x Colourblocks across four towers, each 
with five blocks. 

1>  Select  the fixtures and create a group. 

2>  Edit  the layout  of this group. 

3>  Select  'Arrange Fixtures' from  the context  m enu. 

4>  Select  the [ Height ]  softkey and type '5'.   (Width will 
autom at ically be calculated.)  

5>  Toggle [ Crop Grid to fixtures]  so that  it  is highlighted.  (This will 
m ake the gr id adjust  to fit .)  

6>   Toggle [ Arrange in.. ']  to 'Colum ns' or 'Rows'.  'Rows' will 
arrange ixtures left  to r ight  and 'Colum ns' will arrange top to 
bot tom . 

7>  Select  [ OK]  to com plete. 
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Context  m enu -  'Highlight '  

When enabled this will highlight  selected fixtures live on stage.  This 
can be useful to see which fixture you are posit ioning in the layout . 

 

Context  m enu -  'Arrange/ Select  Only' 

When set  to 'Select  Only' fixtures are locked in posit ion on the grid 
and cannot  be dragged around.  This provides an alternat ive way of 
select ing fixtures to edit  while prevent ing accidental movement . 

I f you find you suddenly cannot  m ove anything around this is 
probably the reason!  

Note that  X,Y and Angle wheel cont rol is st ill available. 

6 .4 .5  Playback Order and Prior it ies 

Suppose you wished to create a white pulsat ing oval on one playback 
and a blue spiral on a second playback. Norm ally these effects would 
layer different ly depending on the order you fire the playbacks, but  
you can use playback pr ior it ies to m ake them  always layer the sam e 
way 

To create first  effect :  

1>  Select  a group containing a fixture layout  as described in 
previous exam ple and go to [ Create Effect ] . 

2>  Select  [ Effect ]  to access the global effect  cont rols and change 
'Background Opacity ' to zero. (This will allow it  to overlay the 
other playback.)  

3>  Double-Click [ Layer 1]  (or press [ + ] )  and choose Circle from  
the elem ents that  appear. (Double-click is a shortcut  to 
elem ents and anim at ions.)  

 Reduce height  to m ake a rugby ball (or Am erican football if you 
insist ) . 

 

4>  Double-click on [ Circle]  (or press [ + ] )  and select  the Zoom  
anim at ion. 
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 Drag 'I n Tim e' to zero and 'Out Tim e' to 100% .  (This will m ake 
the effect  start  large and finish sm all.   Alternat ively the sam e 
effect  can be created by m aking 'Start  Zoom ' larger than 'End 
Zoom '.)  

 I ncrease 'End Zoom ' unt il the elem ent  begins by filling the 
whole window. 

5>  Double-click on [ Zoom  Anim at ion]  (or press [ + ] )  and select  the 
Opacity anim at ion. 

 Reduce 'Spawn Rate' to zero. (This will ensure the opacity only 
works on the zoom  anim at ion.)  

 Drag 'I n Tim e' to zero and 'Out  Tim e' to 100. (This will m ake 
the effect  snap on and fade out  as it  reduces in size.  As with 
zoom  you can achieve m uch the sam e thing by invert ing the 
opacity cont rols instead.  Using opacity values greater than 
100%  will create a delay before fade.)  

 

6>  Click on [ Effect ]  again and reduce 'Master Speed' to your 
preference. (Adjust ing the global speed cont rol ensures the 
zoom  and opacity anim at ions are synchronised instead of 
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having to m anually m atch the individual values.)  

 

7>  Record the cue. 

 

 

Next  we will create the second effect :  

1>  Select  the sam e group as used for the first  effect  and [ Create 
Effect ]  

2>  Select  [ Effect ]  and change 'Background Opacity ' to zero. 

3>  Select  [ Layer 1]  and this t im e add a Spiral elem ent . 

 I ncrease 'Zoom ' so that  it 's nice and big. 

 Drag 'Thinning' unt il it  is at  0% . (This will m ake the lines of the 
spiral stay the sam e width. A negat ive value m eans the spiral 
gets thinner towards the outside;  a posit ive value m eans it  gets 
thinner towards the inside.)  

 Reduce 'Turns' so we can m ake a m ore bold effect .  Approx. 3 
should work. 

 I ncrease 'Thickness' to 50%  for chunky lines. 
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 I ncrease 'Exponent ' to around 25% .  (This causes the spiral to 
'expand' at  a faster rate.)  

 

4>  Add a Spin anim at ion for genuine psychedelic effect . 

 Adjust  speed unt il you are unable to look away from  the screen. 

5>  Select  the Layer to show the layer cont rols and change the 
colour to blue using the colour picker. 

 

6>  Record the cue. 

 

Now let 's look at  how they interact  on the playbacks:  

• Fire the blue spiral effect . 
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• Fire the white pulse. 

Not ice how the white takes prior ity over the spiral.  The blue spiral 
only appears as the white oval fades out  and gets sm aller. 

• Kill both effects. 

• Fire the white pulse. 

• Fire the blue spiral. 

This t im e the blue spiral sits on top of the white pulse.  That  is 
because the playbacks are following a ' latest  takes precedence' rule 
(LTP) . 

To guarantee the blue spiral always sits on top you can set  it  to be a 
higher pr ior ity:  

• Kill both effects. 

• [ Playback Opt ions] / Select  the blue spiral playback. 

• Press [ Previous]  or [ Next ]  unt il you can see [ Prior ity Norm al]  on 
the softkeys.  Press this to toggle it  to [ Prior ity High] . 

• Now fire the blue spiral followed by the white pulse. 

Even though you fired them  in the same order as the first  example 
the blue spiral now sits on top of the white pulse because it  has a 
higher pr ior ity. 

 

6 .4 .6  Displacem ent  and Layer Propert ies 

I n this exam ple we create random  flashing bars, and use layer 
cont rols to m ake global adjustm ents to the whole effect . 

 

1>  Create a group and adjust  the fixture layout  as described in 
previous exam ples. 

2>  Select  this group and begin creat ing an effect . 

3>  Select  [ Layer 1]  and add a 'Block' elem ent . 

4>  Adjust  the width and height  sliders unt il we have a thin st r ip 
that  covers at  least  one cell vert ically and the whole gr id 
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horizontally. 

 

5>  Reduce Y unt il the bar disappears off the top of the gr id. (This 
is in preparat ion for adding a displacem ent  anim at ion.)  

6>  Add a Displacem ent  anim at ion. By default  this will offset  the 
or iginal posit ion by anything up to 30%  distance.  This is 
because the default  value for 'Distance' is set  to a m axim um  of 
30%  and 'Distance Random ' is set  to 100%  m eaning it  can use 
any random  value between zero and 30% . Sim ilar ly 'Direct ion 
Random ' is set  to 100%  m eaning it  can offset  in any direct ion. 

 Tem porarily set  'Distance Random ' to zero. (This is in order to 
see exact ly what  the displacem ent  is doing.)  

 Set  'Direct ion Random ' to zero. ( I n this exam ple we do not  
require a random  direct ion.)  Now the bar will disappear because 
it  is being displaced upwards in the default  set t ings. 

 Set  'Direct ion' to 180 degrees.  Click on the com pass but ton 
four t im es to get  there quickly. Now the bar should reappear on 
the screen because it  has been offset  vert ically down from  the 
our off-screen posit ion by the default  30% . 

 I ncrease 'Distance' unt il the bar is approxim ately in the cent re. 

 

7>  Add an Opacity anim at ion. 
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 Reduce 'I n Tim e' and 'Out  Tim e' to create a snapping effect . 

 

8>  Click on 'Displacem ent ' in the Layer to get  back to the cont rols 
for this anim at ion again. 

 Now increase 'Distance Random ' to 100% .  (This will m ake the 
bar draw at  a random  offset  around the 'Distance' set t ing, in 
this case m aking it  anywhere within the gr id.)  

 

9>  Return to the Opacity anim at ion cont rols and increase speed 
unt il you're happy. 

10>  At  this point  you m ay decide actually the effect  would be bet ter 
if it  was a vert ical bar.  To m ake this easy we can m ake 
adjustm ents on the layer cont rols rather than on the individual 
elem ent  and anim at ions:  

 Select  [ Layer 1]  to bring up the layer cont rols. 

 Change 'Rotat ion' to 90 degrees by clicking on the com pass 
but ton twice. 
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Now you have a vert ical bar that  draws random ly using a horizontal 
displacem ent .  Sim ilar ly you can use the [ layer]  or [ effect ]  cont rols to 
m ake global changes to X/ Y posit ion and Zoom  allowing quick 
m anipulat ion of ent ire effects. 

6 .4 .7  Spaw n and Pre- Spool 

The director has asked for lots of animated spinning shurikens that  
slowly move across a backdrop while pulsat ing.  I t  is a mystery why, 
but  you know how it  is with directors. 

 

1>  Select  a group with an appropriate layout . 

2>  Add a Star elem ent . 

 Change 'Points' to 4 for a classic shuriken. 
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 Reduce 'Zoom ' so that  we can fit  lots of baby shurikens in the 
gr id. 

 

3>  Add a Spin anim at ion. 

 Reduce 'Speed' so they are relat ively harm less. 

4>  Add a Linear Movem ent  anim at ion. 

 Slow it  down so it  looks like it  is rolling along. 

5>  Select  the Star elem ent  again and change 'X' so the shuriken 
starts further from  the left  and rolls along the whole gr id. 

 

6>  Add a Displacem ent  anim at ion. 

 Now each new shuriken starts rolling at  a different  height  on 
the gr id. 

7>  Go back to the Linear Movem ent  anim at ion and increase 'Spawn 
Rate' so that  m ore shurikens are on screen at  once.  (This 
determ ines how frequent ly a new elem ent  appears.)  
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 I ncrease 'Direct ion Random ' slight ly.  (This will allow a random  
variat ion in the direct ion of t ravel based upon the 'Direct ion' 
value.)  

 

8>  Add a Zoom  anim at ion. 

 Reduce 'Spawn Rate' to zero.  (This is a special set t ing that  will 
allow the zoom  anim at ion to run cont inuously during the life of 
a shuriken.  I f the rate is set  to 1 it  will only run once and the 
shurikens will quickly disappear as a result .)  

 I ncrease 'Out  Tim e' to 100% .  (This will m ake the shurikens 
pulse in and out  with a 'bounce' type effect .  I  have no idea why 
they would be doing this in reality.)  

 Slow the zoom  down a bit .  
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9>  Click on [ Effect ]  and set  'Pre-Spool' to zero.  (This is to 
dem onst rate the purpose of the property.)  

 

10>  Store the cue. 

11>  Press clear, open the Pixel Mapper Preview workspace and fire 
the cue. 

 You will not ice that  init ially there are no shurikens on the 
screen and it  takes a while to build up to a nice random  
collect ion.  To fix that  we can use 'Pre-Spool'.  

12>  I nclude the cue and open the Effect  Editor workspace if it  is not  
already. 

13>  Select  [ Effect ]  and increase the 'Pre-Spool' value to around 20s.  
(This m eans the software will pretend 20 seconds has already 
elapsed when the effect  is started.)  
 

14>  Store the cue, clear, fire and view again in the Pixel Mapper 
Preview. 

This t im e there should already be plenty of shurikens on screen.  Pre-
Spool is part icularly useful for animat ions that  rely on high spawn 
rates but  run at  a low speed. 
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7 .  Cues 
So you’ve set  up a great  look on the stage, and you want  to save it  to 
use in your show. 

There are three ways of saving looks on Titan Mobile. 

Cue: This is a single look. I t  m ay contain m ovem ent  in the form  of 
shapes, and have fade in and fade out  t im es. 

Chase: This is a t im ed sequence of cues, often used for an individual 
effect . 

Cue List : This is a linked sequence of cues, usually used to store and 
replay an ent ire show or an element  of a show from  a “go”  but ton. 

Cues, Chases and Cue Lists are all stored in the playback faders at  
the bot tom  left  of the console. Chases and Cue Lists are covered in 
the following chapters. 

 

 

Titan Mobile has 600 playbacks, in 60 pages of 10.  

Also, you can store cues in touch but tons in the Playbacks window, 
provided you don’t  need a fader.  

The cue funct ions on Titan Mobile are very powerful;  the first  part  of 
this sect ion explains the basics of how the console uses cues. 

7 .1  Creat ing a cue 

7 .1 .1  How  Titan Mobile w orks w hen program m ing 

When you select  one or more dimmers or fixtures for cont rol, they 
are loaded into the Editor .  You can then use the wheels and palet tes 
to change the set t ings on the fixture. You can also apply shapes to it .  

I f a fixture is selected after you have changed som e at t r ibutes then 
the current  list  of fixtures in the Editor is empt ied and a new list  is 
started. 

All fixtures and at t r ibutes that  have been edited since the last  Clear 
are stored in the Program m er .  The order in which you selected the 
fixtures is also stored, and is used with the Fixture Overlap funct ion. 
When you record a cue, the contents of the Program m er are saved 
into the cue.  

When you press Clear (by the num eric keypad) , the program m er and 
editor are empt ied. This makes sure you don’t  record fixtures you 
don’t  want . You also need to press Clear when you finish 
programming, because any at t r ibutes in the programmer will overr ide 
playbacks.  

Fixtures which are in the program m er are shown in m id blue on the 
HUD windows and on the touch but tons. At t r ibutes in the 
program m er ( the things you have changed)  are shown in cyan on the 
HUD windows and at t r ibute displays. 
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Fir ing a cue does not  place the values from  the cue in the 
program m er (although the I nclude funct ion lets you do this, see 
sect ion 7.3.4 on page 129) . 

7 .1 .2  Creat ing a cue 

1>  Press Clear to clear the program m er. This ensures that  you are 
start ing with a clean slate. 

2>  Set  up the look using the fixtures. You can save shapes in a 
cue. Rem em ber that  only fixtures which are selected or have 
been m odified will be saved in the cue ( in Record by Fixture 
m ode) . 

3>  Press the Record Cue but ton. 

4>  Press the Swop but ton of an empty Playback to record the cue. 
The handles where you can record the cue will flash. You can 
also record a cue onto a touch but ton in the Playbacks window. 

5>  Press Clear to clear the program m er. Repeat  from  2 to program  
m ore cues. 

Other useful things to know about  recording cues:  

• Cues can be recorded into the playback faders,  the m acro 
but tons and the onscreen Playbacks window. 

• [ Record Mode]  lets you select  Record By Fixture (all at t r ibutes 
of any m odified or selected fixture are saved) , Record By 
Channel (only m odified at t r ibutes are saved) , Record Stage (all 
fixtures with a non-zero dim m er channel are saved)  or Quick 
Build (see next  sect ion) .  

• Record By Channel is useful if you want  to layer mult iple cues 
to create an effect . 

• I f you are recording a lot  of cues, you can press the Menu Latch 
but ton to keep the Record Cue m enu act ive. Press Exit  to leave 
Record Cue m ode. 

• The bot tom  of the screen shows a legend for the playback. To 
set  this, press [ Set  Legend] , then the playback Swop but ton (or 
the touch select  but ton) , then enter a legend on the keyboard. 
Press Enter to store it .   

 
 

7 .1 .3  Quick Build cues 

Set t ing [ Record Mode]  to Quick Build allows you to build a cue from  
exist ing playbacks or palet tes (you can also use the I nclude funct ion 
to do this) . 

After set t ing the record mode to Quick Build, the console will wait  for 
you to select  playbacks or palet tes. 

To insert  specific fixtures from  a palet te or playback, select  the 
fixtures first  and then select  the palet te or playback. 

Press [ OK]  once you have selected all the playbacks or palet tes 
required. 
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7 .1 .4  Using shapes/ effects in cues 

As you would expect , any shapes or Pixel Mapper effects you have set  
up will be saved as part  of the cue.  

You can create a cue which contains a shape with no base reference 
values;  a shape cue like this can then be fired with other cues to 
overlay the shape on the cue and give you instant  effects based 
around the set t ings in that  cue. When recording the cue, use the 
“Off”  funct ion to rem ove the other at t r ibutes from  the program m er as 
described on page 131. 

7 .1 .5  Blind m ode 

Blind mode allows you to program cues without  affect ing the current  
look on the stage. This can be very useful for m aking changes during 
a live show. Your changes are st ill shown in the Visualiser window. 

To select  Blind mode, hold down the Avolites but ton and select  the 
[ Blind]  opt ion. The opt ion shows [ Act ive]  or [ I nact ive] . 

I ndividual playbacks can be set  to Blind m ode using [ Playback 
Opt ions] . The playback will then output  only to Visualiser, not  to the 
stage. 

 

7 .2  Using a cue 
Because it ’s possible to play back a large num ber of cues at  the sam e 
t im e, the console has to have rules on how it  com bines the output  
from  different  cues. These are called HTP and LTP rules. 

7 .2 .1  HTP and LTP 

Cont rol channels are handled in two ways:  

• Dimmer or intensity channels work on the principle of “Highest  
Takes Precedence”  (HTP) . I f an HTP channel is act ive at  
different  levels in several cues, the highest  level will be output . 
When you fade out  a cue, the HTP channels fade out  with it .  

• All other channels work on the principle of “Latest  Takes 
Precedence”  (LTP) . The latest  change takes over from  any other 
values, so the m ost  recent  cue to be turned on is the one which 
is output . When you fade out  a cue, LTP channels retain their  
values unt il changed by another cue. 

7 .2 .2  Playing back a cue 

To fire (play back)  a cue, raise the fader. (Make sure there are no 
values in the program m er by pressing the Clear but ton, because 
anything in the programmer will overr ide the playback) . 

• You can fire several cues at  once. 

• The HTP levels in the cue will be mastered by the fader level;  
for example if you set  the fader at  50%  then all HTP levels will 
be 50%  of their program m ed values. 

• LTP channels are t r iggered as soon as the fader goes above 
0% . I f a fade t ime is programmed the LTP channels will start  to 
fade;  if there is no fade t ime they will snap to posit ion (unless 
the cue is set  to Mode 2;  see the t im ings sect ion 7.5 on page 
133 for details of m odes) . 
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• You can Flash the cue by pressing the grey flash but ton. You 
can Swop (solo)  the cue by pressing the blue Swop but ton (all 
other act ive cues will turn off while the but ton is pressed) . This 
assum es you haven’t  reassigned the funct ion of the but tons 
using Key Profiles, see below. 

• You can Preload the cue by assigning the Preload funct ion to 
the blue or grey but tons using Key Profiles. Preload sets the 
at t r ibutes of fixtures in the playback which are not  current ly 
act ive in any other playbacks. This is useful to avoid the fixtures 
visibly m oving into posit ion or changing colours or gobos when 
you raise the fader of the cue. To assign Preload, hold Avo Shift  
and press [ Edit  Key Profile] , then press the but ton you want  to 
assign (also see sect ion 12.3.4 on page 192.)  Note that  this will 
assign the funct ion to all but tons of the sam e type.  

 

7 .2 .3  Changing playback pages 

You change playback pages using the + 1 and -1 but tons to the r ight  
of the playback faders. You can also touch the 'Pages' roller graphic 
and enter a page num ber. 

 I f you have stored cues on the touch select  but tons, you select  
different  pages using the Playbacks page touch but tons. 

• Playbacks which are fired when you change page rem ain act ive. 
I f you want  to fire a cue on a fader which is already on from  a 
previous page, lower the fader to zero then raise it  again. The 
cue from  the previous page will stop and the cue from  the new 
page will f ire.  

• I f you return to a page with an act ive playback, the fader will 
not  resum e cont rol of the playback unt il it  m atches the current  
level of the playback. This prevents the playback level 
“ jum ping”  when the fader is first  m oved.  

• You can set  a legend for each  playback page. The legend is 
shown on the ‘Pages’ roller on the screen and on the HUD. Use 
[ Set  Legend]  from  the m ain Program  m enu then [ Page 
Legends] . While in this menu you can change the page to set  
legends for different  pages. The 20 executor but tons on the top 
r ight  of the console can be paged using two of the m acro 
but tons. The page change m acros are part  of the fixture library;  
if you do not  see the macros, download and install the latest  
library. 

7 .2 .4  View ing act ive playbacks 

The Act ive Playbacks window shows details of which playbacks are 
act ive. This provides an easy way to see what  is current ly running, 
which page they are from  and which at t r ibutes are affected. To show 
the window press Window Open, [ Open Workspace Window] , [ Act ive 
Playbacks] . 
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Click on a playback to instant ly kill it .  You can also press [ Playback 
Opt ions]  followed by the playback in this window to change 
param eters of the playback. 

7 .2 .5  Speed Masters 

Playbacks can be assigned to a Speed Master which allow you to 
m odify the speed of shapes or effects stored in a cue (or in the case 
of chases, to m odify the speed of the chase) . 

A playback is assigned to a Speed Master by pressing [ Playback 
Opt ions]  then [ Speed Source] . The following speed sources are 
available:  

• Local (no Speed Master)  

• BPM 1-4 (overr ide the local speed with a fixed value from  the 
m aster)  

• Rate 1-4 (proport ionally modify the local speed using the 
m aster)  

The 4 different  BPM Masters and 4 different  Rate Masters allow you to 
individually cont rol the speed of different  playbacks. 

You will also need to assign one or more handles to act  as the master 
faders;  to do this, switch the console to System  m ode and select  
[ Assign Mastering] . Special key profile opt ions are available for Speed 
Masters, BPM Masters default  to Tap Tem po. 

7 .2 .6  Releasing running playbacks 

You can release a running playback to its previous state by pressing 
the Release but ton, then the Select  but ton of the playback to be 
released. Channels will release back to their state in the previous 
playback unt il no playbacks are left  to be released, at  which point  
they will go to the power-on state. You can release all running 
playbacks by pressing the blue Off but ton then [ Release all 
playbacks] . 

You can also configure the key profile so that  the blue or grey but tons 
can be used to release the playback. 
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Channels will always release with a fade t ime, this defaults to 2 
seconds but  you can change it  using Master Release Time in the User 
Set t ings m enu (see sect ion 12.3.3 on page 191) . 

• You can instant ly kill a playback by pressing Avo+ the swop 
but ton of the playback. 

• You can set  a m ask to autom at ically release channels from  the 
playback when the playback is killed. This uses the [ Release 
Mask]  opt ion in the Playback Opt ions m enu (see sect ion 7.6.1 
on page 137) . Normally all at t r ibutes will remain in the state 
last  used in the playback. 

7 .2 .7  Turning off individual fixtures/ at t r ibutes in playbacks 

You can turn off fixtures/ at t r ibutes and rem ove fixtures from  shapes 
in playbacks. 

Press Off but ton followed by a playback to open the 'Off Playback with 
Mask' m enu. Select  the fixtures to be turned off, set  m ask as required 
and then press [ Off]  to turn the fixtures/ at t r ibutes/ shapes off. 

Note that  on other Titan consoles that  do not  have separate Release 
and Off but tons, pressing Off followed by a playback will release it .  I n 
these cases select  the softkey [ Off Playback Values]  then select  the 
playback. 

7 .3  Edit ing cues 

7 .3 .1  Edit ing a cue by m erging 

You can edit  any part  of a cue you have already saved sim ply by 
m aking the changes and saving the new inform at ion on top of the 
cue. 

1>  Press Clear to em pty the program m er. 

2>  Fire the cue you want  to edit , so you can see what  you are 
doing. Kill all other cues to avoid confusion. 

3>  Select  the fixtures you want  to change, and m ake the changes. 

4>  Press Record Cue. 

5>  Press the Swop but ton for the cue you are edit ing. 

6>  Press [ Merge]  ( the cue being edited is highlighted on the 
screen) . 

7>  The console will m erge the exist ing cue with your changes. 
Unchanged inform at ion is not  affected. 

• I f you want  to overwrite the cue ent irely, use the opt ion 
[ Replace]  at  step 6 – but  rem em ber that  unless you are in 
“Record by Stage”  m ode, any fixtures you haven’t  changed 
won’t  be saved. 

• To speed up edit ing, you can set  the console to “Always Merge”  
the cue. This is opt ion A in the User Set t ings (press Avo and 
select  User Set t ings) . 

• You can also press the Swop but ton for the cue a second t im e 
to select  the “Merge”  opt ion (quicker than select ing the softkey 
Merge opt ion) . 
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7 .3 .2  Updat ing stored values and palet tes used in a  cue 

I f during a show you need to quickly update a cue, or a palet te used 
in a cue ( for example you fire a green cue and the fixtures turn out  to 
be not  quite the r ight  colour)  the Update funct ion lets you quickly 
update either the cue itself or the palet tes used in the cue. 

For instant  update of a fired cue, change the fixture set t ings and 
press Update twice. 

1>  With the cue fired, select  the fixtures and change them  to the 
set t ings you want  to store (e.g. the r ight  green colour) . 

2>  Press Update. 

3>  Press Enter to im m ediately store the new values to the cue. 

 Alternat ively, the softkeys show a list  of palet tes and playbacks 
which can be updated. Select  or deselect  these as required. 

4>  I f you have used the softkey opt ions, press Enter to com plete 
the update. 

• You can also select  which palet tes will be affected by pressing 
the palet te’s but ton twice. 

• I f you manually set  an at t r ibute in the cue which was set  by a 
palet te, then press Update-Update, the palet te will be removed 
from  the cue. I f you want  to update the palet te, use the softkey 
opt ions or press the palet te but ton. 

• I f you change an at t r ibute using a different  palet te, the new 
palet te will be stored instead.  

 

7 .3 .3  Playback and Cue view  

To see the current  t im ings of the cue, touch the playbacks display for 
the fader, or press Window Open then the swop but ton of the 
playback you want  to view.  The screen will show details of the delay, 
fade, overlap and curve set t ings for the cue. You can touch each item  
to enable edit ing. 

 

I f you touch the View but ton at  the r ight  hand end of the row or the 
[ View Cue]  context  but ton, the Cue View window opens, showing you 
details of the set t ings individual t im ings for all the fixtures in the cue. 

The Cue View has four different  views:  Levels, Palet tes, Tim es, 
Shapes. Views are selected using the context  but tons to the left  of 
the m enu but tons. 

• The Levels view shows the individual at t r ibute values for each 
fixture. 
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• The Palet tes v iew shows which palet tes have been used to 
record the cue. Palet tes are shown by their legends. Where an 
absolute value was saved rather than a palet te, the value is 
shown instead. Again you can edit  or rem ove the values. 

• The Tim es v iew shows individual at t r ibute t im ings for fixtures. 
I f global t im ings are set , no t im es are shown in the cue view. 

• The Shapes v iew shows which at t r ibutes of each fixture are 
running shapes. 

You can edit  or remove one or more individual cont rol values in the 
cue. 

Touch or drag over the required cont rol values in the grid to select  
them – they will be highlighted in blue.  

The softkeys then give you available set t ings for that  cont rol value, or 
you can direct ly edit  values by typing num eric values and pressing 
enter.  

You can delete the selected cont rol(s)  using the [ Delete]  softkey.  

You can turn at t r ibutes On and Off using the Off but ton and the [ On]  
softkey. Off tem porarily rem oves a value from  the cue, it  can later be 
restored using [ On] . 

You can rem ove a fixture com pletely from  the cue by select ing the 
fixture then pressing the [ Rem ove Fixtures]  softkey. 

Any changes take immediate effect . 

• The context  m enu opt ion View Tracking Values allows you to 
highlight  in grey values which are t racked from  previous cues. 

7 .3 .4  Using parts of exist ing cues -  the I nclude funct ion 

The I nclude funct ion lets you load selected parts of a cue back into 
the programmer. (Normally, only manual changes to fixtures are put  
in the program m er) . You can then use this to make a new cue. This is 
useful if you want  to m ake a cue which is sim ilar to one you already 
have, or to build a new cue from  various parts of other cues. I t ’s also 
useful when edit ing shapes in cues. 

There are two m odes, Quick I nclude and Advanced I nclude. Quick 
I nclude simply reloads the whole cue. Advanced I nclude allows you to 
specify which at t r ibutes of which fixtures you want  to load into the 
program m er. So, for exam ple, if you have a cue which contains 
posit ion, colour and gobo inform at ion for 8 fixtures, you can use the 
include funct ion to load only the colour informat ion for 4 of the 
fixtures into the program m er. You could then I nclude posit ion 
informat ion from  another cue into the programmer, and build up a 
new cue using informat ion from  several exist ing cues. 
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I f you I nclude a chase or cue list , the screen shows you a list  of the 
cues within it ,  and you select  the one you want  to I nclude using 
Wheel A or by touching the cue. You can also type in the cue num ber 
to I nclude. 

1>  Press I nclude (above num eric keypad) . 

2>  Press [ Quick I nclude]  or [ Advanced m ode]  if you want  to 
change the m ode. 

3>  Press the Swop but ton of the cue you want  to include into the 
program m er. I f you are in Quick I nclude m ode, this I ncludes 
the cue and finishes. 

4>  I f you are in Advanced m ode, all fixtures in the cue will be 
selected. I f you don’t  want  them  all,  deselect  the fixtures you 
don’t  want . The fixtures in the cue are highlighted on the HUD 
and on the fixture but tons. 

5>  Use [ Set  Mask]  or the At t r ibute Bank but tons to select  which 
At t r ibutes you want  to include (All are included by default  – 
Softkey C turns them  all off and D turns them  all on) . Softkey E 
lets you include or exclude Shapes from  the cue. 

6>  Press Enter. The selected at t r ibutes of the selected fixtures will 
be loaded into the program m er. 

7>  Repeat  from  2 to include other at t r ibutes from  the sam e 
fixtures, or repeat  from  1 to include other fixtures. 

• I n Quick I nclude m ode, you can set  a m ask for the include by 
pressing one or m ore of the at t r ibute bank but tons before you 
select  the cue to include. 

7 .3 .5  Rem oving at t r ibutes from  cues using “Off” 

The “Off”  but ton allows you to rem ove an at t r ibute which has been 
stored in a cue, as if you’d never recorded it .   

For exam ple, suppose you recorded a cue which had scans at  a 
certain posit ion, with the colour set  to green. I f you later decide that  
you don’t  want  a colour recorded at  all in the cue, so that  the colour 
set  by previous playbacks will remain, you set  the colour values to Off 
in the programmer, which when saved will remove those values from  
the cue. You can also use the Off funct ion to rem ove com plete 
fixtures from  a cue by select ing all the at t r ibutes. 

Set t ing an at t r ibute to Off is not  the sam e as recording an at t r ibute at  
zero, since this would change the at t r ibute when the cue was fired. I t  
is the sam e as excluding that  at t r ibute using the m ask when 
recording, so the at t r ibute will remain unchanged when the cue is 
fired. 

1>  Press Off followed by the playback to be changed. (On consoles 
which do not  have a Release but ton, you need to press Off, 
then [ Off Console Values] , then the playback)  

2>  Select  fixtures to be set  to Off. 

3>  Set  the at t r ibute m ask to determ ine which at t r ibutes will be set  
to Off. 

4>  Press the [ Off]  softkey. 

 

You can also use I nclude to set  values to Off. 
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1>  Use the Quick I nclude funct ion (described in previous sect ion)  
to load the cue you want  to change into the program m er. 

2>  Press the Off but ton to display the Off m enu. 

3>  All fixtures in the cue will be selected. I f you don’t  want  to 
change them  all,  deselect  the fixtures you don’t  want . 

4>  Use the softkeys to select  which At t r ibutes you want  to rem ove. 

5>  Press Record Cue, then set  the record m ode to [ Replace] , and 
press the Swop but ton of the cue to update it .  

• You can merge “Off”  at t r ibutes into a cue without  including it  
first . 

• You can also rem ove at t r ibutes from  palet tes using the Off 
funct ion. 

• Another way to rem ove at t r ibutes is from  the Cue View window. 
See sect ion 7.3.3 on the previous page. 

• At t r ibutes set  to Off can be restored to their previous value 
using the On funct ion. Set  the at t r ibute to On and m erge it  into 
the cue. 

7 .4  Copying, m oving, linking and delet ing 

7 .4 .1  Copying or m oving a cue 

Using the Copy but ton you can m ake a copy of an exist ing cue, m ove 
it  to a new playback, or create a new playback which is linked to the 
exist ing playback. You can copy, move or link mult iple playbacks 
(which m ay be cues, chases or cue lists)  in one operat ion. 

Move is useful for t idying up the console. Linked cues are handy if 
you want  a cue to appear on m ore than one page for ease of 
operat ion;  also the linked cue can have different  t im ings and 
playback opt ions from  the cue it ’s linked to. 

1>  Press the Copy but ton. 

2>  Select  [ Copy] , [ Move]  or [ Link] . Pressing the Copy but ton again 
will also toggle these opt ions. 

3>  Press the Select  but ton of the cue you want  to copy/ m ove/ link. 
You can select  a range of playbacks by holding the first  but ton 
while pressing the last  in the range. 

4>  Press the em pty Select  but ton where you want  it  to go. 

• The Menu Latch but ton latches the Copy/ Move/ Link m enu, so 
you can keep copying, m oving or linking things without  having 
to keep pressing the Copy but ton. Press Exit  to unlatch. 

• [ Retain Layout ]  or [ Bunch Up]  is used when copying a group of 
cues with em pty playbacks in the group – you can either keep 
the em pty playbacks, or bunch up the used playbacks together. 

• When in Copy m ode, opt ion [ Copy Legends]  can be changed to 
[ Don’t  copy legends]  so that  the copied cues are given default  
legends. 

• When in Move mode, [ Swap I tems if Required]  will at tempt  to 
reposit ion any exist ing playbacks which are in the way of the 
move. This is useful when rearranging playbacks on a page 
which is nearly full.  
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7 .4 .2  Delet ing a cue 

To delete a cue:  

1>  Press the Delete but ton. 

2>  Press the Select  but ton of the cue you want  to delete. 

3>  Press the Select  but ton again (or press Enter)  to confirm  the 
delete. 

• Press Menu Latch to keep the delete m ode act ive. You can keep 
delet ing using steps 2 and 3 without  having to keep pressing 
the Delete but ton. Press Exit  to leave latched delete mode. 

7 .5  Cue t im ing 
The console allows a wide variety of t im ing funct ions to be set  for 
each cue. 

7 .5 .1  Set t ing fade t im es and Overlap for  a  cue 

When program m ing a cue, you can set  a delay, fade in and fade out  
t im e for each at t r ibute of each fixture, or globally for the cue. Shapes 
in the cue will also be affected, depending on the fade mode. 

You can delay the fade t im es between fixtures in a cue so that  the 
cue is applied sequent ially to each fixture. This is called Fixture 
Overlap and can create som e am azing “peel off”  or “ roll”  type effects 
with no program m ing at  all.  

I n the diagram  below, the top picture shows how the LTP channels 
change when used with delay, fade and fade out  t im es. The second 
picture shows how the HTP channels change. The third and fourth 
pictures show what  happens to the LTP channels when fixture overlap 
and at t r ibute fade are used. 



Page 134 – 7 .  Cues 

 

  TitanUniversal_Man_v7-0_TM.doc  02 September 2013 

 

All t im es which you have set  while program m ing the fixtures/ dim m ers 
will be recorded when you save the cue. 

You can also edit  t im es of a cue you have already saved like this:  

1>  Press [ Edit  Tim es]  at  the top level m enu. 

2>  Press the Swop but ton of the cue. 

3>  Press [ Fade Mode x]  to set  the cue m ode. This sets how the 
t im es are used, see below. 

4>  Press [ Delay t im e]  to set  the delay before the cue starts, [ Fade 
t im e]  to set  the fade- in t im e of the cue, and [ Fade out  t im e]  to 
set  the fade-out  t im e of the cue. 

5>  Type the new t im e ( in seconds)  using the num eric keypad and 
press Enter to save it .  

6>  Press [ Fixture Overlap]  to change the overlap, then enter 0-100 
on the keypad. 100%  m eans all fixtures fade together. 0%  
m eans that  the first  fixture will finish its fade before the next  
one starts. 50%  m eans that  the 2nd fixture will start  fading 
when the first  one is half way through its fade. The order of the 
fixtures is set  by the order you selected them  (but  you can 
change this, see sect ion 7.5.2) . 
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7>  Press Exit  to get  out  of Edit  Tim es m ode. 

• You can also set  independent  t imes for the I PCGBES at t r ibute 
groups, and for each individual at t r ibute, see next  sect ion for 
details of this. 

• You can quickly set  t im es from  the keypad using the Tim e 
but ton, e.g. TI ME 5 AND 2 sets 5 sec fade in and 2 sec fade 
out . (The Tim e but ton is the but ton previously labelled Set  on 
Titan Mobile and Sapphire Touch, and Next  Tim e on Tiger Touch 
and Pearl Expert ) . 

 

The t im es you enter are affected by the cue mode which is set  using 
the [ Fade Mode]  opt ion:  

• Mode 0 – Channels will fade in as set  by the fade t ime. The 
Fade Out  t im e is ignored. I f t im es are set  to zero, the HTP 
channels fade in with the 0-100%  posit ion of the playback fader 
and the LTP channels will snap. 

• Mode 1 -  Channels fade in as set  by the fade t im e. HTP 
channels fade out  as set  by the fade out  t im es (LTP channels 
rem ain as set  in the cue) . I f t im es are set  to zero, the HTP 
levels will fade in and out  with the fader and the LTP channels 
will snap when the cue is fired. 

• Mode 2 – Channels will fade in as set  by the fade t ime. The 
Fade Out  t ime is ignored. However, the fade will stop when the 
fader posit ion is reached, so if the fader is set  to 50% , the 
at t r ibutes will stop half way to their programmed posit ion. You 
can reverse the fade back to the or iginal posit ion by m oving the 
fader back. I f t im es are set  to zero, both HTP and LTP channels 
are cont rolled by the fader posit ion. 
I n this mode LTP channels revert  to their  previous set t ings 
when the cue is deact ivated. 
Mode 2 is useful when used with a pan/ t ilt  cue for m anually 
t racking a spot  across a stage or down a catwalk using the 
fader posit ion. 

• Mode 3 -  Crossfade cue. All channels, including intensity 
channels, will fade to the set t ings in the new cue. All other cues 
fade out  and all other act ive playbacks becom e inact ive;  if you 
need to re- fire a playback, take the fader to zero and put  it  up 
again. 

• I f the cue includes shapes, then the shape will change with fade 
t imes. The changes will be t imed for a Mode 1 cue and 
cont rolled by the fader posit ion for a Mode 2 cue. This allows 
you to create a shape which gets bigger or faster as you push 
up the fader. 

7 .5 .2  Changing fixture order 

You can change the order of the fixtures stored in a cue. Norm ally 
this is set  to the order in which you selected the fixtures when the 
cue was created, but  you m ight  want  to change this ( for exam ple to 
pair up fixtures so they m ove together when using Overlap) . 

1>  Press [ Edit  Tim es]  at  the top level m enu. 

2>  Press the Swop but ton of the cue to be changed. 
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3>  Press [ Fixture Order] . 

4>  Set  the sequence num ber to start  from  using opt ion A. 

5>  I f you want  the sequence num ber to increase autom at ically, set  
[ Autoincrem ent ]  to On. I f you want  som e fixtures to have the 
sam e sequence num ber, set  it  to Off. 

6>  Touch the Select  but tons of the fixture(s)  you want  to place in 
that  posit ion in the sequence. The sequence num ber is shown in 
the top r ight  hand corner of the fixture select  touch but tons. 

 

7>  Press Exit  to finish.  

• You can set  several fixtures to have the sam e sequence 
num ber. This m eans, for exam ple, when used with Overlap they 
will all do the same thing at  the same t ime.  

• You can rem ove a fixture from  the sequence by turning off 
[ Autoincrem ent ]  and pressing the fixture but ton twice. The 
fixture sequence will show X. Touch the but ton again to put  it  
back in the sequence. 

7 .5 .3  Set t ing at t r ibute fade t im es for  a  cue 

You can set  individual fade t im es for each at t r ibute group (such as 
Posit ion) . I f you set  a t im e, it  overr ides the normal t imes. 

To set  an at t r ibute group fade t im e:  

1>  Press [ Edit  Tim es]  at  the top level m enu. 

2>  Press the Swop but ton of the cue to be changed. 

3>  Press the At t r ibute Bank but ton ( r ight  hand side)  for the 
at t r ibute you want  to change. 

4>  Press [ Delay]  to set  delay t im e or [ Set  fade]  to set  fade t im e.  

5>  Type the new t im e using the num eric keypad and press Enter to 
save it ,  or press [ Use Global]  to delete the at t r ibute t im es and 
go back to the norm al t im es. 

6>  Press Enter to save the changes.  

 

You can take this even further and set  individual fade t im es for each 
fixture. When you select  the cue to be changed, you will see that  all 
the fixtures in the cue are selected. To set  at t r ibute t im es for only 
certain fixtures, change the fixture select ion using the Swop but tons.  

The Cue View window will display when edit ing cue t im ings to help 
you see what  you are edit ing. You can touch fixtures or at t r ibutes in 
the grid to select  which items are going to be edited. 

Press the ALL but ton to select  all fixtures in the cue. 
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When you are in the Set  At t r ibute Tim es m enu you can only select  
fixtures which are in the cue you are edit ing. 

7 .5 .4  Edit ing t im es in the program m er 

You can check and edit  the t im es which are set  in the program m er 
before saving a cue. You can also set  t im es into the program m er and 
m erge them  into cues as a quick way of updat ing t im es, just  like you 
would with at t r ibute values. 

Press the Tim e but ton to access this m enu. 

• On Titan Mobile and Sapphire Touch, the Tim e but ton is the key 
above Clear (previously labelled SET) . On Pearl Expert  and 
Tiger Touch it  is the key previously labelled NEXT TI ME.  

The m enu allows you to set  cue t im es, or t im es for all at t r ibutes of a 
fixture, at t r ibute groups or individual at t r ibutes. 

Using the Tim e but ton there are various quick shortcuts to set t ing 
t imes. 

• TI ME 5 =  5 sec fade in. 
• CUE 3 TI ME 5 =  5 sec fade in on connected playback's cue 3. 
• TI ME FI XTURE 5 – 5 sec fade in for all at t r ibutes of selected 

fixtures. 
• TI ME FI XTURE G 5 – 5 sec fade in for gobo at t r ibute group of 

selected fixtures. 
• TI ME FI XTURE @B 5 – 5 sec fade in for at t r ibute connected to 

wheel B on selected fixtures. 
• 5 @ 3 – 5 sec fade in, 3 sec delay. 
• 5 AND 2 – 5 sec fade in, 2sec fade out . 
• 1 THRO 10 -  t im es spread across fixtures according to select ion 

order. 
 
I ndividual at t r ibute t im es can also be set  from  the wheels, using the 
[ Wheels]  softkey opt ion on the root  m enu. 

7 .6  Advanced opt ions 
To set  opt ions for a cue, press [ Playback Opt ions]  on the root  m enu, 
then press the swop but ton of the playback to be edited. 

These opt ions are also available for Chases and Cue Lists. 

7 .6 .1  Release m ask 

[ Release Mask]  lets you specify which at t r ibutes will be released to 
the state they were in from  a previously fired playback when this 
playback is killed (you lower the fader to zero) . You can also use the 
At t r ibute Bank but tons to set  the m ask. The default  set t ing is to not  
release any at t r ibutes. 

 

Release m ask is useful when creat ing a tem porary 
st robe effect  on a playback. Press [ Release Mask]  then 
the Shut ter at t r ibute but ton ( I ntensity on Titan Mobile) . 
Now when you turn off the playback the shut ter will 
release to its previous state and the st robe will stop. 

When using with chases you need to press [ Mask]  
before pressing the Shut ter but ton. 
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You can use Key Profiles to allocate one of the handle but tons to 
release the playback. 

7 .6 .2  Shape size/ speed on fader 

I f the cue contains shapes, opt ions B and C set  how the shape 
behaves when the playback fades in. You can set  the size and/ or 
speed to be either fixed or to change with the fader. 

You can also allocate a Speed Master to the cue which will allow you 
to m odify the shape during playback, see sect ion 7.2.4 on page 126. 

7 .6 .3  Curve 

[ Curve]  defines how the at t r ibute values will change when the 
playback is faded in. The various curves are illust rated in sect ion 12.5 
on page 195. 

7 .6 .4  Locking a playback onto a handle 

This opt ion allows you to lock the playback on a handle so that  it  
always appears on that  handle no mat ter what  page is selected. This 
is useful if you have som e general playbacks you want  on every page, 
without  having to copy the playback onto each page. 

I f you select  “Transparent  Lock”  then the playback will appear on the 
current  page only if no other playback is program m ed in that  
posit ion. 

7 .6 .5  Playback prior ity 

This opt ion allows you to configure how playbacks will behave if you 
turn on two playbacks cont rolling the same fixture. The prior ity can 
be set  to Low, Norm al, High or Very High. I f a fixture is being 
cont rolled by a playback and you turn on a playback of the sam e or 
higher prior ity, then the new playback will take over. However, if the 
new playback is set  to lower pr ior ity than the first  playback, the 
fixture will not  change. 

This is useful if,  for example, you’ve programmed looks using all your 
fixtures, then you decide you want  a couple of them to spot light  a 
singer. I f you set  the Spot light  playback to be high prior ity, then 
while it  is act ive no other playback will affect  the spot light  fixtures. 

 

Prior ity is useful when using Swop but tons for st robe-
type effects where you want  to black out  everything 
else. I f you have a posit ion shape running on other 
fixtures, you don’t  want  that  to stop during the Swop, or 
it  will look messy when you release the Swop but ton. So 
set  the shape playback to have a higher pr ior ity than 
the st robe playback, and it  will keep going during the 
st robe and cont inue sm oothly when you release the 
Swop but ton.  

 

• At t r ibutes set  by manually applying a palet te to a fixture will 
overr ide all playback prior it ies except  Very High. 
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7 .6 .6  Blind m ode 

I ndividual playbacks can be set  to Blind m ode using this opt ion. The 
playback will then output  only to Visualiser, not  to the stage. This can 
be very useful if you need to program  cues during a live show. 

7 .6 .7  Key Profile  

Each playback can have an individual Key Profile allocated to it .  This 
allows you to custom ise the panel but ton funct ions different ly for 
each playback. A list  of available Key Profiles is shown, or you can 
add a new one. The softkeys show the funct ion allocated to the blue 
and grey but tons for each of the available Key Profiles.  

I f the playback Key Profile is set  to “None” , the default  global profile 
is used.  



Page 140 – 7 .  Cues 

 

  TitanUniversal_Man_v7-0_TM.doc  02 September 2013 

 

 

 

 

 



8 .   Chases -  Page 141 

 

 
 TitanUniversal_Man_v7-0_TM.doc  02 September 2013 

8 .  Chases  
As well as being used to store stat ic cues, the playback faders can 
also be used to store chases (sequences of cues) . You can also store 
chases on touch but tons in the Playbacks window. 

Chases can run once or repeat  cont inuously. You can set  individual 
fade t im e for each cue in the chase and unlink cues so that  the 
console waits for you to press Go before the chase cont inues.  

8 .1  Creat ing a chase 

8 .1 .1  Program m ing a chase 

To program  a chase, you have to set  up the look for each cue in the 
chase, then save it .   

You can either set  all the fixtures and dim m ers m anually for each cue 
in the chase, you can use Quick Build to create a state from  palet tes 
and cues, or you can use I nclude to load in cues. 

1>  Press the Record but ton, then select  [ Chase]  . 

2>  Press the Swop but ton of the playback where you want  to store 
the chase (you can also store chases on touch but tons in the 
Playbacks window) . 

3>  Set  up the look for the first  cue, either m anually or by using 
“ I nclude”  on exist ing cues. 

4>  You can change the num ber given to the step using [ Step 
Num ber] . 

5>  Press the Swop but ton of the playback to store the program m er 
contents as a step of the chase. You can also press [ Append 
Step]  on the m enu. 

6>  Press Clear (unless you want  to re-use the contents of the 
program m er) , then repeat  from  step 3. 

7>  Press Exit  to finish when you have stored all the cues you want .  

• [ Record Mode]  lets you select  Record By Fixture (all at t r ibutes 
of any m odified or selected fixture are saved) , Record By 
Channel (only m odified at t r ibutes are saved) , Record Stage (all 
fixtures with a non-zero dim m er set t ing are saved) , or Quick 
Build (see next  sect ion) . 

• The cue num ber current ly being saved, and the total num ber of 
cues, is shown on the top line of the display. 

• Press Clear when you have finished recording the chase, 
otherwise when you t ry to play it  back the programmer will 
overr ide the chase and you won’t  see the chase properly. 

• You can record shapes in a chase. I f the sam e shape is saved in 
subsequent  cues it  will cont inue from  step to step and if not  it  
will stop at  the end of the cue. (The shape is the same if you 
didn’t  press Clear after the previous step, and didn’t  change the 
speed, size or phase of the shape from  the previous step;  or if 
you I ncluded the shape from  the previous step and have not  
m odified it )  
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• You can set  a legend for the chase by pressing Set  Legend, 
then pressing the Swop but ton for the chase and entering the 
legend, as with cues. 

• There is no lim it  to the number of steps in a chase. 

8 .1 .2  Creat ing a chase w ith Quick Build 

Quick Build mode, as the name suggests, allows you to build a chase 
very quickly from  exist ing palet tes and playbacks.  

Start  recording a chase as described in the previous sect ion, set  
[ Record Mode]  to Quick Build. 

Select  any palet te or playback to insert  that  item  as a step in the 
chase. I f you select  mult iple palet tes by select ing a range of but tons, 
each palet te will be added as a separate step. 

To insert  specific fixtures from  a palet te or playback, select  the 
fixtures first  and then select  the palet te or playback. 

8 .2  Playback 

8 .2 .1  Playing back a chase 

To fire a chase, raise the fader of the playback. (You can also use the 
Flash/ Swop but tons) . The chase will start  to run. The bot tom  line of 
the screen relat ing to the playback fader shows the current  cue 
num ber and speed of the chase.  

 

• The HTP ( intensity)  channels in the chase will be cont rolled by 
the fader;  if fade t imes are programmed, the fade will stop at  
the fader level. The other channels (LTP)  will be set  as soon as 
the fader m oves above zero according to the fade t im es 
program m ed in the chase. You can set  the point  at  which the 
LTP channels act ivate from the User set t ings m enu. 

• While the chase is running, the area of the screen above the 
wheels shows details of the chase steps. 

 

• You can tem porarily pause the chase by pressing the Stop 
but ton near the wheels. Press Go to resum e playback. 

There are m any opt ions you can set  to determ ine the way the chase 
runs and these are described in the rest  of this chapter. 
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8 .2 .2  Connect ing a chase for  control 

When you fire a chase, the wheels and Stop/ Go but tons are 
autom at ically allocated to cont rol the speed and crossfade of the 
chase – this is called Connect ing the chase. I f you have more than 
one chase running, you can choose which chase is connected to the 
cont rols using the Connect  but ton.   

• Connect  a different  chase to the cont rols by pressing the 
Connect  but ton then the Swop but ton of the chase you want  to 
cont rol. 

• Disconnect  a chase from  the cont rols by double pressing the 
Connect  but ton. 

• You can turn off the “chase autoconnect ”  opt ion in the User 
Set t ings m enu if you don’t  want  to connect  to a chase when 
you fire it .  You will have to use the Connect  but ton to cont rol 
the chase if you do this. 

• Normally if you change the speed or crossfade of a chase, the 
new set t ing is saved. However you can set  this change to be 
tem porary, so that  when the show is reloaded the speed and 
fade will go back to the previously saved set t ings. Go to User 
Set t ings (Avo but ton +  [ User Set t ings]  and set  opt ion C to 
[ Connected View Sets Temporary Chase Speed] . You can st ill 
save a tem porary speed by pressing [ Save Tem porary Speed]  
in the Set  Tim es m enu. 

8 .2 .3  Set t ing speed and crossfade for  a  chase 

The left  wheel is assigned to control the speed of the chase it  is 
connected to. The speed is shown in Beats Per Minute (BPM)  on the 
display. You can also enter a speed from  the keypad as described 
below. The last  speed you set  on the wheel is always remem bered, 
you do not  have to tell Titan Mobile to save it .  

Crossfade is the “slope”  between cues;  with a crossfade of 0, the 
fixtures snap instant ly to the next  cue, but  with a crossfade of 100, 
the fixtures spend the whole cue t im e fading to the next  cue. With a 
crossfade of 50, the fixtures delay for half the cue t im e and fade for 
the other half of the t im e.  

 

 

 

 

You set  the crossfade and speed as follows:  

1>  Press [ Edit  Tim es]  from  the top level m enu then the Swop 
but ton of the chase. 
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2>  To set  the crossfade, press [ Xfade]  and type the fade from  0 – 
100. 0= no fade ( the chase will “ snap” ) , 100= m ax fade ( the 
chase will m ove cont inuously from  step to step) . 

3>  To set  the speed, press [ Speed] , type the new speed, then 
press Enter. The speed can be set  in Beats Per Minute (BPM)  or 
seconds depending on the User Set t ings.  

There are other opt ions you can set  for the chase from  this m enu 
including Fixture Overlap, which are described in the Tim ings sect ion 
8.5.1 on page 146. 

You can set  individual t im es for each cue in a chase and unlink cues 
from  each other so they wait  for you to press the Go but ton. This is 
done using the Playback View, or the Unfold funct ion which is 
described in sect ion 8.3.2 on page 145. 

You can select  whether the chase speed is displayed in seconds or in 
Beats Per Minute (BPM) . Press Avo and [ User Set t ings] , then press 
[ Tem po Units]  to set  the opt ion to [ Tem po Units Seconds]  or [ Tem po 
Units Beats Per Minute (BPM) ] . 

You can also allocate a Speed Master to the chase which will allow 
you to m odify the chase speed during playback, see sect ion 7.2.4 on 
page 126. 

8 .2 .4  Manually controlling the steps of a  chase 

You can pause a chase, if the chase is connected to the wheels, by 
pressing the Stop but ton next  to the wheels. Press the red Go but ton 
to resum e playback of the chase. 

While the chase is stopped you can use the Prev Step/ Next  Step 
but tons next  to the Connect  but ton to m ove to the next  or previous 
step. 

You can also configure the blue and grey but tons of the playback 
handle to be Stop and Go. This uses the Key Profiles funct ion. 

1>  Hold Avo and press [ Edit  Current  Key Profile] . 

2>  I f you are using the default  Key Profile which is not  editable, 
you will be prom pted to add a new profile. 

3>  Press [ Chases]  then choose either the Blue key or the Grey key. 

4>  Select  Go or Stop from  the list  of funct ions. Then press Exit  and 
set  the funct ion for the other key if required. 

5>  Press Exit  to cont inue using the console.  

 

8 .2 .5  Changing chase direct ion 

The Prev Step/ Next  Step but tons next  to the Connect  but ton set  the 
direct ion of the connected chase.  

8 .2 .6  Jum ping to a step 

You can jum p direct ly to a step in a chase by pressing the Connect  
but ton, then typing in the desired step num ber, then pressing Enter 
or softkey A. Alternat ively at  the top level m enu you can type the 
step num ber then press Connect . 
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8 .3  Edit ing a chase 

8 .3 .1  Opening a chase for  edit ing 

You can open a chase for edit ing by pressing Chase then the Swop 
but ton of the chase. This does not  affect  any exist ing cues in the 
chase. You can then save new cues at  the end by pressing the Swop 
but ton just  like norm al recording. 

To see a list  of the cues in the chase, use Playback view ( touch the 
playback display above the fader or press Window Open then the 
Swop but ton of the playback) . To edit  any of the t im e set t ings in each 
cue, select  the set t ing to be m odified by touching or dragging in the 
gr id, then use the softkey opt ions to change the set t ing. 

 

8 .3 .2  Edit ing a chase using Unfold 

Unfold provides another way to edit  chases. The Unfold but ton places 
each cue in a chase on one of the playback faders, allowing you to 
fire and edit  each cue individually as if it  was a stand-alone cue. 
Unfold also allows you to set  individual t im ing for cues in the chase. 

1>  Press the Unfold but ton, then the Swop but ton of the chase to 
be edited. 

2>  The first  10 cues of the chase are loaded into the playback 
faders. 

3>  Raise a playback fader to output  the contents of that  cue ( fade 
t im es will operate as program m ed) . 

4>  Various Unfold opt ions are available, the details are below. 

5>  Press Unfold again to get  out  of unfold m ode. 

• To edit  the contents of a cue:  Press Clear to em pty the 
program m er, raise the fader to output  the cue, m ake the 
changes, press [ Record Step] , then the Swop but ton for the cue 
num ber. 

• To I nsert  a new cue at  the end of the chase, set  up the look for 
the new cue, press [ I nsert  Step] , then press the swop but ton of 
the first  free playback. 
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• To merge the programmer into the live step, double tap [ Record 
Step] . 

• To I nsert  a cue between two other cues, set  up the look for the 
new cue, press [ I nsert  Step] , then type the cue num ber for the 
new cue (such as 1.5 to go between 1 and 2) . I f this cue 
number already exists it  will be merged with the look you have 
created. Otherwise a new cue is inserted. 

• To change individual t im es for the cue, press [ Edit  Tim es] , then 
the Swop but ton for the cue (or type the cue num ber) , then set  
the t imes. This is described in detail in the Tim ing sect ion on 
the following page. 

• I f the chase has m ore steps than there are playback faders, you 
can go between pages using the [ Previous Page]  and [ Next  
Page]  but tons. 

8 .4  Copying, m oving, linking and delet ing 

8 .4 .1  Copying or m oving a chase 

Chases can be copied or m oved to a new playback, or you can create 
a linked copy of a playback. Move is useful for t idying up the console. 
Linked chases are handy if you want a chase to appear on m ore than 
one page for ease of operat ion;  the linked chase can have different  
t im ings and playback opt ions. 

This operat ion is exact ly the same as for Cues and is described in 
detail in sect ion 7.4.1 on page 132. 

8 .4 .2  Delet ing a chase 

You can delete an ent ire chase by pressing the Delete but ton followed 
by the Swop but ton of the chase to delete. Press once m ore to 
confirm . 

8 .4 .3  Delet ing a step from  a chase 

To delete a single step from  a chase:   

1>  Press the Delete but ton. 

2>  Press the Swop but ton of the chase. 

3>  The steps in the chase are listed on the screen. Use the left  
hand wheel to select  the step you want  to delete, or type in the 
num ber of the step to be deleted. 

4>  Press [ Delete Cue x]  to delete the step. 

5>  Press [ Confirm ]  to confirm  the delete. 

• Alternat ively you can use the Unfold funct ion to delete a step 
from  a chase. 

8 .5  Chase t im ing 

8 .5 .1  Global t im ings for  chases 

When a chase is first  program m ed, each cue in the chase has 
ident ical t im ing. This is called the global t im ing for the chase. I f you 
want  you can then set  each cue to have its own t im ings using the 
Playback View window or Unfold. This is described in the next  sect ion. 
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1>  Press [ Edit  Tim es]  from  the top level m enu then the Swop 
but ton of the chase.  

2>  Set  the Crossfade, Speed, Fixture Overlap and At t r ibute Overlap 
set t ings as described below. 

3>  Press Exit  to finish. 

• To set  speed, press [ Speed]  then type the new speed, then 
press Enter. The speed can be set  in Beats Per Minute (BPM)  or 
seconds depending on the user set t ings.  

• To set  crossfade, press [ Xfade]  then type the fade from  0 – 100 
and press Enter. 0= no fade ( the chase will “ snap” ) , 100= m ax 
fade ( the chase will move cont inuously from  cue to cue) . 

• When in Run m ode, you can set  the chase speed of the 
connected chase by tapping the [ Tap Tem po]  but ton in the 
m ain m enu at  the speed you want  the chase to run.  (The 
opt ion only appears when a chase is connected) . You can also 
assign the blue or grey handle but ton to be a “ tap tem po”  
but ton using the Key Profiles opt ion (see sect ion 12.2.1 on page 
189) . 

The Overlap funct ions allow you to offset  and overlap the t im ing of 
changes in the chase. This can create really am azing visual effects 
with hardly any programming. The best  way to learn about  overlap is 
to program a chase with two cues involving several fixtures, then 
experim ent  with the overlap set t ings to see the various “ roll”  and 
“peel off”  effects which result . 

The following diagram  shows you the effects of cue overlap, fixture 
overlap and at t r ibute overlap in chases. 

 

• Press [ Fixture Overlap]  then enter 0-100 on the keypad to 
change how fixtures overlap in the cue. 100%  ( the norm al 
set t ing)  m eans all fixtures fade together. 0%  m eans that  the 
first  fixture will f inish its fade before the next  one starts giving a 
“ rolling”  change across a range of fixtures. 50%  means that  the 
2nd f ixture will start  fading when the first  one is half way 
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through its fade. The order of the fixtures is set  by the order 
you selected them  when the cue was saved;  you can change 
the order using Unfold. 

 

From  version 3 of Titan software, [ Cue Overlap]  is no 
longer available in chases. I nstead use a Cue List  set  to 
“Link With Previous”  and set  the Offset  as desired. 

 

8 .5 .2  I ndividual cue t im es in chases 

You can configure each cue in a chase to have its own t im ing 
inform at ion. You can use the Playback View window, or the Unfold 
funct ion to set  individual t im es for cues in chases. 

 

I t  is easier to use a Cue List  rather than a chase if you 
need a lot  of different  t im ings or link/ unlinks. Cue lists 
are described in the next  chapter. 

 

Using the Playback View window:  

1>  Touch the playback display relat ing to the fader, or press 
Window Open then the swop but ton of the playback. The 
Playback View window will open. 

   

2>  I n the gr id, touch the t im es you want  to edit . 

3>  Use the softkey opt ions to change the t im es or set t ings. 

4>  Repeat  from  2 to change other t im es or set t ings. 

• You can change a range of cues all at  once by dragging across 
the grid to select  mult iple cells, or you can use wheel B to select  
mult iple cells for edit ing. 

Using Unfold:  

1>  Press the Unfold but ton, then the Swop but ton of the chase to 
be edited. 

2>  Press [ Edit  Tim es]  then the Swop but ton of the unfolded cue 
you want  to edit . 

3>  Set  up the t im ing opt ions as required. The opt ions are 
described below. 

4>  Press Unfold to get  out  of unfold m ode. 
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I nit ially all the t im ing opt ions are set  to Global. You can cancel any 
individual t im ings and set  the t im e back to global t im ings by pressing 
the softkey for the opt ion then pressing [ Use Global] . 

The t im ing opt ions for the cue are:  

• Delay 

• Fade ( in)  

• Fade Out  

• Fixture Overlap 

• Link with previous step 

• At t r ibute t im es (see next  sect ion)  

Linking can be set  to [ Link After Previous]  ( the chase will run 
automat ically)  or [ Link Wait  For Go]  which will stop the chase unt il 
you press Go. 

8 .5 .3  Set t ing at t r ibute fade t im es for  a  cue in a  chase 

For each cue in a chase, you can set  individual fade t im es for each 
at t r ibute group (such as posit ion) . I f you set  a t im e, it  overr ides the 
norm al t im es. You can use the Cue View window, or the Unfold 
funct ion to set  at t r ibute t im es. 

To set  an at t r ibute group fade t im e:  

1>  Press Window Open or the Unfold but ton, then the Swop but ton 
of the chase to be edited. 

2>  Press [ Edit  Tim es]  then touch the cue you want  to edit  in the 
Playback View, or if using Unfold, press the Swop but ton of the 
unfolded cue you want  to edit . 

3>  Press the At t r ibute Opt ions but ton ( r ight  hand side)  for the 
at t r ibute you want  to change. 

4>  Press [ Delay]  to set  delay t im e or [ Set  fade]  to set  fade t im e.  

5>  Type the new t im e using the num eric keypad and press Enter to 
save it ,  or press [ Use Global]  to delete the at t r ibute t im es and 
go back to the norm al t im es. 

6>  Press Enter to save the changes.  

 

 

8 .6  Advanced opt ions 
To set  opt ions for a chase, press [ Playback Opt ions]  on the root  
m enu, then press the swop but ton of the playback to be edited. 

The same opt ions are available as for Cues (see sect ion �  on page 
137) , with som e addit ional opt ions for Chases:  

8 .6 .1  Loop/ Stop on Final Cue 

Opt ion B lets you specify whether the chase will loop back to the 
beginning or stop on the final cue. 

8 .6 .2  Forw ards/ backw ards/ bounce/ random  

Opt ion C sets the direct ion of the chase. 
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8 .6 .3  Cue linking 

Opt ion D sets how the cues in the chase are linked. The set t ings are:  

• [ Always Link Steps] :  The chase will run on its own using the 
t im es 

• [ Never Link Steps] :  The chase will pause after every delay/ fade 
t im e for the user to press Go. 

• [ Link according to individual steps] :  Each step in the chase will 
obey its individual link set t ings which are set  using the Playback 
View window or the Unfold funct ion. 

 

When a chase is unlinked, raising the fader does not  fire 
the first  cue, which can be a problem . To get  round this, 
if the chase is not  looped, sim ply link the first  cue to the 
previous one. I f the chase is looped, add a dum m y step 
at  the end with 0 sec fade, 0 sec delay and link the first  
step to this one. 

 

 

8 .6 .4  Renum ber cues 

Opt ion [ Renumber cues]  will renumber all the cues in the chase 
start ing from  1. 
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9 . Cue Lists 
 

Cue Lists allow you to record a sequence of cues, each of which can 
have its own t im ings and can be t riggered by the Go but ton or run 
automat ically to the next  cue. This allows you to build a complete 
show in a single list  and is ideal for theat r ical shows where the show 
m ust  be exact ly the sam e each t im e. Cue lists can also be useful in 
busked shows, especially on consoles with a sm all num ber of 
playback faders, to offer a num ber of different  looks on one fader. 

Cue lists differ from  chases in the way the console handles changes 
between cues. Cue lists t rack fixture state from  previous cues and will 
only change the fixture state if you have m odified that  fixture in the 
cue;  if there are no changes stored for the fixture, it  will remain in 
the sam e state. Chases on the other hand would crossfade between 
cues, fading out  all fixtures which have no stored inform at ion in the 
new cue.  

You can change the t racking behaviour of cue lists using the t racking 
opt ion for each cue:  Block, This Cue Only and Solo (see sect ion 9.6.9 
on page 166) . 

To view the contents of a cue list , touch the playback screen relat ing 
to the fader or press Window Open then the swop but ton of the 
playback.  

 

9 .1  Creat ing a cue list  

9 .1 .1  Program m ing a cue list  

Programming a cue list  is sim ilar to recording a chase. 

You need to set  up the look on the stage for each cue and then add it  
to the cue list . I f you want  to set  fade t im es, you can either set  them  
while saving the cues or later. 

1>  Press Record then [ Create Cue List ] .  

2>  Press the blue Select  but ton of the playback where you want  to 
store the Cue List  (you can also store cue lists in the Playbacks 
window) . 

3>  Select  the Record Mode of the console:  by Fixture, Channel, 
Stage or Quick Build;  using [ Record Mode Channel]  is best  as 
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you are sure to only record the at t r ibutes you have explicit ly 
set , but  you do need to m ake sure you have changed all the 
things you want  to be recorded so they are in the program m er.  

4>  Set  the default  Fade and Delay t im es, and autom at ic cue 
linking, using [ Set  Tim es] . These set t ings will be allocated to 
every new cue. 

5>  Set  up the look for the first  cue, either m anually or by using 
“ I nclude”  on exist ing cues. You can use the Shape Generator 
and the Pixel Mapper. 

6>  I f you require a legend for the cue, set  it  now using [ Legend] . 
You can also change this later using Unfold or Set  Legend (see 
next  sect ion) . 

7>  Press the Select  but ton of the handle or [ Append Cue]  to store 
the program m er contents as Cue 1 of the cue list . 

8>  Repeat  from  step 5 for the next  cue. Do not  press Clear in 
between cues, unless you want  levels to t rack through from  
previous cues, as any faders m oving to zero will not  be stored. 
I f you do press clear, you m ust  m ake sure that  all channels you 
want  to record are selected or in the program m er ( inverted 
display) . 

9>  Press Exit  to finish when you have stored all the cues you want .  

 

• [ Record Mode]  lets you select  Record By Fixture (all at t r ibutes 
of any m odified or selected fixture are saved) , Record By 
Channel (only m odified at t r ibutes are saved) , Record Stage (all 
fixtures with a non-zero dim m er channel are saved)  or Quick 
Build (allows you to build a cue from  other playbacks or 
palet tes;  select  the playbacks/ palet tes you wish to use and 
press [ OK] ) . 

• Record By Channel is useful if you want  to layer this cue list  
with other playbacks to create an effect . 

• You can reopen the cue list  to add m ore cues by repeat ing the 
procedure above;  this does not  affect  any cues already stored 
in the cue list .  

• To add m ore cues to the end of the exist ing cues press [ Append 
cue] . 

• To edit  an exist ing cue, press [ Cue Num ber= ]  and type the cue 
num ber to edit . Make the changes then press [ Update Cue x] . 

• To insert  new cues, see sect ion 9.3.5. 

• The Advanced Opt ions m enu allows you to renum ber all the 
cues, and to change the num ber of an exist ing cue. 

• There is no lim it  to the number of cues in a cue list .  

• Cue lists offer a Move I n Dark funct ion which will move fixtures 
to the correct  posit ion for their  next  cue while they are set  to 
zero intensity. See sect ion 9.6.10 on page 166. 

• You can change the t racking m ode of each cue. See sect ion 
9.6.9 on page 166. 
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9 .1 .2  Changing legends for  cues in a  cue list  

You can set  a legend for each cue, which is shown on the screen 
when running the cue list  and can be helpful for keeping t rack of 
where you are.  

1>  Press [ Set  Legend]  in the top level m enu. I f you are set t ing 
legends for several cues, press Menu Latch to latch the Set  
Legend m enu. 

2>  Press the Select  but ton of the Cue List . 

3>  The cues in the cue list  are shown on the screen. Touch the list  
or use Wheel A to select  the cue which is to have a legend set . 

5>  Press [ Cue Legend]  and type the legend on the keyboard, then 
press Enter. 

6>  I f you latched the m enu, you can cont inue to set  legends for 
other cues, or press Exit  to finish.  

9 .1 .3  Autoloading a playback w ithin a cue list  

You can program  a cue within a cue list  to autom at ically load one or 
m ore playbacks when the cue fires. The playback can be a single cue, 
a chase or another cue list . This can be a useful way to t r igger chases 
or effects from  the cue list .  

You can either autom at ically save act ive playbacks as Autoloads, or 
you can manually allocate Autoloads to cues. 

To autom at ically record act ive playbacks as Autoloads:  

1>  After select ing Cue List  Record, turn on [ Autoload Live 
Playbacks]  in the [ Advanced Opt ions]  m enu of the cuelist  
record screen. 

2>  Turn on the playbacks you wish to load for this cue. 

3>  Save the cue. Act ive playbacks will be saved as Autoloads.  

 

To manually edit  autoloads:  

1>  Press [ Playback Opt ions]  in the top level m enu. 

2>  Press the blue Select  but ton of the Cue List . 

3>  Press [ Autoload] . 

4>  The cues in the cue list  are shown on the screen. Use Wheel A 
to select  the cue which is to have the Autoload set . 

5>  Press the Select  but ton of the playback which is to be loaded. 
The playback legend appears on the softkeys. 

6>  You can cont inue to add Autoloads to other cues, or press Exit  
to finish.  
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The Autoloaded playback will be fired when the cue starts, and killed 
when the cue list  m oves on to the next  cue, unless you have also 
loaded the playback into the next  cue. 

You can set  opt ions for each Autoloaded playback by pressing the 
softkey where the Autoloaded playback is shown. 

For a cue, the only opt ion is [ Remove this Autoload] . 

For a chase or cue list , softkey B lets you select  whether to load the 
playback from  the start , to start  at  a specific cue, or to press Go on 
the target  playback. 

9 .1 .4  Running a key m acro from  a cue list  

You can program  a cue within a cue list  to t r igger a key m acro. This 
allows you to set  up custom  act ions which can be perform ed when a 
cue in a cue list  fires;  for exam ple you m ay want  to lam p on your 
fixtures as the first  cue in the cue list . 

1>  Press [ Playback Opt ions] . 

2>  Select  the cue list . 

3>  Select  [ Macros] . 

4>  I n the Playback View window, select  the step you want  to add a 
m acro to. 

5>  Press the but ton(s)  for the m acro(s)  you want  to at tach to the 
step. Or press [ Add]  and choose an act ion from  the list . 

3>  The “Macros”  colum n shows the m acros you have added.  

• You can rem ove m acros by select ing the cue, pressing the 
softkey for the m acro you wish to rem ove and then pressing 
[ Rem ove Link] . 

9 .1 .5  Keyboard shortcuts/ syntax for  cue lists 

The following keyboard syntax can be used for fast  cue list  recording 
and edit ing. These com m ands work for the selected or current ly 
connected playback where < n>  is the cue num ber. 

Record , Connect , < n> , Enter (Record cue n)   

• Copy, Connect , < n>  (Copy cue n)   

• Delete, Connect , < n>  (Delete cue n)   

• I nclude, Connect , < n>  ( I nclude cue n)   

• Connect , < n> , Go. (Go cue n)   
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9 .2  Cue List  playback 

9 .2 .1  Running a cue list  

Raise the fader of the cue list  and press the Go but ton to run the first  
cue. The bot tom  sect ion of the display shows the cue list ;  the current  
cue is highlighted in grey and the next  cue has a box round it .  

 

Also the display relat ing to the playback fader shows inform at ion 
about  the cue list , including the current  and next  cue, fade progress 
of the current  cue, and fade in/ out  t im es. 

 

• The HTP levels of cues in the cue list  are mastered by the fader 
level. 

• You can pause a fade by pressing the Stop but ton above the Go 
but ton. Press Go again to resum e the fade. 

• You can skip to any cue in the cue list  by select ing a “next ”  cue 
using Wheel A, or using the left / r ight  arrow keys. When you 
press Go, the cue list  will run that  cue next . 

• You can snap back to the previous cue by pressing the Snap 
Back but ton 

• You can jum p direct ly to a cue by pressing the Connect  but ton, 
then typing in the desired cue num ber, then pressing Enter or 
softkey A. Alternat ively at  the top level m enu you can type the 
cue num ber then press Connect . 

• You can use Key Profiles to set  the blue and grey but tons of the 
playback to have various funct ions including Go, Stop, Connect , 
Next  Cue, Prev Cue, Cut  Next  Cue To Live, and Snap Back. 

• When you lower the fader for a cue list ,  the HTP channels will 
fade out , but  the cue list  will remain act ive. The sect ion below 
details how to kill the cue list . 

• You can use t im ecode to play back a cue list  autom at ically. See 
sect ion 9.5.5 on page 163. 

9 .2 .2  Killing a cue list  

Once a cue list  is fired, it  remains act ive unt il you kill it .  You do this 
by holding down the Avo Shift  but ton  and pressing the blue Select  
but ton of the cue list ’s handle.  
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You can change this in the Playback Opt ions to m ake the cue list  
autom at ically clear when the fader reaches zero (press [ Playback 
Opt ions]  at  the program  m enu, then press the Select  but ton of the 
cue list ,  then select  [ Fader Mode I ntensity Kill At  0] . 

You can also use Key Profiles to configure one of the handle but tons 
to release the cue list . 

9 .3  Edit ing cue lists 

9 .3 .1  Playback View  w indow  

The easiest  way to edit  a cue list  is using the Playback View window 
(press Window Open then the select  but ton for the cue list  to open 
it ) .  This shows a grid with each cue and allows you to change m ost  
features of the cue. Click on the item  you want  to change in the gr id, 
and the softkeys will offer you the different  opt ions. 

To change mult iple cues at  once, draw a box across the item s you 
want  to change. 

9 .3 .2  Edit ing values in Cue View  w indow  

You can edit  the value of every fixture in each cue using the Cue View 
window. Press the View Cue but ton at  the r ight  hand end of the 
Playback View window. 

 

You can then click on the values you want  to change and edit  them  
using the softkeys. 

• The context  m enu but tons allow you to view levels, shapes, 
effects and t im es for each at t r ibute of each fixture in each cue. 

• I f levels are set  from  a palet te, the View Palet tes but ton either 
shows you the palet te used, or the underlying value. 

• I f the View Tracking Values but ton is selected, t racking values 
(values which have t racked through from  another cue rather 
than being stored direct ly in this cue)  are shown in light  grey. 

9 .3 .3  Moving and copying cues 

You can copy or m ove cues within a cue list  or to other cue lists. 
Either click and drag the cue in the Playback View window (press 
Window Open then the select  but ton for the cue list ) , or use Unfold 
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(next  sect ion) , or you can use a command- line style series of 
keypresses. 

Copy/ Move within the sam e playback:   

• COPY/ MOVE < playback>  < cue>  [ THRO < cue> ]  [ NOT < cue> ]  
[ AND < cue> ]  @ < cue>  ENTER  

• COPY/ MOVE < playback>  < cue>  [ THRO < cue> ]  [ NOT < cue> ]  
[ AND < cue> ]  ENTER < cue>  ENTER  

Copy/ Move to the end of the sam e playback:   

• COPY/ MOVE < playback>  < cue>  [ THRO < cue> ]  [ NOT < cue> ]  
[ AND < cue> ]  @ @  

• COPY/ MOVE < playback>  < cue>  [ THRO < cue> ]  [ NOT < cue> ]  
[ AND < cue> ]  ENTER ENTER  

Copy/ Move to a different  playback:   

• COPY/ MOVE < playback>  < cue>  [ THRO < cue> ]  [ NOT < cue> ]  
[ AND < cue> ]  [ @] [ ENTER]  < playback>  < cue>  ENTER  

Copy/ Move to the end of a different  playback:   

• COPY/ MOVE < playback>  < cue>  [ THRO < cue> ]  [ NOT < cue> ]  
[ AND < cue> ]  [ @] [ ENTER]  < playback>  ENTER  

• COPY/ MOVE < playback>  < cue>  [ THRO < cue> ]  [ NOT < cue> ]  
[ AND < cue> ]  [ @] [ ENTER]  < playback>  < playback>   

(< playback>  is a playback swop key, < cue>  is the cue num ber and 
sect ions in square brackets are opt ional)   

9 .3 .4  Edit ing a cue list  using Unfold 

The Unfold but ton places each cue of the cue list  on one of the 
playback faders. This allows you to fire and edit  each step individually 
as if it  was a stand-alone cue.  

1>  Press the Unfold but ton, then the Select  but ton of the cue list  to 
be edited. 

2>  The first  10 cues are loaded into the playback faders. The 
display shows the cue num bers and legends. 

3>  Raise a playback fader to output  the contents of that  cue ( fade 
t im es will operate as program m ed) . 

4>  Various Unfold opt ions are available, the details are below. 

5>  Press Unfold again to get  out  of unfold m ode. 

• To edit  the contents of a cue:  Press Clear to em pty the 
program m er, raise the fader to output  the cue, m ake the 
changes, press [ Record Step] , then the Select  but ton for the 
cue num ber. 

• To merge the programmer into the live step, double tap [ Record 
Step] . 

• To change the t imes or cue linking for the cue, press [ Edit  
Tim es] , then the Select  but ton for the cue, then set  the t im es 
(see Tim ing on the following page)  

• To I nsert  a new cue, set  up the look for the new cue, press B 
[ I nsert  Step] , then press the playback but ton where you want  
the new cue to go. All following cues will be shifted on by one 
and the new cue will be given a number in between the two 
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exist ing cues ( for exam ple, if you press playback 3, your new 
cue will be 2.5) . 

• To m ove or copy a cue, press the Move or Copy but ton, press 
the select  but ton for the cue you want  to m ove or copy, then 
press the select  but ton where you want  it  to go. 

• To Delete a cue, press the blue Delete but ton then the Select  
but ton for the cue you want  to delete. Press the Select  but ton 
again to confirm . 

• To change the cue legend, press [ Set  Step Legend]  then the 
playback select  for the step you want  to change. 

• I f the cue list  has m ore cues than there are playback faders, 
you can swop to the next  page using softkeys F and G. 

9 .3 .5  Using Update to change t racked cues 

Because fixture set t ings in a cue list  are t racked through from  
previous cues, if you want  to edit  a set t ing you need to find the cue 
where it  was originally set . 

The Update funct ion will go back through the cue list  from  the 
current ly fired cue and autom at ically update the correct  cue. 

1>  With the cue list  fired, select  the fixtures and change them  to 
the set t ings you want  to store. 

2>  Press Update. 

3>  Press Enter to im m ediately store the new values to the cue list . 

 Alternat ively, the softkeys show a list  of palet tes and playbacks 
which can be updated. Select  or deselect  these as required. 

4>  I f you have used the softkey opt ions, press Enter to com plete 
the update. 

• I f the at t r ibutes you have changed were t racked through from  a 
previous cue, Update will update that  cue rather than the 
current  one. 

9 .3 .6  Edit ing a cue list  w hich is running 

You can also edit  cues in a cue list  while you are running it  without  
using Unfold. 

1>  Fire the cue list  by raising its fader. 

2>  Use Wheel A to select  the cue num ber you want  to change then 
the Go but ton to jum p to it .  

3>  Press Clear to m ake sure the program m er is em pty. 

4>  Make the changes that  you want  to the current  step. 

5>  Press Record then Connect , then select  [ Replace] , [ Merge]  or 
[ I nsert  After]  to save the changes (pressing Rec.Step again will 
select  Merge) . 

6>  Press the Go but ton to jum p on to the next  step. 

 

• You can edit  the t im es for a cue using the Live Tim e and Next  
Tim e but tons as follows:  

1>  Fire the cue list  by raising its fader. 
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2>  Use Wheel A to select  the cue num ber you want  to change then 
the Go but ton to jum p to it .  

3>  Press the Live Tim e but ton to set  the t im es for the current  step, 
or the Next  Tim e but ton for the next  step. The Live and Next  
step num bers are shown on the display above the cont roller 
wheel. 

4>  Use the softkeys to set  the t im es, linking and overlap set t ings 
you want  (see sect ion 7.5.1 on page 133 for descript ion of the 
t im es) . I f you set  the [ Link to next  step]  opt ion to On, then the 
next  cue will not  wait  for the Go but ton. 

5>  Press the Go but ton to jum p on to the next  step. 

• The Review but ton lets you test  the live step with the new 
t im ings. 

• You can also use Unfold to set  the t im es as described in the 
Unfold sect ion above. 

 

9 .3 .7  Edit ing a cue list  w hile recording 

You can edit  cues while you are in the Record Cue List  m enu. 

1>  Press [ Cue Num ber= x]  and type the cue num ber to be edited. 

2>  The console will j um p to the cue and show the output . 

3>  Make the changes that  you want  to the program m ing of the 
current  step, or to the t im ings using [ Edit  Cue x Tim es] . 

4>  Press [ Update Cue x]  to save the changes. 

 

• You can’t  change the cue num ber using this m enu – if you press 
[ Cue Number]  this will change the cue you are edit ing. Use 
[ Advanced Opt ions]  to change cue num bers. 

9 .3 .8  Disabling a cue 

You can temporarily disable a cue using the Disable opt ion at  the 
r ight  hand end of the Playback View window. Select  the Disabled box 
and the softkeys let  you set  [ Cue Disabled] . When a cue is set  to 
Disabled it  will be skipped. This can be a useful way to remove a cue, 
but  st ill be able to put  it  back in later. 

9 .4  Copying, m oving, linking and delet ing 
This sect ion tells you how to copy or move the ent ire cue list  from  
one playback to another. For details of copying and m oving cues 
within a cue list  please see the previous sect ion. 

9 .4 .1  Copying or m oving a cue list  

Cue lists can be copied or m oved to a new playback, or you can 
create a linked copy of a playback. Move is useful for t idying up the 
console. 

This operat ion is exact ly the same as for Cues and is described in 
detail in sect ion 7.4.1 on page 132. 
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9 .4 .2  Delet ing a cue list  

You can delete a whole cue list  by pressing Delete then the Select  
but ton of the playback to be deleted. Confirm  the delet ion by pressing 
the select  but ton again, the [ Confirm ]  softkey, or Enter. 

9 .4 .3  Delet ing a cue from  a cue list  

To delete a single cue from  a cue list :   

1>  Press the Delete but ton. 

2>  Press the Swop but ton of the cue list . 

3>  The cues in the cue list  are listed on the screen. Use the left  
hand wheel to select  the cue you want  to delete, or type in the 
num ber of the cue to be deleted. 

4>  Press [ Delete Cue x]  to delete the cue. 

5>  Press [ Confirm ]  to confirm  the delete. 

• Alternat ively you can use the Unfold funct ion to delete a cue 
from  a cue list . 

9 .5  Cue list  t im ing 

9 .5 .1  Tim e and fade opt ions for  Cue Lists 

Time set t ings are independent  for each cue in the cue list . The display 
shows which cue you are working with. You can select  which cue is 
act ive using Wheel A or softkey A of the Cue Tim es m enu. 

See the diagrams in sect ion 7.5.1 on page 133 and sect ion 8.5.2 on 
page 148 for m ore inform at ion about  overlaps and fade t im es. 

1>  Press A [ Edit  Tim es]  at  the m ain Program  m enu then the Swop 
but ton of the Cue List . 

2>  To change which cue you are edit ing, scroll through the list  
using Wheel A or press [ Cue Num ber]  then type the cue 
num ber you want  to edit  and press Enter. The Chase arrow 
but tons to the r ight  of the Connect  but ton also step through the 
cues. 

• You can select  a range of cues, enabling you to alter the t im ings 
of mult iple cues all in one go, by using Wheel B, or in the 
Playback View window, dragging across the cues you want  to 
select  in the grid. 

• To set  the delay t im e between pressing Go and the cue start ing, 
press [ Delay I n]  then type a t im e in seconds and press Enter. 

• To set  the fade in t im e of the cue, press [ Fade I n]  then type a 
t im e in seconds and press Enter. Both HTP and LTP channels 
are affected by the fade.  

• The fade out  t im e of the cue is set  by default  to be the sam e as 
the fade in t im e. You can change the fade out  t im e by pressing 
[ Fade Out ] , then type the t im e in seconds and press Enter. To 
set  equal to Fade I n t im e, delete the t im e and leave the box 
blank. 
The fade out  t im e starts when the next  cue fires, so if you set  
the t im e to 1 second, the outgoing cue would start  a 1 second 
fade out  as the new cue begins its fade in. 
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• The [ Delay Out ]  set t ing of the cue would norm ally be used if 
the console links autom at ically to the next  cue, and sets a wait  
t im e before the next  cue starts its fade in. So the outgoing cue 
would start  to fade out , and the delay out  t im e would run 
before the new cue begins its fade in. 

9 .5 .2  Cue linking &  Link Offset  

Cues in cue lists may be linked together, allowing you to build up 
com plex self- t im ed sequences. The link opt ions are set  using the 
softkeys and are:  

• [ Link Wait  For Go] :  the cue waits for the Go but ton to be 
pressed then fires im m ediately. Link Offset  is disabled. 

• [ Link After Previous Cue] :  The cue fires when the previous cue 
has finished its delay in and fade in t im es. A Link Offset  can be 
set  to add a delay between the previous cue finishing and this 
cue fir ing. The offset  can be given as a t im e in seconds, or as a 
percentage of the fade t im e of the previous cue. 

• [ Link With Previous Cue] :  The cue fires at  the sam e t im e as the 
previous cue fires. A Link Offset  can be set  to add a delay 
between the previous cue fir ing and this cue fir ing, set  either in 
seconds or as a percentage of the fade t im e of the previous 
cue. 

 

These opt ions allow you to create complex self t imed sequences by 
building up simple steps. For example if you wanted the following 
effect :  

• Go is pressed, fixture one starts fading up over 20s 

• After 10s fixture two fades up over 15s 

• Both lights stay on for 5s 

• Both lights go off in 3s 

You could program  

• Cue 1 -  Fixture 1 @ 100% , Fade I n 20s, Link Wait  For Go 
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• Cue 2 -  Fixture 2 @ 100% , Fade I n 15s, Link With Previous, 
Link Offset  10s 

• Cue 3 -  Fixture 1 AND 2 @ 0% , Fade Out  3s, Link After 
Previous, Link Offset  5s 

 

To obtain the effect  which was called “cue overlap”  in 
previous versions of software, use [ Link With Previous 
Cue]  and set  a percentage Link Offset  t im e. Link Offset  
of 100%  is equivalent  to Cue Overlap of 0%  and vice 
versa. 

 

9 .5 .3  I ndividual at t r ibute fade t im es 

You can set  individual fade t im es for each I PCGBES at t r ibute group. 
You can also select  which fixtures this is applied to. For example you 
can m ake the posit ion change take 2 seconds, but  the colour change 
take 10 seconds. 

Addit ionally you can set  individual t im es for each at t r ibute so you 
could m ake the pan fade over a different  t im e to the t ilt .  

To set  t im es for an at t r ibute group, first  select  the Set  Tim es m enu 
and go to the cue you want  to set  as described above, then press G 
[ Next ]  to go to the second page of opt ions. 

1>  Press C [ At t r ibute t im es] . 

2>  All fixtures in the cue will be selected. I f you don’t  want  to 
change the t im es for any fixtures, deselect  them  now. You can 
press the ALL but ton (below Next  Tim e)  to select  all fixtures in 
the cue or Shift+ ALL to deselect  all fixtures. 

3>  Press the softkey for the at t r ibute group you want  to change. 

4>  Press A [ Delay]  to set  the delay t im e, or press B [ Fade]  to set  
the fade t im e. Press G [ Use global]  to rem ove the at t r ibute 
group t im ing and go back to the norm al delay/ fade t im es for 
the cue. 

• You can use [ I ndividual At t r ibutes]  to set  t im es for one at t r ibute 
within the group, for exam ple just  Pan from  within the Posit ion 
group. You can also use the Cue View window to set  t im es for 
individual at t r ibutes. 

 

9 .5 .4  Fixture overlap 

For each cue you can set  a ( linked together)  fixture overlap, which 
causes Titan Mobile to apply the set t ings in the cue to each fixture 
sequent ially giving a “ rolling”  change across the fixtures in the cue. 
This can create som e great  effects without  m uch program m ing on 
your part .  

• Press A [ Fixture Overlap]  (on the second page of the Cue Tim es 
m enu)  then enter 0-100 on the keypad to change how fixtures 
overlap in the cue. 100%  m eans all fixtures fade together ( the 
normal set t ing) . 0%  means that  the first  fixture will f inish its 
fade before the next  one starts. 50%  m eans that  the 2nd fixture 
will start  fading when the first  one is half way through its fade. 

• To change the fixture order when using overlap, press D [ Set  
Fixture Order] . Normally this is the order in which you selected 
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the fixtures when you program m ed the cue. The Fixture window 
shows the fixture order in large green num bers. Reorder the 
fixtures by pressing A [ Step Num ber]  then type the start  
num ber on the num eric keys, then press the fixture Select  
but tons in the order you want  them . For exam ple, to set  the 
order of 8 fixtures, press 1 on the keypad, then press the Select  
but ton of the fixture to be first , then the Select  but ton for the 
second, and so on. You can set  several fixtures to the same 
num ber if you want  them  to change sim ultaneously. 
I f you press a fixture but ton twice, it  will show X and be 
excluded from  the sequence. 
Press Exit  to finish set t ing the fixture order. 

 

9 .5 .5  Running a cue list  to t im ecode 

The console can run a cue list  autom at ically to a t imecode. This is 
very useful for com plex perform ances which m ust  be exact ly the 
sam e t im e after t im e, or for unat tended operat ion. Each step in the 
cue list  is assigned a t ime at  which it  will run. 

The t im ecode can be read from  the system  clock, from  an internal 
t im ecode source, from  MI DI  or from  Winam p. I nternal t im ecode is 
useful for programming a sequence which will later be t r iggered by an 
external t im ecode source.  

1>  Connect  the cue list  for which you want  to set  t im ecode. 

2>  Press [ Tim ecode]  on the top- level m enu. 

3>  Press softkey A to select  the desired t im ecode source. 

4>  Press [ Record] . 

5>  Start  the t im ecode source. I f using internal t im ecode, press 
[ Play]  to start  it .  

5>  Press the red Go but ton to step each cue at  the t im e you wish 
the cue to start . 

6>  Press [ Record]  when you have finished. 

To play back a t imecoded cue list , press [ Connected Cue Lists]  and 
select  the cue list  which is to be played. Then press [ Timer 
Disabled/ Enabled]  to enable the t im ecode input . 

When you start  the t im ecode source (or press [ Play]  if using internal 
t imecode) , each cue will f ire as the t imecode matches its 
programmed t ime. 

You can edit  the t im ecode for each cue by using Wheel A to select  the 
cue, then press Enter and type the new t im ecode for the cue. 
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While edit ing a t ime you can also use Wheel B to select  mult iple cues, 
and use the softkey opt ions to enter a value to change the t im e of all 
the cues (offset , add a fixed t im e or subt ract  a fixed t im e) . 

You can open a t im ecode display window to show you the incom ing 
t im ecode – press [ Open Workspace Window]  then [ Tim ecode] . 

 

 

9 .6  Advanced opt ions 
Advanced cue list  opt ions are set  from  the Playback Opt ions m enu. 
You can enter the playback opt ions m enu by doing the following 

1>  At  the top level m enu press [ Playback Opt ions] . 

2>  Press the select  but ton for the cue list  you wish to edit . 

  

9 .6 .1  Release m ask 

[ Release Mask]  lets you specify using the softkeys which at t r ibutes 
will be released back to their state in other live playbacks when the 
playback is killed. You can also use the At t r ibute Bank but tons on the 
r ight  side of the console to set  the m ask. The default  set t ing is to not  
release any at t r ibutes. 



9 .   Cue Lists -  Page 165 

 

 
 TitanUniversal_Man_v7-0_TM.doc  02 September 2013 

9 .6 .2  Fader m ode 

This opt ion sets how the cue list  fader behaves. I f set  to [ Fader Mode 
I ntensity Kill With Off] ,  the fader masters the overall HTP level and 
the cue list  rem ains act ive (connected)  even when the fader is 
lowered to zero. I f set  to [ Fader Mode I ntensity Kill At  0] , the fader 
masters the overall HTP level and the cue list  is killed when the fader 
is lowered to zero. I f set  to [ Manual Crossfader]  the fader behaves as 
a manual crossfade cont rol, and the cue list  will automat ically step on 
to the next  cue when the fader reaches the top or bot tom  of t ravel. 

9 .6 .3  Handle Paging 

This opt ion allows you to lock the playback on a handle so that  it  
always appears on that  handle no m at ter what  page is selected. 

I f you select  “Transparent  Lock”  then the playback will appear on the 
current  page if no other playback is program m ed in that  posit ion. 

9 .6 .4  Cue Opt ions 

This opt ion allows you to change set t ings for each cue in the cue list . 
To select  the cue num ber to edit , use the left  hand wheel or press 
softkey A then enter the cue num ber on the num eric keypad. 

• [ Curve]  allows you to set  a different  fade curve for the cue;  this 
affects how the fade progresses from  one cue to the other ( for 
exam ple you can select  a fade which starts off slow, speeds up 
in the m iddle and then slows down at  the end) . Press [ Curve]  
then select  a new curve from  the softkeys. The effect  of the 
various curves is described in sect ion 12.5 on page 195. 

• [ Link]  can be set  to Wait  for Go, With Previous Cue or After 
Previous Cue. See sect ion 9.5.2 on page 161.  

• [ Move in Dark]  opens the m enu for Move I n Dark opt ions, see 
sect ion 9.6.10. 

• [ Move I n Dark I nhibit ]  disables the Move I n Dark funct ion for 
this cue. 

• [ Tracking]  disables or enables t racking for this cue. 

• [ Legend]  allows you to set  a legend for the cue which is 
displayed on the cue list  display.  

• [ Notes= ]  lets you enter a note for the cue ( “Leaves stage 
pursued by bear”  or “wake up spot  operator” ) . 

• [ Autoload]  see next  sect ion 

• [ Cue disabled]  allows you to temporarily disable this cue, see 
sect ion 9.3.8. 

9 .6 .5  Autoload 

This opt ion allows you to autom at ically load a playback with a cue 
and is described in sect ion 9.1.3 on page 153. 

9 .6 .6  Macro Links 

You can link a key m acro to each cue in a cue list . See 9.1.4 on page 
154. 
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9 .6 .7  Key Profile  

Each playback can have an individual Key Profile allocated to it .  This 
allows you to custom ise the panel but ton funct ions different ly for 
each playback. A list  of available Key Profiles is shown, or you can 
add a new one. The softkeys show the funct ion allocated to the blue 
and grey but tons for each of the available Key Profiles.  

I f the playback Key Profile is set  to “None” , the default  global profile 
is used.  

9 .6 .8  Shape Size/ Shape Speed 

These opt ions allow you to set  whether shapes in the cue list  are 
replayed at  fixed size/ speed, or whether this should be set  by the 
playback fader posit ion. 

9 .6 .9  Tracking 

Tracking m ode (where each cue depends on the state of the previous 
cue)  m ay be changed using this opt ion. 

Set t ings are:  

• [ Block] :  the cue will not  take t racking states from  previous 
cues. All subsequent  cues will t rack from  the Block cue. 

• [ This Cue Only] :  changes in this cue will not  t rack to 
subsequent  cues. Unchanged states from  previous cues will be 
restored in subsequent  cues. 

• [ Solo] :  No states are t racked into or out  of a solo cue. States 
from  previous cues will t rack to subsequent  cues but  will not  
appear in the solo cue. 

 

9 .6 .1 0  Move I n Dark ( MI D)  funct ions 

When using moving lights in theat re, often you would like them  to be 
posit ioned ready for the next  cue so that  you do not  see them  
m oving. The Move I n Dark funct ion does this by autom at ically 
posit ioning the fixture for the next  cue when it  is not  lit .  

Move I n Dark opt ions can be set  either for the whole cue list  or for 
individual cues. 

Opt ions for the whole cue list  are set  by pressing [ Playback Opt ions]  
then the select  but ton for the cue list , then [ Move I n Dark] . 

• [ Disabled]  prevents Move I n Dark funct ions for all cues in the 
cue list  regardless of the individual cue set t ings. 

• [ Early]  will at tempt  to posit ion a fixture as soon as possible 
unless overr idden in an individual cue. 

• [ Late]  will posit ion the fixture as late as possible. 

• [ Off]  turns off Move I n Dark unless enabled in individual cues 
(default ) . 

For individual cues the opt ions are set  using the Playback Window. 

• [ Global]  uses the cue list ’s global set t ing (default )  

• [ Cue Num ber]  specifies a cue where you would like the m ove to 
occur 
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• [ Cue Offset ]  specifies a preferred num ber of cues in advance 

• [ Disabled]  prevents Move I n Dark for this cue 

• [ Early]  will move as early as possible 

• [ Late]  will move as late as possible. 

 

Move I n Dark delay and Move I n Dark fade t im es can be set  for the 
whole cue list  or for each cue using the Set  Tim es m enu. Each cue 
also has a Move I n Dark I nhibit  opt ion which prevents any 
m ovem ents during that  cue (useful if you need to prevent  fixture 
noise) . 

I f the fixture has its intensity above zero or Move I n Dark is inhibited 
when the Move I n Dark is supposed to occur, the console will at tempt  
the m ovem ent  in the nearest  suitable cue instead. 

9 .6 .1 1  Fire first  cue opt ion 

When this opt ion is enabled, the first  cue of the cue list  will 
immediately go when the fader is raised. The default  is Disabled. 
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1 0 .  Running the show  
So, it ’s showt im e. This chapter describes the funct ions of the console 
which are useful when running a show. 

1 0 .1  Playback controls 

1 0 .1 .1  Back up the show  

At  regular intervals while you are program m ing, and when you have 
finished program m ing (or you’ve run out  of t im e)  and it ’s showt im e, 
the m ost  important  thing is to save the show (see sect ion 2.3.5 on 
page 28 for inst ruct ions) . I t  is important  to also back up the show by 
saving it  to a USB drive, enabling you to swap to a different  console if 
there are problems. 

1 0 .1 .2  Label the console 

When you are running your show you will need to know where 
everything is. Use the Legend funct ions to set  onscreen labels, or you 
can’t  beat  the low tech m ethod of m arker pen and tape. 

 

1 0 .1 .3  Master faders 

Any playback fader on the console can be assigned to be a m aster 
fader, which allow you to set  the overall intensity of various areas of 
the console. Different  types of master fader are available:  

• Grand Master cont rols the intensity of all output  from  the 
console.  

• Swop and Flash m asters cont rol intensity of the swop/ flash 
but tons 

• Preset  m aster cont rols intensity of the preset  faders 

• Playback m aster cont rols intensity of all playbacks.  

To assign m aster faders, go to System  m ode and select  [ Assign 
Mastering] . 

By default , m aster faders are set  to have a t ransparent  lock, which 
makes the master fader remain in posit ion even when the playback 
page is changed. I f you don't  want this to happen you can change it  
by pressing [ Playback Opt ions]  from  the root  m enu then press the 
Swop/ Select  but ton of the m aster. 

1 0 .1 .4  Speed Masters 

Playbacks can be assigned to a Speed Master which allow you to 
cont rol the speed of shapes or effects stored in a cue (or in the case 
of chases, to m odify the speed of the chase) . 

There are eight  possible Speed Masters which allow you to separately 
cont rol the speed of different  playbacks, if you need to. 

A playback is assigned to a Speed Master by pressing [ Playback 
Opt ions]  then [ Speed Source] . The following speed sources are 
available:  
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• Local (default  -  no Speed Master)  

• BPM 1-4 (overr ide the local speed with a fixed value from  the 
m aster)  

• Rate 1-4 (proport ionally modify the local speed using the 
m aster)  

There is also a Rate Grand Master which, if used, proport ionally 
cont rols the four Rate Masters (BPM Masters are not  affected) . 

To use Speed Masters you will need to assign some handles on the 
console to act  as the Speed Master faders. Switch the console to 
System  m ode and select  [ Assign Mastering] . Special key profile 
opt ions are available for Speed Masters, BPM Masters default  to Tap 
Tempo. 

1 0 .1 .5  Group Masters 

You can assign a fader to cont rol the m aster intensity of each fixture 
group. To do this you sim ply save (or m ove)  the group but ton to a 
handle with a fader. 

The blue but ton will then select  fixtures in the group and holding the 
blue but ton gives you softkey opt ions to filter the select ion according 
to a pat tern. 

Using the [ Playback Opt ions]  com m and you can set  the fader m ode 
to the following:  

• Scale master (proport ional cont rol)  

• HTP (overr ide level if higher than current  output )  

• Lim it  (sets hard lim it )  

• Take Over (place fixture and its intensity in programmer when 
level matched)  

• Disabled ( ignore fader)  

I f the playback fader has a display area on the screen, the level and 
mode of the master will be shown. 

 

 

• When a group m aster is set  to disabled or moved to a handle 
without  a fader, it  will become locked at  the current  fader level. 
Re-enable or m ove back to a fader to adjust  the level. 

1 0 .1 .6  Flash and sw op but tons 

The Flash and Swop but tons on the playback faders m ay be used at  
any t im e to flash and solo cues and chases. The Flash but ton adds 
the playback into the current  output , the Swop but ton turns off all 
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other output . .  The Flash but ton can also be set  to Flash With Tim es  
which will use the pre-programmed t im ings of the cue when flashing. 

You can reallocate the funct ions of the Flash and Swop/ Select  but tons 
on the console using Key Profiles – see sect ion 12.3.4 on page 192. A 
useful alternat ive funct ion is Preload which allows you to pre-posit ion 
the at t r ibutes of the fixtures before you raise the playback fader, 
which is handy for avoiding unwanted m ovem ents (any fixtures which 
are already act ive in another playback will not  change when you use 
Preload) . You can also allocate Go and Stop but tons for cue lists and 
chases. To quickly change the key profile, hold Avo Shift  and press 
[ Edit  Key Profile] .  

The  screen relat ing to each playback 
faders shows the allocated funct ion of 
the blue and grey but tons. 

1 0 .1 .7  Playback prior ity 

You can set  playbacks to high prior ity if you do not  want  them  to be 
overr idden by other playbacks using the sam e fixtures. For exam ple, 
if you have a couple of fixtures act ing as a spot light , but  they are also 
program m ed into som e colour washes, you probably want  the 
spot light  cue to take prior ity over the colour washes. See sect ion 
7.6.5 on page 138. 

1 0 .1 .8  Locking a playback onto the sam e handle on every page 

Som et im es you m ight  want  to keep a playback accessible on a handle 
no m at ter which page you are on. The [ Handle Paging]  opt ion in the 
[ Playback Opt ions]  m enu lets you do that  without  having to copy the 
playback onto m ult iple pages. 

[ Locked]  ensures the playback always appears on that  handle no 
m at ter what  page is selected. Any other playbacks program m ed on 
that  handle on other pages will not  be accessible. 

[ Transparent  Lock]  means the playback will appear on the current  
page only if the handle is empty on that  page. I f a playback is 
programmed in that  posit ion on the new page, then that  playback will 
appear instead of the locked one. This can be useful if you only need 
the locked playback to appear on certain pages but  wish to reuse the 
handle on other pages. 

1 0 .1 .9  View ing act ive playbacks 

The Act ive Playbacks window shows details of which playbacks are 
act ive. This provides an easy way to see what  is current ly running. 

The top line of the but ton shows the page num ber and tells you 
where on the desk the playback is stored. The second line shows the 
legend, and the third line shows which at t r ibutes are affected by the 
playback. 



Page 172 – 1 0 .  Running the show 

 

  TitanUniversal_Man_v7-0_TM.doc  02 September 2013 

 

Click on a playback to instant ly kill it .  You can also press [ Playback 
Opt ions]  followed by the playback in this window to change 
param eters of the playback. 

1 0 .1 .1 0  Blind m ode 

You can set  the console to Blind m ode by holding down the Avo 
but ton and select ing [ Blind] . This allows you to program cues using 
the Visualiser window without  affect ing the look on the stage.  

1 0 .1 .1 1  Busking w ith palet tes 

I f you have not  had as m uch program m ing t im e as you would have 
liked, you m ight  need to m ake up som e addit ional effects during the 
show. This is som et im es called “busking” , and is where the fun starts!   

You can create instant  variat ions by recalling palet te values to modify 
your exist ing cues. The console can fade to the palet te values for 
added effect . 

1>  Select  som e fixtures which are already in use on stage. 

2>  Type “2”  (or any t im e, in seconds)  on the num eric keypad. 

3>  Touch a Palet te but ton to recall a palet te. 

4>  The selected fixtures will change to the new palet te over a t im e 
of 2 seconds. 

 

I f the palet te contains program m ed t im es, you can change the Key 
Profile of the palet te but ton to set  whether the programmed t imes will 
be used or not . (Press Avo Shift+ [ Key Profiles] , then [ Palet tes]  to set  
the key profile) . Opt ions are [ Palet te is fired ignoring its t imes]  or 
[ Palet te is fired with its t im es] . You can also set  whether the palet te 
will take precedence over a flashed cue or not . A t im e entered 
manually as above will always overr ide a programmed t ime. 

When a fade is entered, you can also change the “Fixture Overlap”  
using softkey A. This allows you to create “ roll”  or “peel”  effects when 
using a series of fixtures. With overlap= 100% , all fixtures change at  
the same t ime. I f overlap= 50% , the second fixture will not  start  it s 
fade unt il the first  fixture is half way (50% )  through fading. The order 
of the fixtures is set  by the order in which you selected them. 
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The palet te fade t im e rem ains act ive while the Palet te Fade menu is 
open. Press Exit  to leave the m enu and return to instant  palet te 
recall.  

I f you apply a palet te with a fade t ime, then it  will be overr idden by 
the next  cue (so if you fade to green using a palet te, then fire a cue 
which sets those fixtures blue, they will go blue) . I f you apply a 
palet te without  a fade t ime, it  will go into the programmer and 
overr ide any subsequent  cues (so if you use a green palet te with no 
fade, the fixtures will be locked in green unt il you press Clear) . 

Having the palet te overr idden by the next  cue is quite useful when 
“busking” . I f you need to “ snap”  a palet te but  st ill have it  overr idden 
by the next  cue, set  a fade t im e of 0 ( leaving the Palet te fade m enu 
open) . 

When programming your palet tes, group all the colour palet tes in one 
area of the console, posit ion palet tes in another area, and so on. This 
helps you to find them  when the show is running and the pressure is 
on. 

I f you are light ing a band, m ake posit ion palet tes for every person on 
stage so you can spot light  them  for those unplanned solos. 

You can use the Off funct ion (see sect ion 7.3.5 on page 131)  when 
program m ing to set  som e cues to only affect  posit ion, and other cues 
to set  colours, gobos, add shapes, and so on. By com bining two or 
m ore cues you can produce a m uch wider range of effects than if all 
your cues set  all the at t r ibutes. However, for this to work well you 
need to m ake sure you know what  at t r ibute is going to be affected by 
each cue;  as if you fire two “colour only”  cues then nothing is going 
to light  up. 

1 0 .2  Using m ult iple on- screen w orkspaces 
On the screen you can configure different  “workspaces”  which store 
how the various windows are displayed. This allows you to quickly 
recall different  setups. Workspaces are stored and recalled from  the 
touch but tons to the left  of the m enu but tons. 

1 0 .2 .1  View  m enu 

Pressing Window Open (by num eric keys)  takes you into the View 
m enu. From  here you can set  up what  is shown on the screen.  

• [ Window Opt ions]  allows you to reposit ion and resize windows. 

• [ Open Workspace Window]  gives a list  on the softkeys of all the 
possible windows, allowing you to open the one you need. 

1 0 .3  Organising the console 
I f the layout  of the fixture but tons, palet tes or playbacks has becom e 
a bit  m ixed up during program m ing, you can use the Move funct ion to 
m ove recorded item s around and produce a bet ter layout . When an 
item  is moved, all links to other recorded items are retained. 

1 0 .3 .1  Using the Move funct ion 

To m ove fixtures, palet tes, groups and playbacks is very sim ple. 

1>  Press Avo and the Copy but ton to select  Move m ode. 

2>  Press or touch the select  key(s)  of the item (s)  to m ove. 
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3>  Press or touch the select  key of the dest inat ion. 

When m oving a range, it  is possible to select  a range containing 
different  types of item s, and there can be gaps between them . I n this 
case, you can set  opt ion B to [ Bunch Up]  to have all of the gaps in 
the range removed. 

[ Swap I tems if Required]  will at tempt  to reposit ion any exist ing 
handles which are in the way of the move. This is useful when 
rearranging handles on a page which is nearly full.  

• I f there is not  enough space, ( there is an item  in the way or 
there is not  enough space before the end of the page)  then the 
act ion will not  be completed. 

1 0 .4  Set  List  w indow  
The Set  List  window is a handy way of linking playback pages to 
songs/ events in your show which you can then easily step through. 
You can also m ake notes, handy for avoiding bits of paper lying 
around. You can have mult iple set  lists in a show. 

The Set  List  feature works best  if you have a page of playbacks for 
each song in the show. 

 

A set  list  is m ade up of t racks. When a t rack is added it  autom at ically 
links to the current  page. Pressing the play but ton next  to the t rack 
will automat ically select  the correct  playback page (except  on Pearl 
Expert , because the rollers cannot  be m oved autom at ically) . 

To create a Set  List , click the plus but ton in the top r ight  corner of 
the window. You can choose Empty, Pages, and Build. Pages will 
autom at ically create a set  list  using the legends of your exist ing 
playback pages, one page per t rack. Build allows you to select  the 
pages in the order you want  them. Or you can m anually add a t rack 
using the plus but ton below the t rack list . 

Enter notes by select ing a t rack and clicking the notes but ton, bot tom  
r ight , or the Edit  Note context  m enu but ton. 

• You can tem porarily rem ove a t rack from  the set  list  using the 
Park Track context  m enu but ton. 



1 0 .   Running the show -  Page 175 

 

 
 TitanUniversal_Man_v7-0_TM.doc  02 September 2013 

• I f you prefer to operate by using the Page+ / Page-  but tons, you 
can change the funct ion of these but tons to step through the 
t racks in the set  list  window, using the Page Mode context  
m enu but ton. When Page Mode is set  to Set  List , the 
Page+ / Page-  but tons are reassigned to step through t racks in 
the Set  List , and the playback pages will automat ically change 
as program m ed in the Set  List . Set  Page Mode to Norm al to 
restore normal operat ion. (Not  available on Pearl Expert ) . 

• You can copy, m ove or delete t racks using the appropriate 
funct ion but tons on the console. 

• You can change the legend of the Set  List  or of individual t racks 
using the [ Set  Legend]  opt ion. 

1 0 .5  MI DI  or  DMX rem ote t r iggering 
You can set  up the console to allow m ost  features to be t r iggered by 
external events. This is very useful in com plex shows or when using 
in an autom ated setup. 

1 0 .5 .1  Connect ing rem ote t r igger sources 

To connect  a MI DI  source, connect  it  to the MI DI  in connector on the 
console. 

DMX inputs are connected to one of the DMX output  connectors using 
a DMX male to male gender changer cable. (This is a sim ple plug to 
plug cable with all pins wired st raight  through, i.e. 1-1, 2-2 and 3-3) . 
Titan Mobile m ay require an update of the USB Expert  software to 
enable this funct ion, this can be downloaded from the Avolites 
website. 

1 0 .5 .2  Set t ing up rem ote t r iggering 

Enter System mode and select  [ Triggers] . The Triggers window will 
open.  

 

The left  hand side of the window has a list  of t r igger sets. The “classic 
Pearl”  MI DI  t r igger implementat ion is provided as one of these. Each 
set  of t r iggers can be enabled or disabled using the but ton at  the 
r ight  hand end of the m apping nam e. 
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1>  Add a new m apping using the +  but ton at  the bot tom  of the left  
hand colum n, and enter a nam e for it .  

2>  Add a t r igger to the m apping using the +  but ton in the r ight  
hand colum n or softkey [ Add t r igger] . 

3>  Select  [ Tr igger Type]  as [ Hardware]  to t r igger a physical but ton 
press or fader m ove, or [ I tem ]  to t r igger a screen but ton 
(playback, fixture, palet te, group or m acro) . 

4>  Press the but ton or m ove the fader to be t r iggered. The screen 
will update to show you what  has been t r iggered. For I tem  
t r iggers you can select  different  act ions using the [ Act ion]  
softkey. 

5>  Press [ OK] . You have now set  up the console act ion which is to 
be t r iggered. 

6>  Now you need to set  up the external st im ulus which will cause 
the t r igger. Select  [ Tr igger Type]  as DMX or MI DI . For DMX, 
press [ DMX Port ]  to select  which DMX port  you are using for 
DMX input . You will need to switch the DMX port  to Rx m ode 
using the m enu opt ion provided. 

7>  Generate the st im ulus from  your device ( for exam ple play the 
MI DI  note, or turn on the DMX channel) . I f the [ Learn]  opt ion is 
set  to On, the console will autom at ically detect  the st im ulus. Or 
you can enter the details using the softkey opt ions. 

8>  For DMX t r iggers you can select  the address for t r iggering. For 
MI DI  t r iggers you can select  MI DI  channel, MI DI  Com m and, 
Value, and Level (velocity)  ranges.  

9>  Press [ Add]  to add the t r igger to the list . 

10>  The window will show the t r igger st im ulus and the act ion to be 
carr ied out . 

You can cont inue to add other t r iggers to the m apping. 

 

 

 

To delete a t r igger from  the mapping, select  it  in the list  and press 
the rubbish bin but ton at  the bot tom . 
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To delete a complete mapping, select  it  and press the rubbish bin 
but ton at  the bot tom  of the left  hand colum n. 

1 0 .5 .3  Classic Pearl MI DI  t r iggers 

This t r igger m ap sets up the console to m im ic the MI DI  setup of the 
classic Pearl software. I t  is used for t r iggering playbacks from  MI DI . 

I n this sect ion MI DI  com m ands are shown in hexadecim al using the $ 
sign, for exam ple $Cn, where n represents the MI DI  channel being 
used. n is a num ber from  0 to 15 represent ing MI DI  channels 1 to 16. 
So to send “program  change value 4 on channel 2”  you would send 
$C1 $04 (193 004 in decim al) .  

Most  MI DI  equipment  or software will do all this for you without  you 
needing to know about  the num bers. 

Set  playback page : program  change ($Cn xx)  
 

Page 1 2 3 4 5 … 28 29 30 

xx $00 $01 $02 $03 $04 … $1B $1C $1D 

exam ple  $Cn $02 Console changes to Page 3 

 

Turn on a playback: note on ($9n pp ll)  

Note num ber (pp)  =  playback number, from  0 -  14 (decimal)   

Key velocity ( ll)  =  playback level, from  0 -  127 (decim al) . 127= Full  

exam ple $9n $03 $40     Playback Fader 4 at  50%  level. 

(Note that  Playback Fader num bers start  at  zero, so subt ract  one 
from  the num ber on the console to get  the MI DI  note num ber) . 

To turn off a playback, send a note on com m and with velocity= 0. The 
console does not  recognise MIDI  note off ($8n)  com m ands. 

 

Stop/ run/ step a chase etc: after touch ($An pp cc)  

Note num ber (pp)  =  playback num ber, from  0 -  19 (decimal)  

Aftertouch value (cc)  =  cont rol codes:  

 $00 stop chase 
 $01  run chase 
 $02  restart  from  step 1 
 $03 fade to next  step using programmed fade t imes 
 $04 snap direct ly to next  step 

 

1 0 .6  Running a second console as backup 
On m any shows it  is important  to have a backup console running in 
case the main console fails during the show. Titan allows you to run a 
second console over the network which it  keeps synchronised with 
the m ain console. Should the worst  happen, a single keypress can 
t ransfer cont rol to the backup console. 



Page 178 – 1 0 .  Running the show 

 

  TitanUniversal_Man_v7-0_TM.doc  02 September 2013 

1 0 .6 .1  Set t ing up consoles for  backup 

Any Titan console can act  as backup for any other console, they do 
not  have to be the sam e m odel. For exam ple you could run Titan 
Mobile as backup.  

However do think about  what  parts of your show you will not  be able 
to access if the backup device has less faders/ handles than the m ain 
console. 

1>  Connect  both consoles to the sam e network and ensure they 
are set  to the sam e I P range (see sect ion 14 on page 205) . 

2>  Press Disk, [ TitanNet  Sessions (Backup) ] . 

3>  Consoles available for backup will be listed in the softkeys.  

4>  Select ing a console will place that  console into backup m ode 
and sync the show to it .   

5>  The backup console will show a display indicat ing the backup 
status and show nam e. 

I n backup m ode the backup console screen displays the current  
connect ion and sync status including current  show nam e.  

A green line between consoles represents a good connect ion. I f a red 
line is shown there is a problem with the network connect ion. A blue 
line will appear during sync operat ions. 
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• Shows will automat ically sync whenever a show is saved on the 
m ain console ( including autosave) . You can also choose to sync 
at  any t im e by select ing [ Sync Now] .  

• Pressing [ Exit ]  will abort  backup.  

• [ Takeover]  will enable cont rol on the backup console and 
disable DMX output  on the main console. A prompt  will appear 
on the m ain console to warn that  DMX has been disabled. On 
touch consoles touching on this prompt  will open the 'Exit  Safe 
Mode' m enu with a softkey opt ion to re-enable output . On the 
Pearl Expert  you can re-enable DMX output  via the shift  (Avo)  
m enu. 
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1 1 . Rem ote control 
With the addit ion of an external Wireless Access Point , the console 
can be remote cont rolled using Wi-Fi from  an Android or iOS mobile 
device such as a sm artphone or tablet . This can be invaluable when 
r igging, test ing and focusing. You can also run and store playbacks 
and palet tes from  the rem ote. 

You can connect  m ult iple rem otes to the console and the console 
itself remains funct ional while the remote is connected. 

 

 

The rem ote funct ion operates using the Avolites Rem ote app on the 
mobile device. This can be downloaded from  the Google Play store or 
Apple App Store. 

1 1 .1  Set t ing up the rem ote 
All you need to do is m ake sure that  the console is on the sam e 
network as your mobile device. The app will automat ically detect  all 
the consoles on the network. 

 

Ensure that  Wifi security is enabled on the network you 
are using, as anyone who can connect  to the wifi will be 
able to cont rol the console. You don’t  want  som eone in 
the audience taking over the show. 

 

• You m ay experience problem s with the rem ote if you have an 
internet  router on the network, as this m ay route show t raffic to 
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the internet  rather than between the rem ote and the console. I f 
the rem ote does not  work properly, disconnect  your router from  
the network. 

1 1 .1 .1  Using an exist ing netw ork 

I f you are connect ing to an exist ing network, DHCP will probably be 
enabled which will automat ically set  suitable I P addresses on the 
console and mobile device. All you should need to do is to plug the 
console’s Ethernet  connect ion into the network. 

I f the console is set  to have a fixed I P address you will need to 
m anually set  a suitable I P address for the network – consult  the 
person who m anages the network. 

1 1 .1 .2  Netw ork setup using a dedicated access point  

This is a basic setup assum ing that  the console is connected direct ly 
to an access point . For inform at ion on set t ing up your Wireless Access 
Point  please refer to the docum entat ion provided with it .   

• We advise using a proper wireless access point  rather than a 
wireless router (ADSL router) . Although routers are cheaper, 
the WiFi connect ion through to the Ethernet  is often slower. 

You need to set  up the network set t ings on the Wireless Access Point , 
the mobile device and the console so that  they can com m unicate with 
each other. I n this exam ple we use an Android sm artphone but  other 
devices are sim ilar. 

1>  I n the access point ’s adm in screen, give the access point  an I P 
address such as 10.0.0.1, m ake sure wireless is switched on 
and enable the DHCP server. Take note of the nam e of the 
wireless network (SSI D) . 

2>  Connect  an Ethernet  cable from the back of the console to the 
access point . 

3>  Set  the I P address of the console:  Switch to System , select  
[ Network Set t ings] , press [ Local Area Connect ion] , then press 
[ Set  I P 10.* .* .* ] .  

4>  On the m obile device, go to WiFi set t ings or Network Set t ings 
and ensure Wi-Fi is set  to on. 

5>  Select  the wireless network from  the list , the nam e you took 
note of earlier. The m obile device should autom at ically get  an 
I P address from  the access point . 

6>  Run the Titan Rem ote app. You should see the console listed. 

1 1 .2  Operat ing the rem ote 
To connect  to the console, open the Titan Rem ote app and a list  of 
available consoles will be shown -  hopefully if you have done the 
network setup correct ly, you will see your console listed. 

There is also a local emulator which can be used to test  or 
dem onst rate the rem ote when no real console is connected. 

 

Choose what  you want  to cont rol using the row of but tons across the 
m iddle of the app. The Keypad but ton enables or disables the num eric 
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pad ( the keypad overlays all the other screens, so you will need to 
turn it  off to see the others) . 

1 1 .2 .1  Keypad 

The keypad screen lets you do m ost  com m on tasks in the way a 
program m er's rem ote norm ally works. You can turn on/ Locate 
fixtures and dimmers either singly or together.  

 

The User Num ber of the fixture or dim m er is used for cont rol. For 
example to turn on dimmer 3 at  50%  you would press:  

3@5 

To turn on dim m ers 1-10 at  80%  you would press:  

1 Thro 10 @ 8 

For 100%  you just  press @ twice, for exam ple 

1 Thro 10 @ @ 

To locate one or m ore fixtures, press Locate instead of the @ but ton. 
You can select  mult iple ranges of dimmers or fitures using the And 
but ton, for exam ple 1 Thro 10 And 20 Thro 30 @ 6.  

1 1 .2 .2  Controlling fixtures 

The fixture screen allows you to select  fixtures exact ly as you would 
on the console. 
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You can then use the Palet te screens to cont rol the fixtures, or press 
the I PCGBES but tons to direct ly cont rol funct ions of the fixtures using 
wheels. 

You can scroll the fixture screen up and down by dragging the 
window. To view the fixture pages, drag the Pages bar to the r ight . 

Press the All but ton to select  all f ixtures. Hold down the All but ton to 
step through various select ion pat terns (odd, even etc) . 
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The wheels show funct ion values (such as colours or gobo nam es) . To 
go to the next  funct ion, just  touch the arrows at  the top or bot tom  of 
the wheel. To manually scroll the value, spin the wheel with your 
fingers. I f there are m ore than three funct ions, touch the I PCGBES 
but ton again to change to the other funct ions. 

Press the Clear but ton to clear the select ion and all changes in the 
programmer. Hold down the clear but ton to clear all programmers 
( for example if someone has been doing som ething on the console at  
the same t ime, this will clear the console’s programmer too) . 

You can also play back cues using the Cue screen. Hold down a 
playback but ton to kill or release an act ive playback. 

 

 

I f you update the legends of palet tes or cues on the 
console while the rem ote is running, the legends on the 
remote will not  be updated. Exit  and restart  the remote 
app to show changes on the console. 

 

1 1 .2 .3  Recording groups and palet tes 

You can record groups and palet tes using the Rec but ton on the 
rem ote, then click a workspace but ton as norm al. You can also hold 
down an em pty but ton to quick record a group or palet te.  

I f you hold down a used palet te but ton, the current  programmer will 
be quick m erged into the exist ing palet te. 

You cannot  record cues on the rem ote. 
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1 2 .  User Set t ings and other opt ions 
The console has a large num ber of opt ions to help you set  it  up just  
the way you like it .  Com m only used opt ions can be set  from  the User 
Set t ings m enu which is available on a softkey when you hold down 
the Avo but ton.  

I n this chapter there is also inform at ion on how to upgrade the 
applicat ion software. 

1 2 .1  Configuring the W orkspace 
The m ain area of the  screen and, if used, a second m onitor can each 
show up to 4 workspace windows. Workspaces can be saved to a touch 
but ton and called back im m ediately.  

Som e windows have associated com m ands, when the window is act ive 
these are shown in the context  

1 2 .1 .1  Opening w orkspace w indow s 

You select  which workspace windows you want  to see using the 
[ Open Workspace Window]  m enu com m and on the root  m enu or the 
View m enu, or by pressing the appropriate Window Select ion but ton.  

1 2 .1 .2  Select ing and posit ioning w orkspace w indow s 

To change the posit ion of a workspace window you first  m ake it  act ive 
by touching its header bar. 

 You can change the posit ions and sizes of the act ive window by using 
the Window Cont rol but tons above the num eric keypad or touch the 
' i'  but ton on the top bar of the window. The m in/ m ax but ton swaps 
the act ive window between full screen and quarter size. The 
size/ posit ion but ton m oves the act ive window around the possible 
posit ions. There are also softkeys on the Window Opt ions m enu for 
the sam e funct ions. 

 

 

Some possible window sizes/ posit ions are shown below. 

 

Quarter size 

 

Double wide 

 

Double height  

 

Maxim ised 

 

You can m ove the act ive window between screens by pressing View 
then [ Window Opt ions]  then [ Move Screen] , or hold Avo and the Size 
& Posit ion but ton. 

You can close the act ive window using the Close but ton. You can 
close all windows by pressing Avo+ Close, or use the [ Close All]  
softkey. 
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1 2 .1 .3  Saving w orkspaces 

You can save different  workspace setups to the Workspaces touch 
but tons ( to the left  of the m enu)  by pressing Window Open then 
[ Record Workspace] , then touching one of the Workspaces but tons. 
This but ton will then reconfigure the ent ire workspace with a single 
touch. 

Workspaces are saved with the show. 

As an exam ple of set t ing up a workspace, suppose while 
program m ing you wanted to be able to access fixtures, posit ion 
palet tes, fixture at t r ibutes and shapes:  

1>  Press Exit  to get  to the root  m enu then the [ Open Workspace 
Window]  m enu softkey. 

2>  Find the [ Fixtures]  window in the list  and press it .  

3>  I f the window is not  in the top left  quarter, press the Size & 
Posit ion but ton (above the num eric keys)  unt il the window 
occupies the top left  quarter. 

4>  Press [ Open Workspace Window]  again and select  the 
[ Posit ions]  window. Press the Size & Posit ion but ton to posit ion 
it  in the desired locat ion. 

5>  Repeat  to act ivate the [ At t r ibute Cont rol]  and [ Shapes]  
windows. 

6>  Press Window Open ( to the r ight  of the num eric keys)  then 
[ Record Workspace] , or hold Avo and press Window Open. Type 
in a nam e for the workspace. Then touch the Workspace but ton 
where you want  to store this workspace layout . Or, you can use 
Quick Record – just  touch an em pty workspace but ton and it  
will turn red with a + . Type a nam e for the workspace and 
touch again to store it .  

  

• [ Record Visible/ All Windows]  lets you set  whether the 
workspace will contain only the windows which are current ly 
visible, or will also include any windows which are hidden 
underneath other windows. 

• [ Rem ove/ Leave other windows on recall]  sets whether all other 
windows will be closed when this workspace is recalled. 

• To delete a workspace but ton, press Window Open, Delete, then 
the workspace but ton to be deleted. 
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1 2 .1 .4  Com pat ibility w indow s for  Pearl Expert  show s 

The “Fixtures and Playbacks”  and “Groups and Palet tes”  windows  
allow you to access the preset  fader handles in shows which have 
been program m ed on the Pearl Expert .  

When either of these windows is opened, there is a context  but ton 
opt ion to [ Move to workspace] . This will move the handles from  the 
compat ibilit y window to the appropriate workspace window. You need 
to do this twice, once with the “Fixtures and playbacks”  window 
selected, and once with the “Palet tes and groups”  window selected. 

1 2 .1 .5  Configuring an external m onitor 

 For ext ra workspace you can connect  an external m onitor to the VGA 
port  on the console. 

The external monitor is disabled by default  and will show a 'disabled' 
m essage. To enable, switch to System  m ode and select  [ Display 
Setup]  then press [ External Display Disconnected] . The opt ion will 
change to [ External Display Connected]  and the display will be 
enabled. 

For best  perform ance of the console, disable m onitor outputs you 
aren’t  using. 

 

1 2 .2  Key Profiles 
The console allows you to reconfigure how the front  panel but tons 
work to suit  your m ethod of working. You can save your set t ings as a 
Key Profile. Different  profiles can be selected for different  users or to 
enhance the operat ion of the console for a part icular use. 

There are standard Key Profiles for Run m ode, Takeover Run m ode 
and Program  m ode. These standard profiles cannot  be edited, so you 
always know how they will behave. You can create your own editable 
profiles using one of the standard profiles as a start ing point . 

The current  set t ings of the playback but tons are shown on the screen 
related to each playback fader.  

 

1 2 .2 .1  Creat ing and edit ing key profiles 

To create or edit  a profile, switch to System  m ode then select  [ Key 
Profiles] . You can then use the Manage Profiles m enu to View, Edit , 
Add, Delete or Renam e profiles.  

When Adding a new profile, you can select  an exist ing profile to copy 
set t ings from . 

You can also edit  Key Profiles from Program  m ode by holding Avo, 
then select ing [ Edit  Current  Key Profile] . I f the current  key profile is 
one of the non-editable system  ones, you are prom pted to add a new 
profile or select  an exist ing editable profile. 

The current  set t ings for the [ blue] , [ grey]  and (where available) , 
[ touch]  but tons are shown on the left  side of the screen. 
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The groups of keys you can set  are as follows. The blue or grey 
fixture/ palet te but tons only exist  on the Pearl Expert , on other 
consoles these set t ings will not  do anything. 

Fixtures: the blue, grey or touch key can be allocated to Disabled, 
Select , Flash, Swop, Latch. The “Latch”  funct ion is equivalent  to 
put t ing the fader to full for that  fixture and touching again returns the 
fader to 0. 

Palet tes: the palet te (grey)  key can be allocated to Disabled or 
Select  Palet te. You can select  if the palet te funct ion takes precedence 
over the flash funct ion ( if a handle has both palet te and flash 
funct ions)  or vice versa. 

Groups: the group (grey)  key can be allocated to Disabled, Select  
Group. You can select  if the group funct ion takes precedence over the 
flash funct ion ( if a handle has both group and flash funct ions)  or vice 
versa. 

Cues: the blue or grey key can be allocated to Disabled, Flash, Swop, 
Latch, Preload. 

Chases: the blue or grey key can be allocated to Disabled, Flash, 
Swop, Latch, Go, Stop, Preload, Connect , Tap Tem po. 

Cue Lists: the blue or grey key can be allocated to Disabled, Flash, 
Swop, Go, Go Back, Stop, Preload, Connect , Next  Cue + , Next  Cue - , 
Review Live Cue, Cut  Next  Cue To Live, Snap Back, Release. 

Macros: can be set  to Select  or Prefer Macro ( the Macro funct ion will 
take precedence over other funct ions stored on the but ton) . 

Quick Record: allows you to disable the quick record funct ion. 

1 2 .2 .2  Select ing a Key Profile  

To quickly select  a Key Profile, hold the Avo Shift  but ton and press 
[ Select  Key Profile] . 
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1 2 .2 .3  I ndividual Key profiles for  playbacks 

Each playback can have an individual Key Profile allocated to it .  This 
allows you to custom ise the panel but ton funct ions different ly for 
each playback. The Key Profile for the playback is selected using the 
[ Key Profile]  opt ion on the Playback Opt ions m enu (softkey B on the 
m ain program  m enu) . I f the playback Key Profile is set  to “None” , the 
default  global profile is used.  

1 2 .3  The System  m enu 
The System  m enu is accessed by switching the console to System  
m ode by holding Avo and pressing Shift / System . The opt ions in this 
m enu are separated from  the other opt ions on the console because 
you would norm ally only change them occasionally, or because they 
can have serious effects on the way the console works and you 
wouldn’t  want  to change them  accidentally. 

 

When the console is in System  m ode, playback cont rol, 
preset  cont rols and programming but tons are all 
disabled. 

 

1 2 .3 .1  TitanNet  Security 

This opt ion sets how the console com m unicates with other Titan 
devices as a backup console. See sect ion 10.6 for inform at ion about  
backup.  

1 2 .3 .2  Netw ork Set t ings 

This opt ion sets up networking (Ethernet )  param eters for the console. 
See sect ion 14 for details. 

1 2 .3 .3  User Set t ings 

The User Set t ings m enu m ay also be accessed from  Program  m ode:  
hold down the Avo Shift  but ton and press [ User Set t ings] . 

There are several pages of opt ions and the bot tom  two softkeys go 
through the different  pages. 

• [ Grand Master…]  sets whether the Grand Master fader is 
enabled or disabled. Titan Mobile does not  have a Grand Master 
fader and this opt ion has no effect . 

• [ Prom pt  for Merge or Replace…]  sets the console act ion when 
you t ry to save to a handle or playback which is already used. 
The opt ions are [ Prompt  for Merge or Replace]  -  the console will 
always prompt , [ Always Merge]  -  the console will never prompt  
or [ Palet tes Always Merge]  -  the console will prompt  unless you 
are saving a palet te.  

• [ Warn before parking fixtures …]  sets the console act ion when 
you patch a fixture which overwrites the DMX channels of 
another fixture. This causes the overwrit ten fixture to be 
“parked”  The opt ions are [ Always]  (console will warn you)  and 
[ Never]  (console will park the fixture without  warning you) .  

• [ Tem po Units…]  sets the units for displaying tem po. The opt ions 
are [ Beats per Minute]  or [ Seconds] .  
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• [ Connected View … Chase Speed]  sets the console act ion when 
you change the speed of a connected chase. [ Connected View 
Sets Temporary Chase Speed]  means that  the console will not  
save the m odified speed, and the next  t im e the chase is fired it  
will go back to its programmed speed. [ Connected View Sets 
Chase Speed]  means that  the console will modify the saved 
speed of the chase.  

• [ Auto Connect…]  sets whether Chases and Cue Lists will auto-
connect  to the wheels when the playback is fired. The opt ions 
are [ Off] ,  [ Chases] , [ Lists]  and [ Chases and Lists] .  

• [ Channel Levels…]  sets how you enter channel levels when 
using numeric ent ry of levels. I f set  to [ Channel Levels Set  I n 
Tens] , you enter one digit  for the channel level (e.g. 5 =  50% ) . 
I f set  to [ Channel Levels Set  in Units]  you enter two digits, i.e. 
50 =  50% . 

• [ Preload Tim e]  sets a fade t im e for the Preload funct ion, 
normally 2 seconds. This value would normally be set  for quiet  
fixture m ovem ent . 

• [ Quick Palet tes]  enables or disables the Quick Palet te funct ion. 
See sect ion 5.2.3. 

• [ Press and Hold Fan]  changes the Fan funct ion so that  it  only 
works while the Fan but ton is held. This avoids the common 
user error of leaving Fan turned on accidentally. 

• [ Key Profiles]  accesses the Key Profiles m enu which can also be 
found on the System  m enu. The opt ion is here so that  you can 
access it  using the Avo Shift  but ton. See sect ion 12.2. 

• [ LED Levels]  sets the behaviour of the LEDs in the Select  
but tons. This opt ion only works on the Pearl Expert .  

• [ Timecode]  This opt ion lets you select  the set t ings for glit ch 
detect ion, tolerance and t im eout  when using MI DI  t im ecode.  

• [ Wheel sensit iv ity]  The sensit iv ity of the encoder wheels, and 
the pan/ t ilt  threshold set t ings can be adjusted using this opt ion. 
Wheel sensit iv ity is adjusted using Wheel A and the current  
level is shown on the display.  

• [ Add New Palet te Channels to Playbacks]  sets whether new 
channels added into palet tes will be added to playbacks using 
those palet tes. 

• [ Auto Groups]  sets whether the console will automat ically 
create new groups for fixtures when you patch.  

• [ Handle But tons]   lets you set  the size of the touch but tons to 
[ Sm all] ,  [ Norm al] , [ Large]  or [ Super Size] . 

• [ Text  Size]   allows you to set  the size of the text  used in touch 
but tons. 

1 2 .3 .4  Key Profiles 

Allows you to m odify the funct ions of som e but tons. See sect ion 12.2. 

1 2 .3 .5  W ipe 

The Wipe m enu erases the current  show. This is the same as the 
[ New Show]  opt ion on the Disk m enu, but  is provided here for 
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experienced Avolites users who are used to it  being on the System  
m enu. 

The [ Wipe Visualiser Patch]  opt ion will erase all f ixtures from the 
visualiser without  affect ing the current  show. 

1 2 .3 .6  DMX set t ings 

Allows you to configure how the console outputs DMX. This opt ion is 
described in detail in the next  sect ion 12.4. 

1 2 .3 .7  Tr iggers 

Sets up the console for external t r iggering such as MI DI  or DMX- in. 
This opt ion is described in detail in sect ion 10.5 on page 175. 

1 2 .3 .8  Display Setup 

This opt ion gives you a m enu for enabling and disabling external 
m onitor(s) . I f you don’t  have a m onitor connected, set  this opt ion to 
“Disabled”  to improve the perform ance of the console.  

1 2 .3 .9  Assign m astering 

This opt ion allows you to assign any playback fader to be a m aster 
fader. Various different  types of m aster fader m ay be assigned. See 
sect ion 10.1.3 on page 169 for more informat ion. 

1 2 .4  DMX output  m apping 
There are various ways to connect  fixtures to the console. As well as 
the XLR sockets on the console, you can connect  fixtures using 
Ethernet  and wireless links. 

The console itself can output  up to 12 universes of DMX. “Pro”  
versions of consoles can output  16 universes. Titan One outputs one 
single universe.  

I f you need to output  m ore universes, it  is recommended to network 
the console to one or more Avolites TitanNet  processing nodes. This 
off- loads the DMX processing, allowing the console to cont rol up to 64 
universes of DMX in total.  

• The software will allow you to configure more than 12 universes 
from  a single console but  performance of the console will be 
degraded. A warning will be shown in the processing load 
sect ion of the TitanNet  overview. 

1 2 .4 .1  Configuring DMX outputs 

Switch the console to System  m ode and select  [ DMX Set t ings]  on the 
second page of opt ions.  

The screen will init ially show the node tab relat ing to the console 
itself.  I t  shows a list  of available DMX nodes (places where you can 
send the DMX to)  on the left , and a list  of the 12 available DMX lines 
(outputs generated by the console)  on the r ight . Each DMX line can 
send data to one or m ore nodes. I f you assign m ore than one node to 
a line, those nodes receive duplicated data. 

On the r ight  hand side, under each DMX Line there is a list  of which 
nodes are linked to that  line. The default  set t ing is for DMX Lines 1-4 
to be linked to DMX Nodes Output  A-D, the four XLR sockets on the 
console. 
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You can individually assign Nodes to Lines using the arrow but ton, or 
assign all Nodes of the sam e type using the group assign but ton. For 
exam ple, to assign each XLR output  socket  on the back of the console 
to a DMX line, you would click on the Group Assign but ton of the 
ExpertDMX nodes. 

 

 

To assign a node to a line, click on the arrow on the node ( the node 
will be highlighted) , then click the line you want  to assign to it .   

To delete a node from  the DMX lines, click on the X but ton. To delete 
all nodes from a line, click on the Group delete but ton 

You can show inform at ion about  the DMX nodes, or the DMX lines, by 
clicking the i but ton. For Ethernet / network type nodes, this allows 
you to set  detailed propert ies such as I P address ranges and net  
m asks. 

 

I f you have further networked DMX processing nodes connected, 
these can be individually configured using the tabs across the top of 
the screen. 

Group delete   I ndividual delete 

Group assign   I ndividual assign 
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1 2 .4 .2  TitanNet  Overview  

I f you select  the TitanNet  Overview tab at  the top of the screen, you 
can see all the DMX nodes which are connected and which output  
lines they are allocated to. 

 

The left  side of the screen shows the 64 possible DMX output  lines on 
the console. To the r ight  of this are the processing nodes which are 
connected, the top one being the console itself. Each node shows how 
the lines are allocated to the physical outputs on the device. Clicking 
this area will open the detail tab for the node. 

Clicking any one of the nodes will show detailed informat ion about  
that  node on the r ight , including the I P address, num ber of available 
processing slots, num ber of lines assigned, status of the connect ion 
with the node, and the processing load of the device. I f m ore lines 
are assigned than the maximum number of slots, a warning will be 
displayed. 

I f a show is loaded that  had fixtures and lines assigned to processing 
nodes which are no longer found on the TitanNet  network, a screen 
will appear list ing nodes in use and available nodes, giving you the 
opt ion to reassign the lines. 

 

1 2 .5  Curves 
The console provides a variety of curves which set  how the console 
t racks fades in playbacks;  either the same speed all the way ( linear) , 
or start ing and ending gent ly but  faster in the m iddle, and various 
other opt ions. Curves are set  using the [ Playback Opt ions]  m enu (see 
sect ion 7.6.3 on page 138) . 
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(also called Relay)  
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1 2 .6  Upgrading the softw are 
The console operat ing software is under constant  revision by the 
Avolites team. You can always download the latest  version of the 
software from  the Avolites website:  
ht tp: / / www.avolitesdownload.com . 

 The Titan Mobile software is installed sim ply by running the installer 
program . Please ensure you have exited the Titan Mobile software 
before running the installer. 
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1 3 .  W orking w ith Fixture Personalit ies 
For each type of fixture, the console has a “personality”  file which 
tells it  how to cont rol the fixture, which channel is the dimmer (HTP)  
channel, and a large amount  of other fixture-specific informat ion. 
When you patch each fixture, you tell the console which personality 
to use for it .  

The console holds a personality library containing all com m only used 
fixtures, but  new fixtures are appearing all the t ime and Avolites are 
constant ly updat ing the library. 

We recom m end that  you should update the library from  t im e to t im e 
to take advantage of new fixtures, as well as receiving bug fixes for 
personalit ies and new features which m ay be added such as 
subfixtures. 

1 3 .1 .1  Dow nloading fixture personalit ies from  Avolites 

The Avolites website lists all f ixtures for which personalit ies have 
been created. You should look here first  if the console does not  
contain a personality for your fixture. The address is 

ht tp: / / www.avolitesdownload.com / personalit ies/  

 

All available fixture personalit ies are listed down the left  side of the 
screen. You can use the boxes on the top left  to filter the list  to show 
fixtures from  specific m anufacturers, or fixtures available for a certain 
console, or to search for a specific fixture nam e. 

 

Ensure you have selected the correct  console type in the 
“Desk”  field. All Titan consoles use the same 
personalit ies, but  the installer program is custom ised to 
the different  consoles. 
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Click on the fixture nam e to open the details in the r ight  hand 
window.  This shows all the personalit ies available for that  fixture 
type ( if you have entered the console type on the top left , only 
personalit ies for that  console will be displayed) . 

I f the personality is included in the standard library (cache)  then the 
column will be t icked. 

I f there is a personality listed for your fixture, download it  by clicking 
on the Disk icon. This will download a copy of the complete 
personality library.  

1 3 .1 .2  Updat ing the personality library on the console 

Download the current  Titan personality library by clicking on the disk 
icon in the Cache colum n for any fixture. Alternat ively you can get  
this file by clicking on the Download link at  the top of the screen, 
then clicking on the link for your console. 

 

Updat ing will overwrite any custom personalit ies you 
have stored in the library. To avoid this, store your 
custom personalit ies in the user personalit ies folder (see 
next  sect ion for details) .  

 

To update use the following procedure:  
 

 

1>  Locate the downloaded file TitanMobileFixtureLibrary.exe and 
double click on it  to run it .  Click 'Ok' on the warning box. 

2>  Shut  down and then restart  the Titan software. 

 

• The console caches the FixtureLibrary folder into m em ory when 
the Patch opt ion is first  used. You therefore need to restart  the 
console to ensure new fixture personalit ies are loaded 
( restart ing the console applicat ion is sufficient ) . 

• Once a fixture is patched, its personality is embedded in the 
show file. Any changes to the fixture library will not  affect  
fixtures patched in the show. You can use the [ Update 
Personality]  opt ion in the patch m enu to update patched 
fixtures if you need to. 

1 3 .1 .3  User/ custom  personalit ies 

Using the Personality Builder applicat ion installed with the console 
software, you can create your own personality if you wish to m odify 
the behaviour of a standard personality or you have a fixture the 
console has never heard of and need to get  it  working quickly. 

You can incorporate your custom  personality into the standard fixture 
library on the console, however there is a danger that  it  will be 
overwrit ten when you next  update the Fixture Library from  Avolites. 

To avoid this the console provides a special folder for user-provided 
personalit ies located at  

My Docum ents\ Titan\ Personalit ies 
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When patching fixtures, this folder is searched first  before the library. 
I f a suitable Fixture Personality is found, the console will use it  rather 
than using the library. This folder is not  affected when the personality 
library is updated. 

1 3 .1 .4  Request ing a new  fixture personality 

I f a personality does not  exist  for your fixture, Avolites will create one 
for you. Click on the “Request ”  link on the above web page to subm it  
your request . A list  of current  requests is shown, so you can check if 
som eone else is asking for the sam e thing. 

Your new personality will be incorporated into the library – to install 
the new personality, download and install the latest  personality 
library as described above. 

1 3 .1 .5  Report ing a personality bug to Avolites 

I f you find a problem with a fixture personality, Avolites would like to 
know about  it  so it  can be fixed. Search for the personality on the 
website then click on the “Report  Bug”  icon on the r ight  of the screen. 
I f you click on the “Bug Reports”  tab at  the top of the window, a list  is 
shown of current ly outstanding problem s, so you can check if 
someone else has already reported the problem. 

1 3 .1 .6  I n an em ergency 

The console contains a select ion of “Generic”  fixtures which you can 
use in an em ergency if you need to operate a fixture with no 
personality. When patching, go through the m anufacturer list  unt il 
you find [ Generic] . I n this sect ion (am ong other fixtures)  are the 
following:  

Mult i-DMX:  Has up to 10 DMX channels, all channels are LTP. You can 
select  from  1-10 channels on the Mode screen. Press At t r ibute Bank 
and use the softkeys to select  channels. 

Generic RGB:  Allows you to cont rol an RGB fixture such as LED colour 
changers. This offers 5 m odes:   
1= Dim  2= R 3= G 4= B 
VDim  1= R 2= G 3= B  
1= R 2= G 3= B 4= Dim   
VDim  +  4xRGB 
4xRGB. 

VDim  is a vir tual overall dimmer channel for fixtures without  a DMX 
dimmer cont rol. When you use the Dimmer at t r ibute the console will 
adjust  the RGB levels accordingly. 
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1 4 .  Netw orking the console 
There are a num ber of ways for the console to comm unicate with 
light ing fixtures beyond the t radit ional DMX sockets, and these are 
described in this chapter. The console also supports com m unicat ing 
with a num ber of different  sim ulators/ visualisers over various 
com m unicat ion m ethods. 

You can also connect  networked processing nodes, which allow you to 
cont rol up to 64 universes of DMX ( the console itself can produce up 
to 12 universes) , and you can connect  a second console to act  as a 
t racking backup. 

At  the end of the chapter is a sect ion which aim s to cover the basics 
of I P addressing, which is essent ial for various features on the 
console such as Art -Net . 

 

Light ing networks need to t ransfer of large am ounts of 
data. For best  reliabilit y you should use network wir ing 
which is dedicated to the light ing system and physically 
isolated from  other networks, and uses sim ple hubs 
rather than intelligent  switches.  
Connect ing to an exist ing network with other network 
t raffic is possible but  can lead to problem s both with the 
light ing equipm ent  and with other I T equipm ent  on the 
network. I ntelligent  Ethernet  switches may drop or 
block light ing data. I f you need to do this please read 
about  the I P addresses you should use, in sect ion 
14.5.5. 

 

1 4 .1  Controlling fixtures over a  netw ork 
Before the console can talk to another device over the network, it  has 
to be given a unique network address. This is called its “ I P address” .  

1 4 .1 .1  Set t ing I P address 

We recom m end that  you use the console’s autom at ic I P set t ing 
funct ion. However, if you need to you can also set  the I P address 
using Windows Cont rol Panel as shown on page 211. 

1>  Switch to System  m ode and press [ Network Set t ings]  

2>  Press [ Local Area Connect ion] . 

3>  Press [ Subnet  Mask]  and set  to 255.255.255.0 

4>  Press [ Set  I P 2.* .* .* ]  

5>  Press [ Save set t ings]  

6>  Turn the switch back to Program . 

• Som e equipm ent  m ay operate on I P addresses 10.* .* .*  
(softkey D)  – see later in this chapter for details. 

• I f you need a non-standard I P address range you can use 
softkey A. 
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1 4 .1 .2  Set t ing up DMX outputs 

The console has 64 DMX output  lines (up to 12 on the console itself, 
with further lines available using networked DMX processing nodes) . 
The Titan One dongle is lim ited to one DMX line. The lines may be 
routed to physical DMX sockets or to network nodes. 

Sect ion 12.4.1 on page 193 tells you how to set  up this rout ing, and 
an example is given in sect ion 14.1.4 on the next  page. 

1 4 .1 .3  A sim ple Art - Net  system  

There are various different  systems for sending light ing cont rol 
inform at ion over a network. One of the m ost  widely supported is Art -
Net . 

Art -Net  is not  specific to one range of products, and is recognised and 
implemented by a growing number of m anufacturers. Many products 
(such as Dim m ers and Moving lights)  can accept  the Art -Net  signal 
direct ly, so there is no need to convert  the signal to DMX. Most  
people will,  however, need to output  DMX to their equipment  and this 
can be done using an Art -Net  to DMX converter. 

I n the following diagram , an Art -Net  com pliant  Console (such as a 
Titan console)  is connected via a network hub to an Art -Net  
compat ible dimmer and 2 DMX conversion boxes. 

 

Once the system  is connected together, the different  outputs (or 
Nodes)  can be configured. 

• The dim m er is given the start  address of 200 

• The 1st  DMX box is set  to universe 1 and universe 2 

• The 2nd DMX box is also set  to universe 1 and universe 2 

The console is then used to set  the DMX lines to the Art -Net  nodes.  

I t  is important  to remember:   

• Each Art -Net  to DMX box (or compat ible Dimmer, or compat ible 
m oving light )  is a device,  
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• Each device m ay have one or m ore nodes( i.e. the Art -Net  to 
DMX box has 2 nodes, these are the 2 DMX outputs;  the dim m er 
itself is a node) ,   

• Each node can be set  to a Universe (1-256) . This universe is 
equivalent  to a 512 channel DMX line  

You can then specify which console line is assigned to each node. A 
console line can be assigned to mult iple nodes ( this will duplicate the 
DMX universe) , but  each node should have only one console line 
assigned to it .  

Here, the console assigns the following:  

• Line A to Box 1 universe 1 and box 2 universe 1 

• Line B to Box 1 universe 2 

• Line C to Box 2 universe 2 and the dimmer rack 

 

1 4 .1 .4  Set t ing up an Art - Net  system  

For this example, it  is assumed that  you will connect  the console to 
an Art -Net  DMX output  box (such as an Art ist ic License Net -Lynx)  via 
a network hub. 

Using standard RJ45 ethernet  cables, at tach the devices together. 

• I f you are using a hub/ switch as shown above, use st raight -
through patch cables. I f you are direct ly connect ing the console 
to another Ethernet  device you need to use crossover cables. 

Set  the Net -Lynx box as follows:  

• Subnet  Mask =  0 

• DMX A Universe =  1 

• DMX B Universe =  2 
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A lot  of Art -Net  devices, including the Net -Lynx box, are set  to I P 
address 2.x.x.x as default , and can be set  to 10.x.x.x using an opt ion 
jum per, so you should check what  the set t ing of your device is.  

I f your Art -Net  devices need to be set  to a non-standard I P address, 
then in steps 1 and 2 you need to use Windows Cont rol Panel to set  
the console to that  address range instead of 2.x.x.x 

With everything connected, start  the console.  

1>  Ensure the console has an I P in the 2.x.x.x range as described 
at  the start  of the chapter. 

2>  Switch the console to System  and select  [ DMX Set t ings] . 

3>  The DMX Set t ings window should open. 

4>  Select  the Art -Net  m odule from  the node list  in the left  hand 
side of the window. 

5>  Press the sm all ‘i’ but ton to show the node propert ies. Ensure 
that  the correct  Network adapter is set  ( this m ay not  be the 
Default  Adapter)  

6>  I f you wish to turn off the Art -Net  output , you can unselect  the 
"Enable DMX output "  opt ion. This will stop the Console from  
output t ing Art -Net  on any Lines. 

7>  Art -Net  norm ally only sends Data when it  is changed, rather 
than a cont inuous st ream . There are t im es when it  is preferable 
to send Art -Net  all the t im e. to do this, select  the "Cont inuous 
Art -Net  Data St ream " opt ion. 

8>  The "Always broadcast  Art -Net "  opt ion enables you to send Art -
Net  to the ent ire network, rather than a specific I P address. 

9>  Press the blue → arrow on the Art -Net  node to connect  it  to a 
DMX output  line. 

10>  Select  a console DMX line from  the r ight  hand side of the 
window. 

11>  The DMX line will now be output t ing over the selected Art -Net  
node. 

12>  Click ‘i’ on the node you have added to m ake sure the 
propert ies are correct . (Problem s can be caused if you at tach 
m ult iple DMX lines to a single node.)  

13>  Make sure that  the Universe is set  to 1 for Line 1, and 2 for Line 
2. 

 Art -Net  uses a subnet  m ask with its universe. For Titan 
purposes:  

 Titan universes 1 -  16 are subnet  m ask =  0, Art -Net  universes 
=  1 – 16  

14>  You can close the DMX set t ings window. 

The console should now be working correct ly. 

To rem ove a node from  a DMX line, select  the node and click the blue 
X but ton. 

"Unpolled" and "unknown" devices m ay appear as Art -Net  nodes.  

• An unpolled device is a 'rolling ext ra' which allows more than 4 
connect ions to be m ade to a part icular Art -Net  device.  The Art -
Net  specificat ion only allows each device to advert ise a max of 
4 universes so if you need to add m ore the console has to 
invent  the 5th, 6th, etc universes.   
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• An unknown device is one which doesn’t  form at  an Art -Net  poll 
reply properly so the console doesn't  known if it  is an input  or 
output  device.  

1 4 .1 .5  Addit ional Art - Net  Resources 

To find out  m ore inform at ion about  Art -Net  please refer to the Art -Net  
Standard published by Art ist ic Licence. 

1 4 .2  Connect ing to a  sim ulator w ith ACDI  
ACDI  is Avolites' Applicat ion for I nterfacing Consoles and Simulators 
with light ing software such as Visualiser, Capture or Show designer. 

1 4 .2 .1  ACDI  

 

The network link connect ion can be m ade through either a crossover 
cable, or through a network hub. 

For this exam ple, both com puters are connected together via a 
crossover cable. 

First , we will set  up the Network set t ing for both computers. I t  is 
important  that  both com puters use an I P address in the sam e range 
(2.0.0.x in this exam ple)  and have the sam e subnet  m ask, or they 
won’t  be able to com m unicate. 

On the console, set  the address to 2.x.x.x as described in sect ion 
14.1.1 at  the start  of this chapter. I f you need to set  a custom  
address to m atch the visualiser PC you can use Cont rol Panel to do 
this. 

On the com puter running the Visualiser:  

1>  Click Start , Cont rol panel, Network connect ions. 

2>  Right  click on the connect ion you wish to use. 

3>  Click Propert ies. 

4>  I n the connect ion propert ies window select  TCP/ I P and click 
Propert ies. 

5>  Set  the PC network adapter to a free address on the network in 
the range 2.0.0.x.  

6>  Set  the subnet  m ask to 255.0.0.0. 

7>  Click OK. 

Com puter 
running Titan 
Simulator 

http://www.artisticlicence.com/
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Close any network windows on both m achines. 

I nstall and run ACDI  on the Visualiser Com puter. 

I n ACDI  change "Source" to "Simulator"  

Do not  close the ACDI  window 

Refer to the previous sect ion to setup a DMX line on the console to be 
sent  to the Visualiser. 

Finally, start  the console, and open or create the theat re file. (See the 
Visualiser manual for more informat ion on this)  

Once ready to connect  to the console, go to run m ode in the 
Visualiser, and select  sim ulator under DMX. 

The console should now be working with the Visualiser. 

1 4 .3  Module Setup 
A module is a method of sending DMX and can be thought  of as a 
collect ion of nodes. 

For example, consider using wireless networking technology to 
t ransm it  DMX to several individual receivers. Each receiver is 
configured to output  a specific universe of DMX. I n this case, the 
wireless system as a whole is the module, and each receiver is a 
node. 

You can set  the specific propert ies of the Modules used with the 
console by going to the DMX Set t ings window (switch to System  
m ode and select  [ DMX Set t ings] )  and then click the sm all ‘i’ at  the 
r ight  hand side of the m odule nam e. 

This allows you to adjust  set t ings for each m odule, and to select  a 
network adapter for ACDI  and Art -Net . The consoles only have one 
network adapter, however on Titan Mobile and Simulator this depends 
on your computer;  many laptop users will have their standard 
network adapter and also a Wi-Fi (wireless)  adapter, both of which 
will be shown. 

 

 

1 4 .4  Using Act ive Fixtures w ith CI TP 
CI TP is a standard system  allowing light ing devices to com m unicate 
and share informat ion. This is often used with media servers to allow 
the console to get  media thumbnail images and layer informat ion 
from  the server. The thumbnail images can then be used on the 
console to select  media clips. 
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1 4 .4 .1  Exam ple CI TP setup 

This exam ple shows how to set  up a Hippot izer with Titan Mobile. 

1>  Connect  the console and Hippot izer to the network. (You can 
connect  the Hippot izer direct ly to the console, if no other 
devices are being connected, using a crossover patch cable) . 

2>  Set  up the I P addresses and subnet  m asks of the console and 
Hippo so that  they are on the sam e address range, for exam ple 
192.168.0.1 and 192.168.0.2.  

3>  I f you are using Titan Mobile or Titan Sim ulator ensure the 
firewall on your PC is disabled. Also ensure the Hippo m achine 
is not  running a firewall.  

4>  Run the Hippo system . Make sure the CI TP com ponent  is 
running. 

5>  Switch the console to System  m ode and select  [ DMX Set t ings] . 

6>  On the left  hand side under Art -Net  you should see the Hippo 
with its I P address. Click on it  and then on the r ight  hand side 
click on the DMX line you want  to use it  with. 

7>  On the Hippo node on the left  hand side, click the ‘i’ but ton and 
set  the Universe num ber to m atch the universe set t ing on the 
Hippo. 

8>  Exit  System  m ode back to the default  m enu. 

9>  Close and restart  the Titan software. 

10>  Go into Patch m ode and select  [ Act ive Fixtures] . You should see 
the Hippo with its I P address as a softkey opt ion. 

11>  Select  the Hippo, then set  the DMX line to m atch the line you 
set  in Step 6. 

12>  Press an em pty fixture handle to patch. The console will 
autom at ically patch the required layers and m aster layer as a 
series of fixture but tons. 

13>  Now if you select  a fixture and open the At t r ibute Editor window 
you should see the m edia thum bnails. 

The next  t im e you start  the system, ensure the Hippo is powered up 
before you start  the console. 

I f you decide to re-patch to a different  DMX address you will need to 
re-start  the Hippot izer software. You will also need to reset  the Art -
Net  nodes if you are m oving across DMX lines. 

1 4 .5  All about  I P addressing 
This sect ion at tem pts to explain the basics of I P addressing, and what  
you will need to know when set t ing up a light ing cont rol network. 

I P addresses will normally come in the format  “w.x.y.z”  where w, x, y 
and z are num bers between 0 and 255. For exam ple 
“298.23.46.166” . Every object  (or node or device)  on a network 
should have a unique I P address. This is the sam e concept  as DMX as 
each fixture requires a unique DMX address, for I P addresses the 
same is required. 

1 4 .5 .1  Set t ing your I P address 

The console has a setup funct ion to quickly set  its I P address as 
described on page 205 
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There is a st rong possibilit y that  if you set  the I P address on one 
network device you will have to set  it  on all of them, therefore if you 
manually set  your I P address on the console you will have to do it  on 
any TitanNet  devices you are using and any Art -Net  fixtures. Beware 
that  som e Art -Net  fixtures have a fixed I P address in the range 
2.x.x.x, in which case you have to set  the console to that  range. 

1 4 .5 .2  Subnet  Masks 

These are best  kept  simple. All devices or nodes on a network who 
wish to com m unicate with each other m ust  have the sam e subnet  
m ask. The m ask determ ines which parts of the I P address are unique 
in that  network to each node. I f the part  of the subnet  m ask is a 0 
then the corresponding digit  in an I P address m ust  be unique for each 
fixture. I f the part  in a subnet  m ask is 255 then this part  of the I P 
address needs to be the sam e for each node. 

1 4 .5 .3  Choosing an I P address and Subnet  Mask 

This is the hardest  part  of set t ing up a network as your I P address 
totally depends on what  you are using on the network and what  I P 
addresses you can and cannot  change. Below are a num ber of 
different  scenarios for standard light ing networks using a Titan 
console and what  I P addresses should be set . These aren’t  
guaranteed to work but  t ry them if the scenario m atches your 
network:  

Titan and Show Safe, a ll output  is standard DMX. 

 I P Address Subnet  Mask 

Titan console 192.168.1.30 255.255.255.0 

ShowSafe 192.168.1.31 255.255.255.0 

 

Titan output t ing over Art - Net  Fixtures ( and DMX) . 

 I P Address Subnet  Mask 

Titan console 2.100.100.100 255.0.0.0 

Art -Net  
Fixtures 

2.x.y.z 255.0.0.0 

Or 

 I P Address Subnet  Mask 

Titan console  10.100.100.100 255.0.0.0 

Art -Net  
Fixtures 

10.x.y.z 255.0.0.0 

Where a com binat ion of x, y and z are unique for these fixtures. 

Titan and Show Safe output t ing over Art - Net  ( and DMX) . 

 I P Address Subnet  Mask 

Titan console 2.100.100.100 255.0.0.0 

ShowSafe 2.100.100.101 255.0.0.0 

Art -Net  
Fixtures 

2.x.y.z 255.0.0.0 

Or 
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 I P Address Subnet  Mask 

Titan console 10.100.100.100 255.0.0.0 

ShowSafe 10.100.100.101 255.0.0.0 

Art -Net  
Fixtures 

10.x.y.z 255.0.0.0 

Where a com binat ion of x, y and z are unique for these fixtures. 

 

Never set  the last  num ber of an I P address to be 255. 
This is a special address which will not  funct ion 
correct ly. 

 

1 4 .5 .4  Autom at ically assigning I P addresses ( DHCP)  

There is another way of assigning I P addresses via an autom at ic 
system  called DHCP. For this you need one of the devices on the 
network to be a DHCP server. I f you know none of your devices are 
a DHCP server then this is irrelevant  however, if you have a router 
on the network or som e such sim ilar device then it  is likely that  you 
have a DHCP server. I f you do then in the 8 step inst ruct ions in 
sect ion 14.5.1 on page 211 when you com e to step 7 you should 
ensure that  “Obtain an I P address autom at ically”  is selected then 
press ok. When you are using DHCP all the devices on the network 
m ust  be capable of obtaining an I P address autom at ically. I f one 
device cannot  (eg som e Art -Net  devices)  then you m ust  m anually 
set  all the I P addresses. 

1 4 .5 .5  Private I P address ranges 

I f your network is connected to the internet  it  is important  to use a 
private I P address range. These are special I P addresses that  will not  
be routed onto the internet . They are:  

Start  Address Final Address Subnet  Mask 

10.0.0.0 10.255.255.255 255.0.0.0 

172.16.0.0 172.31.255.255 255.255.0.0 

192.168.0.0 192.168.255.255 255.255.255.0 

 

For Art -Net , the 10.x.x.x range m ust  be used. 
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1 5 .  Using different  Avolites consoles 
I f you are used to other Avolites consoles, this sect ion will help you to 
cope with the differences between each console. 

 

Shows from  a Titan console can be loaded into any 
other Titan console, but  not  into the Pearl Expert  
running Classic software, or a Diam ond 4, or a Pearl 
2000/ 2004/ 2008 console, because these consoles have 
a different  show file form at . 

 

 

1 5 .1  The console controls 
 Titan Mobile is very sim ilar in operat ion to the full consoles, but  some 
cont rols are in different  posit ions.  

The ‘at t r ibute bank’ but tons are immediately below the wheels rather 
than down the r ight  hand side, and are labelled using I PCGBES 
funct ions rather than the usual at t r ibute nam es. 

The com m and but tons are to the r ight  of that . There is now only one 
Record but ton which can be used for recording any type of playback. 

Titan Mobile only uses one m onitor, so any workspaces on a second 
monitor will not  be visible. 

Using Pearl Expert  show s 

I f you are using a show from  a Pearl Expert , anything program m ed 
on the preset  faders won't  be visible as Titan Mobile doesn't  have any 
preset  faders. However, by opening the Fixtures and Playbacks 
window (press View, [ Open Workspace Window] , [ Fixtures and 
Playbacks]  or [ Groups and Palet tes] )  you can access fixtures, 
playbacks, groups and palet tes from the preset  faders. I f you wish 
you can copy item s to a norm al workspace window using the [ Move 
to Workspace]  context  but ton.  

 

Cues and Chases on the touch screen 

I n addit ion to the playback faders, you can store cues (m em ories)  
and chases on the touch screen using the Playbacks window. For 
playbacks which don’t  need a fader, this gives you instant  fingert ip 
access to an enorm ous num ber of effects. 

Macro but tons 

20 but tons are provided in which you can store frequent ly used 
but ton sequences. Any sequence of but ton presses can be stored in 
each of these but tons m aking those repet it ive program m ing tasks a 
thing of the past . I f you need m ore than 20, you can show a Macro 
window on the touch screen. The 20 console but tons are the sam e as 
the first  20 Macro touch but tons.  

Change but ton funct ions 
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You can change the funct ions of the blue and grey but tons on the 
console to give you quick access to the funct ions you want , such as 
Preload, Stop and Go for chases, Tap Tem po and so on. This feature 
is called Key Profiles (see page 192) . 

 

1 5 .2  Program m ing features in Titan 
There are some great  programming features in Titan consoles which 
previously were only found on the Diam ond 4. 

Fixture Overlap, At t r ibute Overlap 

The overlap funct ions allow you to sequence the way a cue plays 
back. Norm ally when you fire a cue, everything would m ove to its 
program m ed set t ing all together. The Fixture Overlap feature causes 
each fixture to m ove to the new set t ing in sequence, giving som e 
am azing roll or peel effects without  any program m ing. At t r ibute 
overlap is a sim ilar effect  with different  at t r ibutes. When “busking” , 
palet tes can also be applied with overlap. 

Fixture Exchange and Copy Fixture 

The Fixture Exchange funct ion enables you to replace fixtures which 
are used in your show with alternat ive fixtures, retaining important  
elem ents such as cue t im es, shapes and legends. I t  is very useful for 
touring shows and venues with a high turnover of events, allowing 
you to cope with different  house r igs or equipment  availabilit y. 

You can copy fixtures you already have in your show. The new copy 
will come complete with all the cues and palet tes of the original 
fixture you’ve copied. 

Mult iple t im es 

The Titan software allows mult iple t imers for cues. This means in a 
com plicated show you can have lots of fades going on from  different  
cues each under the cont rol of a different  t im er. 

Playback prior it ies 

You can configure how playbacks will behave if you turn on two 
playbacks cont rolling the same fixture. For each playback, pr ior ity can 
be set  to Low, Norm al, High or Very High. I f a fixture is being 
cont rolled by a playback and you turn on a playback of the sam e or 
higher prior ity, then the new playback will take over. However, if the 
new playback is set  to lower pr ior ity than the first  playback, the 
fixture will not  change.  

This is useful if,  for example, you’ve programmed looks using all your 
fixtures, then you decide you want  a couple of them to spot light  a 
singer. I f you set  the Spot light  playback to be high prior ity, then 
while it  is act ive no other playback will affect  the spot light  fixtures. 

Undo/ Redo 

Undo/ Redo but tons allow you to undo an act ion if you do som ething 
and later regret  it .  

Release 

When a playback is killed, you can set  how the LTP channels release. 
The default  set t ing is to not  release any at t r ibutes ( i.e. LTP channels 
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will not  change when the playback is killed) , but  you can set  
at t r ibutes to revert  to their  state in the m ost  recent ly act ive playback. 
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1 6 .  Release notes  
This sect ion describes changes in the m ost  recent  version of software. 

Please ensure you save and backup your shows before at tem pt ing to 
upgrade any software.  

 

This sect ion only lists the changes in the m ost  recent  
update;  for changes in earlier versions, please check the 
release notes provided on the console using the VDU 
menu opt ion Help → Release Notes. 

 

1 6 .1  Version 7 .0   

1 6 .1 .1  Upgrade inst ruct ions 

Upgrading from : Consoles 5 .x: For consoles there is no upgrade 
path from  versions pr ior to 6.0 and so the software m ust  be installed 
by running a 6.0 recovery st ick followed by the 7.0 installer. You can 
download the 6.0 recovery st ick containing from  Avolites v6 Upgrade. 
Please follow the inst ruct ions given when downloading the recovery 
st ick to install version 6.0 and then follow the inst ruct ions for 
upgrading from  6.x. 

Upgrading from : Consoles 6 .x: Please ensure you save and backup 
your shows before at tem pt ing to upgrade any software. An 
autom ated upgrade path from  Titan 6.x is provided. You can 
download the latest  Titan software by clicking on the relevant  console 
here. Full inst ruct ions for upgrading both with an installer and a 
recovery st ick are supplied with the download and can be found in the 
console manual. The installer upgrade procedure is reproduced briefly 
below:  Please save the software to a USB st ick or other media and 
follow these inst ruct ions:  Shutdown the software by select ing 
'Shutdown Software' from  the tools m enu. I nsert  the USB st ick in the 
console and click on the yellow 'Folders' icon on the tools m enu of the 
console. Find the setup file you saved to the USB st ick and double 
click to run it .  Follow the inst ruct ions presented by the installer, 
taking care to read each step carefully. Once the setup com pletes you 
need to restart  the console. When the console restarts it  should be 
updated to the new software, please check this by reading the 
version num ber in system  m ode. 

Upgrading from : PC any version: Please note that  as of version 
7.0 Windows XP operat ing system s are no longer supported. 
Supported versions on Windows are Windows Vista, Windows 7 and 
Windows 8. This affects Titan One, Titan Mobile, Titan Sim ulator and 
Personality Builder. Please ensure you save and backup your shows 
before at tem pt ing to upgrade any software. An autom ated upgrade 
path from  Titan 6.x is provided. You can download the latest  Titan 
software by clicking on the relevant  console here. Please download 
the setup file to your com puter. When it  has finished downloading 
find the setup file and double click to run it .  Follow the inst ruct ions 
presented by the installer, taking care to read each step carefully. 
Once the setup com pletes you need to restart  the com puter. 
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1 6 .1 .2  New  Features 

Rem ote: I t  is now possible to rem otely cont rol the console via 
Android and iOS devices. 

You can choose to connect  to any console connected to the sam e 
network as the device. This will automat ically load a m irror of the 
show onto the device and allow control from  both the rem ote and the 
console at  the same t ime. Any changes made on the remote will 
update on the console and vice-versa. 

You can switch between fixture, palet te, group and cue (playback)  
windows which com plem ent  their  counterparts on the console. The 
palet te window can be switched between posit ion, colour and beam  
windows. All windows are pageable. Any items already in the show 
will appear here and items that  have scribble legends will display with 
their  picture. Fixture handles also display the fixture DMX start  
address to help check set t ings when on stage away from  the console. 
Fixtures can be recalled using groups from  the groups window or 
selected direct ly from  the fixture page or numerically via a keypad 
that  can be toggled on/ off. 

There are but tons for locate, clear, highlight  ( toggle) , next , prev, all,  
undo and record. At t r ibutes are selected for cont rol using the 
I PCGBES at t r ibute group but tons. Where an at t r ibute group contains 
more than three at t r ibutes pressing the but ton again will page 
through. At t r ibutes are cont rolled by dragging up or down on the 
appropriate thum bwheel or by touching on the funct ion. Cues, 
palet tes and groups can be recalled and recorded in their respect ive 
windows. When recording you can set  a text  or picture legend and 
colour palet tes will automat ically provide a relevant  colour scribble to 
use. 

Netw ork Backup: I t  is now possible to backup consoles over a 
network. Any console can act  as a backup for any other console. 

A console can be set  as a backup from  Disk/ [ TitanNet  Sessions 
(Backup) ] . Any consoles available to backup will be shown in the 
sofkeys. Choosing one of these will automat ically sync the show and 
place the console in backup mode. I n backup m ode a screen displays 
the current  connect ion and sync status including current  show nam e. 
A green line between consoles represents a good connect ion. I f a red 
line is shown there is a problem with the network connect ion. A blue 
line will appear during sync operat ions. Shows will automat ically sync 
whenever a show is saved on the console being backed-up ( including 
autosave) . You can also choose to sync at  any t im e by select ing 
[ Sync Now] . Pressing [ Exit ]  will abort  backup. [ Takeover]  will enable 
cont rol on the backup console and disable DMX output  on the console 
being backed-up. A prompt  will then appear on this console to warn 
that  DMX has been disabled. On touch consoles touching on this 
prompt  will open the 'Exit  Safe Mode' menu with a softkey opt ion to 
re-enable output . On the Pearl Expert  you can re-enable DMX output  
via the shift  (Avo)  m enu. 

Show  I m port : You can now import  item s from  other shows into the 
current  show. 

From  the Disk m enu there is a new opt ion [ I m port  Show]  and in the 
Show Library workspace there is a [ + ]  but ton in the top- r ight  corner 
and an 'I m port  Show' context  m enu opt ion. Select ing any of these 
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opt ions will present  a list  of availble shows to import  and the Show 
Browser workspace will automat ically open. To import  a show either 
select  it  on the softkeys or select  it  in the Show Browser workspace 
and press the [ I mport ]  but ton. I mported shows will then appear as 
but tons at  the top of the Show Library workspace alongside the 
current  show. Mult iple shows can be im ported at  the sam e t im e. 

After select ing a show you can view all the items in the show and 
assign them  to handles in the current  show. I n order for item s to 
work properly the or iginal fixtures m ust  first  be m apped to fixtures in 
the current  show via the Mapper tab. One or more of the imported 
fixtures can be selected and m apped to current  fixtures by clicking on 
the arrow. There is a context  m enu opt ion 'Clear Fixture Mapping' to 
rem ove any m appings. When m apping fixtures it  is possible to filter 
both the im ported and current  fixtures to m ake it  easier to navigate. 

Tim es in Program m er: I t  is now possible to set , edit  and review 
t imes in the programmer before a cue is recorded. 

There is a new TI ME key. On Titan Mobile and Sapphire Touch 
consoles this is the key above clear (previously labelled 'SET') . On 
Pearl Expert  and Tiger Touch consoles this is the key between REC 
STEP and SNAP BACK (previously labelled 'NEXT TI ME') . 

Pressing this key will open the Edit  Programmer Cue Times menu. 
From  here you can set  gobal t im es or, by entering the relevant  sub-
m enus, at t r ibute group and individual at t r ibute t im es. Where any 
value is changed it  will highlight  as ' in programmer' in the same way 
as at t r ibutes in the wheel view. These values can then be recorded or 
m erged into cues or palet tes just  like at t r ibute values. 

There are various syntax shortcuts. Exam ples are as follows:  

• TI ME 5 =  5sec fade in 
• CUE 3 TI ME 5 =  5sec fade in on connected playback's cue 3 
• TI ME FI XTURE 5 -  5sec fade in for all at t r ibutes of selected 

fixtures 
• TI ME FI XTURE G 5 -  5sec fade in for gobo at t r ibute group of 

selected fixtures 
• TI ME FI XTURE @B 5 -  5sec fade in for at t r ibute connected to 

wheel B on selected fixtures 
• 5 @ 3 -  5sec fade in, 3 sec delay 
• 5 AND 2 -  5sec fade in, 2sec fade out  
• 1 THRO 10 -  t im es spread across fixtures according to select ion 

order 
 

I ndividual at t r ibute t im es can also be set  by wheel. From  the root  
m enu there is a new [ Wheels =  Level] / [ Wheels =  Fade 
Tim e] / [ Wheels =  Delay Tim e]  toggle. When set  to [ Wheels =  Fade 
Tim es]  or [ Wheels =  Delay Times]  the wheels cont rol the fade in or 
delay in t im es for the connected at t r ibute(s)  respect ively. On touch 
consoles you can choose whether you are cont rolling delay or fade by 
touching on the relevant  cont rol in the wheel view. 

The Channel Grid workspace now has an ext ra 'Tim es' context  opt ion 
which provides a way to view all at t r ibute t imes current ly in the 
programmer. Select ing cell(s)  allows direct  edit ing of the relevant  
t im e. When edit ing group or individual at t r ibute t imes there are 
addit ional softkeys to set  back to global, turn off and turn on. Tim es 
set  to off in the program m er can be m erged into exist ing cues or 
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palet tes to ( tem porarily)  rem ove a t im e value. Tim es set  to on in the 
program m er can be m erged into cues or palet tes to restore t im e 
values that  had previously been turned off. 

While set t ing t ime values in the programmer it  is possible to 't ry ' 
them  out  as you go. This can be accessed at  any t im e by shift+ TI ME 
or double- tap TI ME. You can even tem porarily toggle t im es off and on 
while in the program m er and test  them  with and without  using the t ry 
cue funct ion. 

There is a new toggle in clear opt ions to [ m aintain cue t im es]  or 
[ clear cue t imes]  (default ) .  [ Clear cue t imes]  will remove all t imes 
from the programmer on clear. [ Maintain cue t imes]  will leave any 
t imes in programmer after clear. I t  is also now possible to br ing t imes 
into the programmer from  a cue by using include and, when using 
advanced include, there is a new softkey to toggle between [ ignore 
cue t im es]  and [ include cue t im es]  (default ) .  Addit ionally all mask 
m enus now have a 't ime' flag that  can be used to include or exclude 
t imes where appropriate. Finally there are new context  m enu opt ions 
in Channel Grid, Playback View and Cue View/ Tim es to show or hide 
t ime palet te references where applicable. 

Tim e Palet tes: I t  is now possible to record t im es in palet tes. These 
can be shared or norm al and can contain playback t im es and fixture 
at t r ibute t im es. 

Where cues are recorded using a t im e palet te updat ing the palet te 
t ime will update the cue t ime. I f a palet te contains at t r ibute values as 
well as t imes it  is possible to recall the palet te using it 's t imes. This 
funct ion is enabled/ disabled in palet te key profiles as [ Palet te is fired 
with its t im es] / [ Palet te is fired ignoring its t im es] . Default  is to fire 
without  t imes. I n either case if a t ime is entered manually it  will 
always overr ide the palet tes internal t im e. 

@ Menus: The @ but tons in relevant  consoles now open the Adjust  
At t r ibute Value m enu for the connected at t r ibute (on the Tiger Touch 
the three but tons between the wheels now funct ion as @ but tons) . 
This menu is also accessible by clicking on a cell in the channel gr id 
and by touching the center of a connected at t r ibute in the wheel 
view. 

The following opt ions are available:  

• Select  Funct ion -  Opens a second m enu of available funct ions 
for the at t r ibute. When the at t r ibute is a dimmer this menu will 
provide shortcuts to 0% ,25% ,50% ,75%  and 100%  

• Touch/ Clear -  places at t r ibute in program m er in current  
state/ clear at t r ibute from  programmer 

• Locate -  locate selected at t r ibute (does not  enter program m er)  
• Release -  release selected at t r ibute 
• Off -  set  at t r ibute cont rol off 
• On -  set  at t r ibute cont rol on 
• Freeze/ Un-Freeze -  Freeze/ Un-Freeze selected at t r ibute 
 

Note regarding on and off:  These values can be m erged into exist ing 
cues or palet tes to turn values off and subsequent ly restore back to 
their previous value with on. 
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Att r ibute On: I n addit ion to the m ergeable ' in-program m er' opt ion in 
the new @ m enus it  is also now possible to direct ly restore values 
previously turned off from  cue view. When one or m ore cells set  to 
'off ' are selected, softkey A ( [ ON] )  will restore those cells to the 
values they had prior to being turned off. Pressing the OFF funct ion 
key will also toggle selected cells on or off.  

Set  List : There is a new workspace called 'Set  List '.  For those t im es 
when you just  can't  find a suitable place for that  piece of paper, or 
when you can't  see it  without  a torch!  

A set  list  is m ade up of 't racks'. On all consoles except  Pearl Expert  
when a t rack is added it  links to the current  page and pressing the 
play but ton next  to a t rack will automat ically select  the associated 
page. I t  is also possible to 'bind' the page change but tons to step 
through the act ive set  list  an its associated pages on consoles with 
physical page up/ down but tons. Pages can be changed to 'Set  List ' 
m ode via a toggle in the Set  List  context  m enu or after touching the 
cent re of the page area. 

For every t rack you can add notes. The associated notes for a t rack 
will be shown as soon as you 'play' a t rack or just  by clicking on a 
part icular t rack. 

You can create mult iple set  lists in a show. When creat ing a new set  
list  by pressing on the [ + ]  but ton at  the top of the window you can 
choose between 'empty',  'pages' and 'build'.  'Pages' will automat ically 
create a set  list  for you based on pages that  contain cues using the 
page legends as t rack nam es. 'Build' provides a way to quickly m ake 
a new list  by select ing t racks from  other lists. You can also 'park' and 
'unpark' any t racks as required and you can filter the view to just  
show the rem aining act ive, just  the parked or both. When showing 
both, the parked t racks are greyed-out  and the play icon is not  
available. 

You can renam e set  lists and t racks by using [ Set  Legend]  and 
select ing the item  you want  to renam e. You can also copy, m ove or 
delete t racks using the respect ive funct ion but tons in the console. 

Group I ntensity Masters: I t  is now possible to assign groups to 
faders. 

The fader will then cont rol the intensity of fixtures contained in the 
group. The associated blue key will select  fixtures in the group and 
holding the blue key will provide the opt ion to filter according to a 
pat tern. 

Various behaviour m odes can be set  in [ Playback Opt ions] :  

• Scale Master -  Proport ional cont rol (default )  
• HTP -  Overr ide level if higher 
• Lim it  -  Hard lim it  
• Take Over -  Place fixture and its intensity in program m er on 

level match 
• Disabled -  I gnore fader 
 

When set  to zero the handle LED will pulse. On touch consoles the 
current  level percentage, mode and bargraph level representat ion will 
be shown in the playbacks touch display. 
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Note -  when a group m aster is set  to disabled or moved to a handle 
without  fader it  will become locked at  the current  fader level unt il it  is 
re-enabled and/ or m oved back to a fader as appropriate. 

Pixel Map Layer Masters: I t  is now possible to assign four new 
pixel mapper layer masters. 

Each of the four layers in the Effect  Editor has a switch to enable or 
disable cont rol of the layer by a m aster. When a layer has been 
assigned to a m aster you can adjust  all the layer cont rols as like you 
would any other fixture and where a layer master is assigned to a 
fader handle the fader will cont rol opacity. This means you can create 
and fire cues, chases, lists or palet tes ( including fade t im es)  which 
will manipulate the layers of any act ive effects which have the master 
cont rol enabled. 

Note that  you m ay need to update the personality library to allow 
assigning of layer masters. 

Att r ibute Lim its: You can now set  upper and lower lim its for any 
at t r ibute. 

Lim its can be set  or viewed from  the Patch m enu (via the [ Edit  
Fixture]  m enu) , from  the Patch View and from  Fixture View. I n Patch 
View these are available from  the At t r ibute Behaviour tab-  choose the 
behaviour you wish to view or adjust  from  the context  m enu. After 
choosing your at t r ibute(s)  the Set  Lim it  m enu will open. Here you can 
either input  a value or use [ Set  to Current  Value] . There is also a 
[ Remove Lim it ]  opt ion if required. 

Note that  it  is st ill possible to place values into the programmer that  
are outside these lim its. On touch consoles a ' lim it ' watermark will 
appear on the wheel view behind an at t r ibute when it  is being lim ited. 

Fixture Curves: I t  is now possible to set  curves per at t r ibute/ fixture. 

Curves can be set  or viewed from  the Patch m enu (via the [ Edit  
Fixture]  m enu)  and from  the Patch View. I n Patch View these are 
available from  the At t r ibute Behaviour tab. Choose the behaviour you 
wish to view or adjust  from  the context  m enu. 

Att r ibute Behaviour: There is a new tab in Patch View nam ed 
'At t r ibute Behaviour '.  This provides a way to view and edit  at t r ibute 
behaviours such as curves, lim its, invert  and freeze. You can choose 
which behaviour you want  to view/ edit  from  the context  m enu. 
Select ing an at t r ibute cell or cells will open the relevant  menu for 
edit ing. There is a new filter at  the bot tom - left  of the patch m enu to 
show all fixtures or just  those that  have m odified behaviours. 

Stream ing ACN: I t  is now possible to output  DMX using St ream ing 
ACN. 

RDM ( Rem ote Device Managem ent ) : RDM is now supported in 
Titan. A new RDM tab has been added to Patch View. Any connected 
devices that  support  RDM will be displayed here with informat ion 
including manufacturer and model nam e, current  m ode and address 
and num ber of channels used. 'Full Discover ' from  the context  m enu 
provides a way to force discovery of fixtures. Modes and address can 
be changed remotely by clicking on the relevant  cells. Clicking on the 
' ident ify ' but ton provides a way to visually ident ify which fixture this 
is in the r ig. Select ing the patch but ton will patch the associated 
fixture. Alternat ively the context  m enu opt ion 'RDM Quick Patch' 
provides a way to quickly patch all discovered RDM fixtures. 
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Find Fixture: The Find Fixture funct ion provides a way to ident ify the 
start  address of a fixture when it  is not  known or if a fixture is not  
responding as expected. 

This can be toggled on/ off via the Patch Fixture/ [ Opt ions]  m enu. On 
touch consoles the current  state of the funct ion is detailed above the 
wheel display. By default  find fixture is turned off. When enabled the 
console will output  locate values for the chosen fixture at  the current  
line/ start  address. 

You can now use the wheels to set  line & start  address. On consoles 
with three wheels wheel C (DMX slot )  provides a quick way to jum p 
forwards or back by the offset  value from  the start  address (by 
default  the offset  is the fixture channel count ) . Touching in the top or 
bot tom  sect ions of the wheels increases or decreases the relevant  
value respect ively. 

Reports: I t  is now possible to export  inform at ion about  your show. 

Reports are accessed via Disk/ [ Reports]  and the inform at ion can be 
filtered to:  

• Fixtures (default )  

• Memory 

• Chases 

• Cue Lists 

• Palet tes 

• Groups 

 

There is also a dedicated [ Export  Patch]  opt ion from  the Patch m enu 
and the Patch View context  m enu. This contains useful inform at ion 
such as user no, fixture nam e and m ode and address along with how 
often a part icular fixture has been used. The reports also contain 
other useful details such as the show nam e and creat ion date. 

Reports can be form at ted as HTML, PDF, CSV or XML. You can choose 
dest inat ion between internal and external storage (where present )  
and when a report  is generated Explorer will automat ically open in 
the containing folder so you can see where it  went . 

Show  Brow ser: There is now a new Show Browser workspace. This 
autom at ically opens when you choose to load or import  a show. This 
provides a way to view and search all shows available depending on 
locat ion and type filters and choose to load or import . Show folders 
detail how m any versions they contain. Actual show versions contain 
t imestamp details. Select  a show and then load or import  as required. 

Show  Library But ton Display: The Show Library workspace has 
been overhauled. There are now dedicated but tons for filter ing and 
there is a new context  m enu opt ion to toggle between the old 'gr id' 
display and a new 'but ton' display (default ) . But ton display represents 
item s as handle but tons in their  standard colours and are organised 
according to handle group and page. 

View  Tracked: Cue view now has a context  opt ion to view t racked 
values. When turned on (default )  t racked values in cues are shown in 
light  grey. 
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Cuelist  Fire First  Cue: I n Playback Opt ions for Cue lists there is a 
new softkey toggle to enable/ disable fir ing the first  cue. When 
enabled the first  cue will immediately go as soon as the cue list  is 
fired. Default  is disabled. 

Disable Cue List  Cue: Cues in cue lists now have a new 'disable' 
opt ion. When a cue is set  to disabled it  will be skipped. This provides 
a way to temporarily remove a cue with the abilit y to reinstate later if 
required. On touch consoles disabled cues are 'greyed out ' in the 
connected wheel display. 

Flash w ith t im es: A new key profile opt ion is available to flash with 
t imes. 

Effect  Palet tes: I t  is now possible to record effects in palet tes. 
These effects can then be applied to any group layout . Any changes 
to effect  palet tes recorded in cues will update the associated cues. 

Palet tes on TT executor but tons: I t  is now possible to record 
palet tes on the Tiger Touch m acro/ executor but tons. 

Rem ove Fixture from  Cue: I t  is now possible to completely remove 
a fixture from  a cue -  View the cue, select  the fixture(s) , [ Rem ove 
Fixtures] ,[ Confirm ] . 

OFF Playbacks: I t  is now possible to direct ly turn off 
fixtures/ at t r ibutes and rem ove fixtures from  shapes in playbacks. 

Press OFF followed by a playback to open the 'Off Playback with Mask' 
m enu. Select  fixtures, set  m ask as required and then press [ Off]  to 
turn the fixtures/ at t r ibutes/ shapes off. 

Note that  for consoles that  do not  have separate Release and Off 
but tons pressing Off followed by a playback will release it .  I n these 
cases select  [ Off Playback Values]  then select  playback. 

Add Fixtures to Shapes: There is a new context  m enu opt ion in 
Shapes Fixture View called 'Add Fixtures'. This provides a direct  way 
to add m ore fixtures to a shape in an exist ing cue. After select ing the 
context  m enu opt ion, select  fixtures you want  to add and then press 
the [ Add Fixtures]  softkey to add. 

Patch View  Colum n Filters: There is a new context  m enu opt ion in 
Patch View called 'Choose Columns'. Pressing this will open a menu 
where you can toggle colum ns on/ off for the patch view. This is useful 
to help sim plify the view or to ensure part icular columns are visible 
when using smaller window sizes and/ or displays. 

Patch View  Notes: You can now add notes to fixtures in the patch 
view. 

View  Fixture History: There is a new tab in Fixture View called 
'Personality '.  When selected this will display the personality 's history. 
This can be useful for checking versions and changes. 

Reset  Masters: You can now reset  any m aster to its default  level by 
pressing release (or OFF)  followed by the m aster. I f the m aster is 
assigned to a fader you must  level match to regain cont rol. 

Disable DMX Output : I t  is now possible to disable/ enable DMX 
output  from  the shift  (Avo)  m enu. This is part icular ly useful in backup 
situat ions, for exam ple two consoles output t ing to Art -Net  or if 
physical DMX outputs are m erged. 
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Fan in Layout  Editor: Fan now funct ions in the layout  editor to 
provide an easy way to evenly spread fixtures. 

TNPN Netw ork Adapter View : I t  is now possible to view the 
current  network adapter and I P address of a TitanNet  Processing 
Node on its m ain screen to help with ident ificat ion. 

TitanNet  Event  Log: There is a new workspace called 'Event  Log'. 
This provides feedback and history on node connect ion and current  
status. 

1 6 .1 .3  I m provem ents 

Patch fixture perform ance: Som e changes have been m ade to 
im prove fixture patch perform ance. 

Shapes w ith large num bers of fixtures ( perform ance) : 

I m proved perform ance with large numbers of shapes in program m er. 

Latch num eric m enu: I t  is now possible to latch the num eric m enu. 
This is part icularly useful if you want  to hold a manual palet te fade 
t im e. 

DMX output  w orkspace user num ber: A user num ber colum n has 
been added to DMX view to help ident ify fixtures. 

Align shapes: You can now align shapes. 

Layout  editor  auto- scroll: The layout  editor window will now auto 
scroll when resizing the grid. 

Phase Offset  in palet tes: You can now store phase offset  in shape 
palet tes. 

Preset  colour palet te picture: Preset  palet tes now autom at ically 
create scribbles in the colour palet tes workspace. 

Enter to exit  m ask m enu: You can now press < enter>  to exit  a 
m ask m enu. 

Change cue num ber from  Set  Legend: I t  is now possible to 
renumber cues in a cuelist  from  the Set  Legend m enu. 

Fader control of dim m er patched on TT stat ic and ST w ing 

handle: I t  is now possible to use the fader to cont rol dimmer level 
when fixtures are patched to the Tiger Touch stat ic playback faders 
and the Sapphire Touch wing. 

Frozen indicator on w heel display: A 'frozen' waterm ark is now 
shown in the wheel display of touch consoles for any frozen at t r ibutes 
or fixtures. 

Act ive fixture linking by exchange instead of update: Act ive 
fixture linking is now achieved via an exchange rather than an update 
in order to improve the funct ion. 

Com press bitm ap thum bnails: Thumbnail bitmaps are now 
com pressed to prevent  unnecessarily large shows and potent ial 
adverse console performance as a result . 

Dist r ibuted Pixel Mapping: Pixel Mapping is now rendered locally 
on the relevant  TNPN to improve perform ance and prevent  network 
overload in large pixel map configurat ions. 

View  shape/ effect  at  the sam e t im e as cue: You can now have 
shape and/ or pixel views open at  the sam e t im e as cue view. 
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Show  6 4  lines in DMX view : You can now view all 64 lines in DMX 
view. 

OFF in channel gr ids: The OFF funct ion key can now be used to 
switch selected cells off (and on where appropriate)  in cue view and 
channel gr id. 

TitanNet  resilience: I mprovements to resilience of loss of nodes or 
where nodes are reboot ing. I ncludes feedback to user on current  
state. 

W ireless adaptors and Art - Net : I t  is now possible to use wireless 
network adaptors to output  Art -Net . 

T1  w heel display text  area enlarged: The T1 wheel display text  
area has been m ade larger to resolve issues where the text  display 
was t runcated on certain display/ window sizes. 

Docked legend in cue list  view  ( playback) : The legend column in 
playback view is now docked so that  if you have to scroll to the r ight  
it  rem ains in view for easier ident ificat ion of cues. 

Delete shape from  cue: I t  is now possible to delete shapes in cues 
direct ly by pressing delete followed by the fixture in shape fixture 
view then [ confirm ] . 

Fixture order in cue view : I t  is now possible to view the fixture 
order num ber of each fixture in cue view. 

1 6 .1 .4  Changes 

Show file  Versions: Showfiles now support  versions. The nam e of 
the current  show is shown in the disk m enu. When creat ing a new 
show there is an opt ion to give it  a nam e (default  =  'unsaved show') . 

There are now [ Save]  and [ Save As]  opt ions in the disk m enu. [ Save 
As]  will allow you to create a new show which will be stored in a 
separate folder and this will become the name of the current  show. 
[ Save]  provides a way to save versions of the show within this folder. 
The first  version will be called 'I nit ial Version'. I f a new show has not  
been named pressing [ Save]  will init ially send you to the [ Save As]  
m enu. 

When in the 'Save A Version' m enu you can opt ionally enter a tag for 
the version or use the default  QuickSave's. Autosaves will be saved 
within the show folder. Pressing the Disk but ton twice will create an 
autosave in the current  show folder. Every version saved will create a 
new file, even if the tag is ident ical. 

When you choose a show to load you will be presented with a list  of 
all the available versions of the show. 

User Personality Directory: When a personality is edited it  will now 
be stored in the custom  personality directory. This provides a way for 
the factory personalit ies to be updated without  affect ing user edited 
personalit ies. Edited personalit ies will appear with '(user) ' appended 
to the fixture m odel when patching. I f a copy of the personality 
cannot  be found on the console a copy will be created from  the 
showfile to allow edit ing. 

Very High Prior ity overr ides palet tes: Values in playbacks set  to 
very high prior ity now take precedence over palet tes applied to 
fixture select ions. 
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Renum ber changes: 'Renum ber cues' has been renam ed 'Renum ber 
ALL cues' and a prom pt  with [ Confirm ]  or [ Cancel]  has been added to 
prevent  accidental operat ion. A Renum ber All Cues but ton has also 
been added to the Playback Opt ions m enu so that  it  is easier to find. 

Renum ber cue from  Set  Legend: I t  is now possible to renum ber 
individual cues from  the Set  Legend m enu. 

Rem ove show  loaded prom pt: The show saved/ loaded [ OK]  
prom pt  has been rem oved. Following a successful save or load you 
will now im m ediately be returned to the root  m enu. 

TM executor but tons key profiles: The Titan Mobile executor 
but tons are now t reated as touch keys in key profiles. 

Reordered cue list  cue t im es m enu softkeys: The Edit  Cue List  
Cue Tim es m enu softkeys have been reordered to keep sim ilar 
set t ings within pages. 

Prevent  fixture cell delet ion: Previously it  was possible to delete 
individual cells after unfolding a fixture. At tempts to do this will now 
be blocked and a warning is shown instead. 

Rem oved preload from  cue list  view : Preload has been removed 
from  cue list  view as it  has been m ade obsolete with the int roduct ion 
of MI D. 

Advanced include start  new  select ion: When using advanced 
include select ing a fixture will now deselect  all f ixtures and begin a 
new select ion to unify standard select ion rules across the plat form . 

Att r ibute editor  nam ing consistency: The factory workspace 
shortcut  to open the At t r ibute Editor workspace has now been 
renam ed to 'At t r ibute Editor ' for parity. 

Previous fixture highlights end of select ion: Pressing the 
previous fixture but ton will now highlight  the end of the select ion. 

Renam ed key profile  + / - 5 %  to Nudge Up and Nudge Dow n: 

The + / -5%  key profile opt ions have been renam ed to 'Nudge Up' and 
'Nudge Down' to avoid confusion. 

Default  t im ecode fram erate 2 5 : The default  t imecode framerate 
has been changed to 25 to avoid frame offsets increasing into invalid 
values. 

1 6 .1 .5  Bugs fixed 

Replace Palet te Legend: Previously if you t r ied to set  a legend 
when replacing a palet te the old legend would persist . This has been 
fixed. 

Renum ber conflicts result  in user num ber zero: Fixed an issue 
where renumbering over a range of items could result  in all f ixtures 
being set  to user num ber zero if any were already in use. 

I nclude runs individual channel fades: Previously if you included 
a playback with individual fade t im es it  would run the fades. I nclude 
now ignores any fade t im es and snaps in. 

Repatch fixtures spanning universes: Fixed an issue where it  was 
not  possible repatch a range of fixtures that  spanned m ore than one 
universe. 
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Release shapes ignores m aster or  user t im ing: Previously when 
releasing a playback that  contained a shape the shape was rem oved 
instant ly. I t  will now fade out  using the master release or user t im ing. 

Fade in, delay in "as in"  rem oved: There was an issue where it  
was possible to set  Fade in and Delay in to 'As I n'. This has been 
fixed. 

Replace doesn't  fully rem ove previous fixtures: Previously when 
you replaced a cue it  would not  rem ove the unused fixtures. This 
could cause problem s with filtered palet tes and funct ions that  rely on 
fixture order. This has been resolved. 

Quick build lists don't  t rack: Previously when cuelists were built  
using quick build they would not  t rack correct ly. This has been 
resolved. 

Mode 3  cues don't  crossfade to correct  level: Fixed an issue 
where cues fading out  by m ode 3 were not  at  the level expected 
proport ional to the m ode 3 fader. 

Palet te I PCGBES update w ith off: Palet te I PCGBES now update to 
accurately reflect  content  after at t r ibute groups are com pletely 
rem oved via palet te view. 

Channel gr id OFF key im m ediately deselects fixtures: Previously 
pressing OFF after select ing a cell in channel gr id would deselect  the 
fixture m aking it  impossible to rem ove values this way. OFF now 
toggles at t r ibutes in selected cells off/ on. 

Copy cue list  does not  copy set t ings: Previously when you copied 
cuelists the fader m ode would reset  to default  in the copy. Now when 
you copy a cuelist  the fader mode is also copied. 

Quick build cues appear em pty in cue view : Fixed an issue where 
quick build cues were empty in cue view. You can now view and edit  
contents as expected. 

Live update of key profiles above playback handles on touch 

screens: On touch consoles changes to key profile will immediately 
update in the playback touch display. Previously you had to change 
page before it  would update. 

Auto shared/ norm al confused after  m erge: Fixed an issue where 
the autom at ic shared/ norm al would be assigned incorrect ly after 
merging a palet te. 

Delet ing intensit ies in chases via  cue view : Fixed an issue where 
dim m er values persisted in chases when they had been turned off via 
cue view. 

Patching quant ity leaves blank handle 3 0 : Previously if you 
patched a quant ity of fixtures that  would span across physical 
handles on the Sapphire Touch or Pearl Expert  certain handles would 
appear to be em pty. This has been resolved. 

TitanNet  set t ings not  clearing on new  show : Previously when 
start ing a new show TitanNet  set t ings were not  cleared and lines 
would be left  assigned. These now reset . 

FX m ask does not  represent  effects: Cues containing pixel m ap 
effects did not  show as containing FX in the indicator. Now they do!  
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Pressing ML w hile in Edit  Palet te exits and clears program m er: 

On Sapphire Touch and Titan Mobile consoles at tem pt ing to enter the 
ML Menu from  the Edit  Palet te m enu would cause it  to exit  the Edit  
Palet te funct ion and clear the program m er. This has been resolved. 

Patch act ive over m anual gives error: Previously, at tem pt ing to 
link an act ive fixture by patching over the top of a m anually patched 
fixture would result  in an error prom pt . I t  is now possible to link 
act ive fixtures by patching over m anual. 

Link chains: Previously if you created a num ber of playbacks that  
were linked to one another changes to the first  playback would 
propogate to the second playback only. Now changes to a linked cue 
at  any point  in the chain will propogate across the whole chain. 

Groups grey out  w hen set t ing fixture order: Previously groups in 
the groups workspace would grey-out  when set t ing fixture orders. 
This was m isleading as groups can be used as part  of set t ing fixture 
orders. They now stay lit .  

Slow  perform ance on large cuelists: Appending cues to cuelists 
would get  progressively slower each t im e a new cue was added. I n 
large cuelists this could become quite significant . Various 
im provem ents have been m ade to cuelist  t racking updates to ensure 
this is no longer a problem. 

Changing act ive cue to m ode 1  results in delay then snap: 

Fixed an issue where changing an act ive m ode 0 intensity cue to a 
mode 1 with fade out  would result  in a delay then snap out . I t  will 
now fade out  over the set  t ime as soon as the cue is killed. 

Patch select ion does not  rem ain after  closing patch view : 

Previously if you selected a fixture to patch in patch view and then 
closed patch view it  would forget  the select ion. This was a problem if 
you needed to close the patch view to see the fixture workspace. 
Patch select ion is now remembered after closing patch view. 

Playbacks from  legacy show s don't  get  user num bers: When 
loading shows from  version 5 or earlier playbacks would not  be 
assigned user num bers. This m eant  it  was not  possible to use the 
com m and line syntax to copy or m ove cues. Legacy show playbacks 
now have user num bers. 

ST help m enu m issing: Fixed an issue where the help m enu did not  
open the relevant  opt ions on the Sapphire Touch. 

Mode 3  crossfade betw een ident ical values: Previously if you 
fired a t imed mode 3 playback that  contained some ident ical values 
as another act ive playback ( for example 100%  dimmer)  the values 
would change when they should not . This has been resolved. 

Pat tern select ion in edit  t im es: Previously the t imes grid would 
highlight  cells according to pat tern select ion but  values input  would 
ignore this and apply to all f ixtures. This has been fixed and it  is now 
possible to use pat tern select ions when edit ing t imes. 

Channel gr id does not  update after  sub- fixture exchange: 

Previously if you exchanged a mult i- cell f ixture ghosts of the old 
fixture would rem ain if channel grid was open and the new fixture 
would not  populate after closing/ reopening. This has been fixed. 

Master playback opt ions: At tem pt ing to set  Playback Opt ions 
would result  in the previously selected handle being selected instead 
of the m aster handle. This m ade it  seem like changes to m asters 
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were not  working. Set t ing Playback Opt ions on m aster handles now 
selects the correct  handle!  

Master handle lock show ing w rong in playback opt ions: 

Previously when first  set t ing playback opt ions on a newly assigned 
master handle it  would incorrect ly show as being unlocked. I t  will now 
show correct ly as t ransparent  lock (default ) . 

Open visualiser theatre dia log hidden: Fixed an issue where the 
'do you want  to save theat re' dialog would be hidden when t rying to 
open a visualiser theat re on Pearl Expert 's without  a wing connected. 
I f you were not  aware of the dialog wait ing for an input  it  would seem 
as if Visualiser was unresponsive. 

Patch view  rem em bers fixtures after  new  show : Occasionally 
fixtures from  an old show would persist  in the patch view when 
start ing a new show. This has been resolved. 

Copy group picture legend: Previously copying groups would not  
copy any associated picture legends. This is now fixed. 

Edits to cues via  cue view  don't  w ork across linked playbacks: 

Previously edits made to a cue via cue view would not  propogate to 
linked playbacks. This has been resolved. 

Snap back ignores OFF: Fixed an issue where snap back would 
ignore dim m ers turned off and output  them  live. 

v5  show s em pty palet te view : Fixed an issue where palet tes from  
v5 shows would appear em pty in palet te view after restart ing the 
software. 

Auto shared/ norm al w rong if shared palet te in program m er: 

Palet tes would autom at ically set  to normal after select ing a shared 
palet te for mult i- celled fixtures. This was incorrect . Mult i- cell shared 
palet tes will now automat ically record as shared as expected. 

Shapes in cue lists conflict ing: Previously if two cuelists set  to 
cont rol speed and/ or size on fader both had act ive cues containing 
shapes with shared at t r ibutes ( for example pan/ circle respect ively)  
either fader could m aster the speed or size of both cuelists. I t  has 
now been fixed so that  the fader will only ever cont rol it s own shape 
or effect . 

Auto group after  fixture exchange not  select ing all f ixtures: 

After exchanging a fixture the auto groups would not  select  all 
fixtures correct ly. This has been resolved. 

User num ber sort ing: Previously sort ing colum ns containing 
num bers such as user num ber would not  order as expected. This has 
been fixed. 

Patch view  addresses rem ain after  park: I n certain situat ions the 
display would not  update the fixture address correct ly after parking 
fixtures and could st ill show the previous address. This could make 
readdressing confusing. This has now been resolved. 

LED fixtures reset  to black after  highlight : After using highlight  
on LED fixtures they would go black. This is now fixed. 

Vis delete auto update: Previously delet ing a fixture would not  
delete it  from  Visualiser when in auto update mode. This has been 
fixed. 
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Review  does not  play back last  cue w ith fade t im es: The review 
funct ion stopped working in previous versions. Now pressing review 
will cause the previous cue to play with its t im es. 

Blade index reset  control doesn't  w ork: Fixed an issue where the 
blade index and reset  cont rols were not  working properly in at t r ibute 
editor. 

No preset  palet tes after  delete/ repatch: Previously if a fixture 
patched with preset  palet tes enabled was subsequent ly deleted they 
would not  be recreated if the fixture was patched again. This has 
been fixed. 

Load progress show s tw ice for  T1  w ith no dongle: Fixed an 
issue where the load progress bars would be shown twice when 
loading a show in Titan 1 with no dongle present . 

No opt ion to run shapes on cells w hen selected from  shapes 

w orkspace: Previously if you selected a shape from  the shapes 
workspace there was no prom pt  to run on super fixture or sub 
fixtures for mult i- celled fixtures. This now works correct ly. 

THRO and AND fixture order for  cells: I f you used THRO and AND 
to select  cells the result ing fixture order would not  be correct . This 
has been resolved. 

I nclude current  step: When including step 0 represents the current  
step. I n previous versions at tem pt ing to do this would fail with an 
error m essage. I t  is now possible to include step 0. 

Shapes and chases pause during save or autosave: I n previous 
versions shapes and chases would pause during save operat ions for 
large shows. They will now run without  interrupt ion. 

Am persand in personality m anufacturer nam e: Previously if a 
show contained a fixture where the m anufacturer nam e contained an 
am persand character it  was not  possible to copy the fixture and the 
show would fail to load properly. These issues have been resolved 
and the am persand character is perm it ted. 

Problem s changing MI D opt ions in cue view : After set t ing a MI D 
opt ion in cue view, select ing other MI D cells would cause them  to 
im m ediately change to the set t ing used previously. I f a new MI D cell 
was selected without  com m it t ing a change to the first  cell selected 
the cue row would highlight  in red which would never go away and 
the original cell would st ill be being edited. These issues have been 
resolved. 

I nact ive cuelists intensity indicator: Previously inact ive cuelists 
would show as containing intensity with an 'I '  in the playback on 
touch consoles. The I CPGBES indicator is now always em pty for 
inact ive cuelists. 

Unable to repatch/ park generics: Fixed an issue where it  was 
somet imes not  possible to park dim m ers using the repatch funct ion 
when they were m arquee selected in the fixtures workspace. 

Patch w ith offset  into gaps: At tem pt ing to patch fixtures into gaps 
using the offset  funct ion would not  work properly. This has now been 
resolved. 

Exchange fixture loses picture legend: Previously when 
exchanging a fixture associated picture legends would be replaced 
with default  fixture text . The picture legend will now remain. 
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Exchange from  cells - >  no cells and back loses control of cells: 

Previously if you exchanged from  a fixture with cells to a fixture 
without  cells and back again you would no longer be able to select  
cells in the at t r ibute editor. This has been resolved. 

Flash w ith t im ing over sim ilar  playbacks: Previously if a t imed 
playback containing at t r ibutes shared with an act ive playback was 
flashed momentarily the shared at t r ibutes would snap back to a value 
somewhere between the original playback and the flashed playback, 
dependent  on the fade t im e and amount  of t im e the flash but ton was 
held. Now values in the t imed playback will assert  themselves as soon 
as flash is pressed and stay there. 

Exchange from  fixture w orkspace including em pty handles: 

Previously if you selected fixtures in the fixtures workspace using a 
m arquee that  spanned an em pty row the em pty handles would be 
counted during a fixture exchange which could cause potent ially 
conflict ing fixtures to be parked unnecessarily. Gaps are now ignored 
and the num ber of fixtures for exchange are counted correct ly. 

Vis theatres alw ays auto update and do not  load correct ly 

from  show s: Fixed an issue where visualiser would auto patch 
fixtures even when update was turned off. 

THRO bypasses lock: Fixed an issue where pressing the THRO key 
would temporarily bypass console lock. 

Copy large cuelist : Fixed an issue where large cuelists would take a 
very long t im e to copy and would appear to have not  worked. 

I ncludes all shapes regardless of fixture select ion: Previously if 
you t r ied to filter included shapes by fixture it  would ignore the 
fixture select ion and include all shapes for all f ixtures. I t  is now 
possible to include shapes for the selected fixtures only. 

Move cues out  of order: Previously if you moved cues in the 
playback view using com m and line syntax it  would not  reorder unt il 
you scrolled through the cues in the connected playback view. Moving 
cues now reorders live. 

Shape search: Occasionally it  was not  possible to enter text  to filter 
shapes. This has been resolved. 

View  scroller+ dim m er =  except ion: Previously if you t r ied to view 
a fixture that  contained a pending dim m er the fixture view would 
throw an error. This has been fixed. 

Fract ional fades: Previously values after a decimal point  would be 
ignored for fade out  and delay out  in cuelists. Values after a decimal 
point  now work correct ly. 

Cue list  update slow : Fixed an issue which m eant  it  could take a 
long t im e to update a t racking cuelist . 

OFF fixtures record by fixture: Previously if you turned a fixture 
off pr ior to recording it  would st ill record. Now fixtures turned off will 
be ignored when recording on an em pty handle. 

Num eric palet tes to use m aster t im es: Previously recalling a 
num eric palet te from  the palet te m enu would ignore the m aster 
overlap set t ing. This has been resolved. 

Fixture w orkspace show  DMX reverts to hide after  patch: Fixed 
an issue where the fixture workspace context  opt ion to show DMX 
address would revert  to hide after going into the patch m enu. 
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Dim m ers do not  fade by fader w hen m erged into referenced 

palet te: I f a dim m er was m erged into a palet te with user set t ing 
[ add new palet te channels to playbacks]  enabled, fir ing a cue that  
referenced the palet te would cause the dimmer to snap and ignore 
the fader level. This has been fixed. 

View  norm al palet te order: Normal palet tes had a st range order 
when viewed. This has been resolved. 

Park m ult iple dim m ers: Parking mult iple dimmers via repatch 
would only park the first  dimmer. Parking mult iple dimmers now 
works correct ly. 

I nstall usb expert  over old versions: Previously there was an 
installer issue where it  would think the new version of Usb Expert  was 
older than the exist ing one and not  install.  This has been resolved. 

Update personality turns fixtures off: Fixed an issue where 
updat ing a personality would result  in all channels needing a nudge 
before they would work properly. 

Duplicate fixture orders: Previously groups containing duplicate 
order num bers ( ie. 1,1,1,1,2,2,2,2)  would not  take for cues or shapes 
and the order would be replaced with unique order num bers. 
Duplicate fixture orders will now record in cues and apply to shapes 
as expected. 

Channel gr id w heels sync w ith cell select ion: Previously select ing 
at t r ibute cells in the channel gr id that  spanned pages within the 
associated at t r ibute group would not  update the connected wheels 
and cause them  to be out -of-sync. Now whenever a cell is selected 
the wheels will be connected to the correct  at t r ibute. 

TitanNet  -  load and save and startup order: Previously you could 
lose your work or get  a broken startup if you didn't  power the 
TitanNet  system  on and off in the correct  order. Now if a node is shut  
down it  will automat ically save the show to prevent  this. 

Art - Net  doesn't  a lw ays output  data: Fixed an issue where the 
default  adapter in mult iple network adapter situat ions (ST and Pro 
consoles)  was not  always the local area network which would result  in 
Art -Net  not  appearing to work.  

Load bar appears to hang at  end on Sapphire Touch: Fixed an 
issue where the load progress bar on a Sapphire Touch would pause 
for a long t im e at  100% . 

Lam p intensity LCD update: Fixed an issue where the lamp 
intensity cont rol would not  reflect  the actual level on start . 

Off size/ speed out  of program m er representat ion: Previously if 
you turned shape size or speed off all the shape cont rols would lose 
their in-programmer highlights. This has been fixed. 

Append intensity cues w ith t racking turned off: Previously if you 
appended (or inserted)  an intensity cue in a list  with t racking turned 
off,  the intensity would not  record correct ly if it  already existed in the 
preceding cue. This has been fixed. 

Backw ards select ion loses last  fixture: Fixed an issue where 
numerically select ing fixtures in reverse would cause the last  fixture 
to be m issing from  the select ion. 

Fir ing new  cues causes previous incom plete fades to use new  

t im es: Previously if a cue had not  completed its fade when the next  



Page 236 – 1 6 .  Release notes 

 

  TitanUniversal_Man_v7-0_TM.doc  02 September 2013 

cue in the list  was fired it  would fade in using the t im ing from  the new 
cue. Now the cue will cont inue to fade with its own t ime. 

Select ing sub fixtures from  the root  m enu does not  w ork: 

Previously it  was not  possible to use the '[ n] . ' syntax to select  sub 
fixtures from  the root  m enu. This is now possible. 

Norm al intensity palet tes are incorrect ly set  to shared 

autom at ically: After recording an intensity palet te, any subsequent  
intensity palet tes will always automat ically set  to shared. This has 
been resolved. 

Personality -  case sensit ive m anufacturer nam e: Previously if 
there were personalit ies in the library that  contained the same 
m anufacturer nam e but  with different  cases you m ight  not  be able to 
patch. This has been fixed. 

Mult iple block all shapes: Previously it  was possible to have 
mult iple block all shapes in a cue. This has been fixed. 

Repatch dim m er cells: Previously at tem pt ing to repatch m ult i-
dim m er celled fixtures from  the patch/ repatch m enu would fail.  This 
has now been fixed. 

Reverse num eric select ion: Previously when select ing fixtures in 
reverse numerically the last  fixture would not  be selected. This has 
been fixed so that  all fixtures are selected as expected. 

Set  legend on playback view  selects w rong cue: Previously if 
you used [ Set  Legend]  and then touched a legend cell in playback 
view it  would jum p to the first  cue. This has been fixed so that  it  
selects the cue expected. 

Shapes and effects in quick build: Previously it  was not  possible to 
quick build cues from  shape or effect  cues. This has now been fixed. 

Add shapes to palet tes: Previously when adding shapes to palet tes 
with user set t ing 'add new palet te channels to playbacks' enabled any 
cues containing the palet tes would not  update to show the shape. 
This has been resolved. 

1 6 .1 .6  Know n issues 

Rem ote sync: Current ly changes to things like legends, user 
numbers and DMX addresses will not  synchronise between the 
console and rem ote unless you restart  or reconnect  the app. 

 

1 6 .2  Version 6 .2   
 

1 6 .2 .1  Upgrading from : 6 .1 :  

Please download the upgrade installer from  our Avolites download 
website. Once the download completes, run the installer on the 
console and follow the inst ruct ions.  

1 6 .2 .2  I m provem ents 

Tiger Touch Pro and Pearl Expert  Pro Panel Layout : A new panel 
layout  for the Pro series of consoles re-arranges the funct ion keys to 
bet ter align with other consoles in the Titan range.  
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• Record 
• Update 
• I nclude 
• Edit  
• Copy 
• [ Shift ]  +  Copy =  Move 
• Delete 
• Fan 
• Unfold 
• Off 
• Release 
• Patch 
• Disk 
• [ Shift ]  +  Disk =  System  
 

To act ivate the new panel layout  the Program  Panel id m ust  be 
changed to index 2 in USB Expert . I n addit ion the [ I nclude]  key is 
now [ Macro]  above the keypad.  

Tiger Touch View  Key: On the Tiger Touch console with the Pro 
upgrade the View key is now above the num eric pad rather than to 
the r ight .  

1 6 .2 .3  Changes 

Tiger Touch Lam p I ntensity: You can now adjust  the lam p 
intensity on the Tiger Touch console from  the system  m enu. Change 
to system  m enu and then use Wheel A to adjust  the lam p brightness. 
Please note you m ust  have the Pro upgrade installed for this feature 
to work.. 

Tiger Touch W heel @ But tons: You can now use the but tons next  
to the wheels as @ but tons. This allows you to set  at t r ibutes by 
numeric value or select  a spcific at t r ibute from  a list .  

Tiger Touch Flash On, Rem  Dim , W heel Scroll: The three keys 
above the wheels have been changed to the following funct ions.  

• Flash On (Shift  =  Flash Out )  
• Remove Dimmer 
• Wheel Scroll Lock 
 

1 6 .2 .4  Bugs fixed 

Personalit ies in User Folder not  loaded: The console was not  
loading personalit ies from  the users personality folder. This meant  
that  custom  personalit ies did not  appear when patching. 

New  show  w ould som et im es fa il to reset  console: Occasionally 
after a new show the set t ings where not  reset  to the correct  value. 
The console would require a second New Show to be setup correct ly. 

Updat ing a cue in a  cue list  occasionally show ed poor 

perform ance: Updat ing a cue in a large cue list  could somet imes 
take a long t im e m aking the console seem  unresponsive. 

1 6 .2 .5  Know n I ssues 

Art -Net  default  adaptor is Local Area Connect ion 2:   
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I f Art -Net  is set  to output  on the 'Default ' adaptor on new consoles 
that  have two network ports then it  will output  only on local area 
connect ion 2. For Art -Net  output  you should use the r ight  hand 
connector as you look from  the rear of the console or m anually select  
Local Area Connect ion 1 in Art -Net  set t ings. 

1 6 .3  Version 6 .1   

1 6 .3 .1  Upgrading from : 6 .0 :  

Please download the upgrade installer from  our Avolites download 
website. Once the download completes, run the installer on the 
console and follow the inst ruct ions.  

1 6 .3 .2  Changes 

Avolites w aterm ark: We have added the Avolites logo as a 
waterm ark to the prom pt  area. 

Pearl Expert  w ing set t ings: Re- instated the Pearl Expert  wing 
connect ion m enu. 

1 6 .3 .3  Bugs fixed 

Loading show  not  present ing error report : Somet imes if errors 
ocurred while loading a show the console would not  present  these 
errors to the user. 

Motorised fader update w hen changing page: I f you changed 
page on a console with m otorized faders they would not  always 
return to zero. This depended on whether a handle was present  on 
the new page. 

Cue num bers w ith 3  decim al places get  t runcated: Using cue 
numbers with three decimal places would result  in a t runcated cue 
num ber different  from  that  specified. 

DMX nodes not  being displayed: Ocassionally when you loaded a 
show the DMX view would show no nodes at tached. The nodes were 
present  but  they were not  displayed. 

Copying fixtures cells rem oves DMX address from  source: 

When copying fixtures which contain cells the or iginal fixtures would 
lose their DMX address and the original would need to be re-patched. 

Loading large show s w ould t im eout : When loading a large show it  
would t im eout  and incorrect ly state that  the show have failed to load. 
The show loading speed has been increased as well as stopping this 
from  happening. 

Delay enter ing t im es and at t r ibute t im es m enu: Somet imes 
there would be a long delay before the t im es and at t r ibute t im es 
m enu would open. This was in the order of 20 seconds. 

Large show s not  loading correct ly: Very large V5.0 shows would 
not  load correct ly into V6. This has been fixed. 

Console w ould not  shutdow n: Som et im es the console would not  
shutdown correct ly and would ask the user to force shutdown. This 
had no adverse effect  on the console and has now been resolved. 

Upside dow n second screen: When connect ing an external m onitor 
the screen would somet imes appear upside down. 
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Palet tes on celled fixtures: Som et im es when applying palet tes 
stored on celled fixtures the applied palet te would not  output  as 
recorded. 

Cue list  copy ignoring t racked value: When copying a cue list  the 
t racking informat ion was not  being copied correct ly which rarely 
resulted in the cue list  output t ing incorrect  levels. 

Changing I P address stopped Art - Net : Changing the console I P 
Address would stop Art -Net  output  unt il you refreshed the set t ings. 

Autosave disabled lost  after  restart : The autosave enabled 
set t ing would som et im es reset  after restart ing the console. 

Patch view  failed to init ia lise: Som et im es when opening the patch 
view window you would see a failed to init ilise error. Re-opening the 
window would fix. 

Record by stage on celled fixtures: Record by stage would not  
record fixtures where only the m aster had intensity. 

Colour w heel shapes not  w orking: Shapes that  used a fixtures 
colour wheel would not  run correct ly. 

Update personality and user num ber select ion: After you 
updated a personality for a fixture you were no longer able to select  
that  fixture by user num ber. 

Occasional pause in shapes and pixel m apper: Very occasionally 
and after a while of the console being on you m ay see a brief pause 
of around 500m s in all shapes and pixel m aps. This would m ore often 
than not  appear when fir ing or killing other playbacks. 
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1 7 .  Glossary of term s  
ADDRESSES The DMX Channels occupied by individual Fixtures. 

The first  Channel occupied is usually encoded onto 
the Fixture som ehow (often by switches or using a 
m enu)  and called its ADDRESS. 

ALI GN A m eans of copying At t r ibute characterist ics from  the 
first  Fixture selected to other selected Fixtures, 
result ing in the Fixtures being aligned to each other. 

ATTRI BUTE One Channel or funct ion of an I ntelligent  Fixture, 
such as “Colour Wheel” . 

ATTRI BUTE GROUPS see I PCGBES. 

AUTOLOAD A playback which is automat ically fired by a cue in a 
cue list . Enables a chase to be fired by a cue list . 

BACKUPS Copies of a show stored to an external storage device 
for safety. 

BPM Beats Per Minute. 60 BPM is equivalent  to one step 
per second. 

BUSKI NG Operat ing the console live (usually for live music)  
when you have insufficient  program m ing and need to 
m ake up stunning effects as you go along using 
palet tes etc. 

CHASE A sequence of one or m ore pre recorded steps which 
autom at ically run one after the other. 

CHASE STEPS I ndividual cues within a Chase. See above 

COLOUR CHANGER A m echanical Fixture for changing the colour of a 
light  source, usually by scrolling through a roll of 
different  coloured gels or by moving special filters 
into the light  beam. 

COLOUR MI X /  CMY A system  of three filters that  can each crossfade 
from  white to a colour, or one colour to another. I t  is 
a feature of most  I ntelligent  Fixtures, which enables 
thousands of different  colours to be created. 

CONNECTED CHASE A Chase which has been brought  under cont rol of a 
chase Cont roller by pressing the CONNECT but ton. 

CUE A single stage look program m ed onto a Playback 
but ton or fader. Also known as MEMORY, STATE, 
SCENE, LOOK. 

CUE LI ST A sequence of cues program m ed onto a Playback 
but ton or fader. Each cue can have its own delay and 
fade t im es and can also start  other cues or 
playbacks. Also known as a CUE STACK or STACK. 

CUE MODE A playback form at  program m ed into a Cue. There are 
Cue Modes 0 -  3. 

DEVI CE See FI XTURE. 
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DI MMER Device used to cont rol the intensity of an individual 
light . 

DMX DMX512(1990)  a specificat ion for com m unicat ion 
between cont rol desks and Fixtures, Originally for 
Dimmers it  has been adopted as a cont rol protocol 
for m ost  I ntelligent  Fixtures. I t  can carry 512 
different  Channels of data. 

FADE A cont inuous t ransit ion from  one level to another. 

FI XTURE Any light ing inst rument  that  is patched using a 
Personality. Generally refers to a moving light  or 
colour changer, not  an individual Dim m er channel. 
Also called I ntelligent  Fixture, Device, I nst rument , 
Moving Light . 

FLASH Pushbut ton which adds a playback into the exist ing 
output  of the console. Historically called the ADD 
but ton. See also SWOP. 

FLI P A funct ion for use with Moving Head Fixtures. They 
have two possible Pan and Tilt  posit ions for each 
point  on stage, and FLI P will alternate between them. 

FOCUS What  Palet tes used to be called on older Avolites 
consoles. See PALETTE. 
May also be used in connect ion with m oving fixtures 
to focus (set  the sharpness)  of a gobo project ion. 

FUNCTI ON WHEEL A wheel which does not  direct ly cont rol an At t r ibute 
channel on a fixture, rather it  cont rols only part  of an 
at t r ibute and another funct ion wheel m ay cont rol 
other parts. For example a rotat ing gobo at t r ibute 
m ay have one funct ion wheel to cont rol cont inuous 
or indexed m ode, and another funct ion wheel to 
cont rol rotat ion speed or posit ion, though the actual 
fixture only uses one DMX channel to cont rol both 
these funct ions. 

GENERI C Term  used to indicate a Dim m er channel. See also 
FI XTURE. 

GROUP A GROUP is a pre-programmed collect ion of Fixtures 
that  can be selected with a single but ton press. 

HTP Highest  Takes Precedence, a m echanism  for 
determ ining the output  level of a channel being 
cont rolled by m ore than one Playback. The Playback 
output t ing the Highest  value at  any given t ime will 
determ ine the level of the channel. Also see LTP. 

HUD Heads-up-display, an inform at ion window shown on 
the screen. 

I NCLUDE A m eans of t ransferr ing the contents of a Cue or 
Chase Step into the Programmer. 

I NSTRUMENT See FI XTURE. 

I NTELLI GENT FI XTURE 
See FI XTURE. 

I PCGBES The At t r ibute Groups, used by the console to 
convenient ly group together sim ilar at t r ibutes. For 
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example the P(osit ion)  group includes Pan and Tilt  
at t r ibutes. 

LED Refers to the sm all lights within the but tons on the 
console (stands for Light  Em it t ing Diode) . Also a 
m uch brighter LED is used as the light  source in 
some intelligent  fixtures. 

LI NKS Connect ions between cues in a Cue List  or Chase 
enabling them  to run on from  one to another 
autom at ically. 

LOCATE A feature of the console that  m akes it  easy to find 
your selected Fixtures by put t ing them  in Open 
White. Pressing Shift+ Locate addit ionally sets the 
Pan and Tilt  at  50% . 

LTP Latest  Takes Precedence, a m echanism  for passing 
cont rol of a channel from  one Playback to another on 
the basis that  the latest  Playback Fader to be m oved 
has cont rol, providing that  Playback Fader has m oved 
past  the Trigger point . (See TRI GGER POI NT) . Also 
see HTP. 

MACROS Macros allow funct ions program m ed into an 
I ntelligent  Fixture by the manufacturer to be 
executed by sending a DMX com m and sequence from  
the console. They can allow you to reset  the Fixture 
for exam ple. The DMX com m and sequences are 
defined within the Personality File. Also used in Titan 
to refer to a stored sequence of but ton presses. 

MEMORY The name for a Cue on older Avolites consoles. 

MI DI  Stands for Musical I nst rum ent  Digital I nterface. I t  is 
the established hardware and software specificat ion 
enabling the exchange of data between digital 
m usical inst rum ents (such as keyboards)  and other 
devices such as com puters, sequencers and sound 
and light ing consoles. 

MENU LATCH Provides funct ions for cont rol of Moving Lights 
(Moving Light  Menu) . 

ON and OFF Any channel stored in a playback can be On or Off. A 
channel which is ON is changed by the playback 
when it  is fired. A channel which is OFF is stored in 
the playback for future re-use but  has no effect  when 
the playback is fired. 

OVERLAP Sets how the console allocates new values to a group 
of fixtures. 100%  m eans that  all fixtures are updated 
simultaneously. 0%  means that  the fixtures will be 
updated one after the other. 

PALETTE A term  used to describe a referenced pre-defined 
state for an At t r ibute that  can be recalled whenever 
required during programming. Each Fixture m ay be 
set  to a different  value in the Palet te, the ent r ies can 
be nam ed, and recalled with a single but ton press. 

PARK A Parked fixture is one which is patched to a handle 
but  has no DMX address set . This happens to a 
fixture when its DMX address is taken by another 
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fixture during a later patching session;  the Repatch 
funct ion is used to give it  a new DMX address. 

PERSONALI TY  A descript ion of what  At t r ibutes a part icular 
I ntelligent  Fixture has and how the console will patch 
and use these. I t  also determ ines which At t r ibute 
Wheel will cont rol which At t r ibute.  

PLAYBACK Area of the console that  can replay recorded Cues or 
Chases using Playback Faders. 

PRELOAD A playback but ton which sets the LTP channels in a 
cue but  not  the HTP channels. Used to pre-posit ion 
fixtures before fir ing a cue. Also a cue list  funct ion 
which allows one cue to preload the LTP channels in 
another cue. 

PRESET FOCUS The old name for Palet tes on previous Avolites 
consoles. See PALETTE. 

PROGRAMMER The part  of the console which contains Channel 
inform at ion which has been changed by the user, 
pr ior to recording. 

SAFE Desk mode in which all Playback funct ions are 
enabled, but  all programming funct ions disabled. 

SELECTED A Fixture that  is under m anual cont rol. 

SEQUENCE See CHASE. 

SHAPE  A preprogrammed effect  available which is applied to 
an At t r ibute. I t  can then be custom ised and stored in 
a Cue. 

SHARED PALETTE A Palet te in which informat ion is only stored for one 
Fixture, but  is available to all Fixtures of that  type. 

SOFTKEY Menu but tons m arked A-J, which have different  
funct ions depending on the current ly act ive m enu. 

STACK Old nam e for a CUE LI ST. 

SWOP Type of flash but ton which turns on the output  being 
flashed and turns off all other output  while the 
but ton is pressed. Som et imes called “Solo” . Also 
used for select ing fixtures or playbacks when 
programming. See also FLASH. 

TABLE List  of pre-defined levels for an at t r ibute allowing 
set t ings to be recalled by nam e ( for exam ple the 
colours available from  a colour wheel m ay be found 
in a table) . 

TI MECODE An elect ronic t imer signal which allows cue list  
playback to be synchronised to a soundt rack or other 
events. The console can read MI DI  t im ecode or can 
take a t im ecode from  the Windows sound player 
applicat ion “Winam p” . An internal free- running t im er 
is also provided. 

TRACKI NG Describes the operat ion of Cue Lists where light ing 
states follow through from  previous cues unless 
changed by the user. 
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TRI GGER POI NT The level set  in the User Set t ings which determ ines 
at  which point  a Playback Fader t r iggers the LTP 
Channels program m ed onto it .  

UNFOLD A funct ion that  allows Chase Steps to be laid out  onto 
Playback Faders for easy edit ing. 

USER SETTI NGS User definable desk set t ings. To change them , hold 
down the Avo but ton and select  [ User Set t ings] . 

VI RTUAL DI MMER Used with LED RGB ( red-green-blue)  colour m ixing 
fixtures, these add an intensity funct ion to the fixture 
which m asters the RGB cont rols on the fixture when 
it  does not  actually have an intensity cont rol channel. 

WI PEALL A process which clears all the previous program m ing 
out  of the desk, but  does not  touch the System  
Software. 

WHEEL Wheels are used on the console to set  Fixture 
At t r ibutes and to cont rol chases and cue lists (see 
FUNCTI ON WHEEL) . 
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I ndex 
Softkey Menu item s are indicated with capital let ters ( for exam ple 
“Act ivate A Timecode Cuelist ” )  

 

@ 

@ but ton · 66 

A 

accelerat ion m ode of wheels · 62 
ACDI , connect ing up · 209 
act ive fixture 

m edia thum bnail ·  64 

act ive fixtures · 210 
Add Swop but ton · 171 
adjust  at t r ibute values · 66 
Align fixtures · 72 
All but ton · 72 
always merge · 128 
Append · 145 
Append Cue (cue list )  · 152 
Apply Time To Palet te · 172 
Art -Net , set t ing up · 206 
As I n · 160 
assign master ing · 193 
at t r ibute editor window · 63 
at t r ibute groups · 69 
at t r ibutes 

cont rolling ·  61 
enter ing num erically · 65 
set t ing · 61, 62 

auto connect  chase · 192 
auto groups · 43, 70 
auto legend · 82 
autoload playback in cue list  · 153 
autosave opt ions · 35 

B 

backing up show · 36 
backup · 177 
banks of at t r ibutes but tons · 61 
Blind mode · 125 
block shape · 91 
Bunch Up · 51, 87, 132 
busking · 172 

C 

cells /  sub fixtures · 60 
channel but ton · 66 
channel gr id window · 77 
chases 

appending new cues · 145 
connect ing · 143 
cue linking · 150 
cue, fixture and at t r ibute overlap · 148 

delet ing · 133 
difference between chase and cue list  ·  

151 
direct ion · 144 
edit ing using unfold funct ion · 145 
global t im ing · 146 
individual cue t im es · 148 
insert ing cues · 145 
pausing · 144 
recording · 141 
running · 142 
speed and crossfade · 143 
tap tempo · 147 
temporary speed · 143 

CI TP · 210 
clear but ton · 59 
Clear but ton · 123 
clearing the console · 36 
colour picker · 63, 64 
com pat ibilit y view · 189 
connect  but ton · 143 
copy chase · 146, 159 
copy cue · 132 
copy palet te · 87 
copying 

fixtures · 51 

crossfade of chase · 143 
cue list  

append cue · 152 
at t r ibute fade t im es · 162 
autoload · 153 
cue legends · 153 
default  delay/ fade t im es · 151 
difference between chase and cue list  ·  

151 
edit ing cues and t im es · 158 
fire first  cue · 167 
keyboard shortcuts ·  154 
killing ·  155 
macro link · 154 
move cues · 156 
move in dark · 166 
recording · 151 
set t ing t im es · 160 
update · 158 

Cue Overlap · 148, 162 
cue view · 129 
cues 

at t r ibute fade t imes · 136, 149 
changing page · 126 
delet ing · 133 
edit ing · 128 
fade m odes · 135 
flashing · 126 
include funct ion · 130 
playing back · 125 
recording · 124 
removing at t r ibutes · 131 
set t ing fade t im es · 133 
set t ing legends · 124 

curve · 138 
curves · 195 
curves, fan · 74 
curves, fixture or at t r ibute · 54 
custom/ user fixture personalit ies · 

202 
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D  

Delay Time · 135 
delete palet te · 88 
delet ing 

chase · 133 
cue · 133 

delet ing patched fixtures · 52 
DHCP · 213 
dim m er, vir tual · 62 
dimmers 

entering num erically · 66 
patching · 40 

display setup · 193 
DMX address 

displaying for fixture · 40 
set t ing for fixture · 42 

DMX output  mapping · 193 
DMX outputs · 21 
DMX Set t ings · 193 
DMX t r iggering · 175 
DMX workspace window · 49 

E 

Edit  Times · 133 
edit ing a cue · 128 
edit ing values · 77 
Editor · 123 
effects generator · 91 
effects palet te · 84 
enter numeric values · 65 
external monitor · 189 

F 

fade curves · 195 
Fade Out  Time · 135 
Fade Time · 135 
fade t imes for cues · 133 
fading palet tes · 88 
fading palet tes over t ime · 172 
Fan but ton · 73 
Fan curves · 74 
filtered palet tes · 85 
find fixture · 45 
fir ing a chase · 142 
fixture exchange · 50 
fixture layout  · 70 
fixture m acros · 78 
fixture order · 135, 162 
fixture order in a shape · 99 
Fixture Overlap · 135 
Fixture Overlap (chases)  · 147, 162 
Fixture Overlap (cue lists)  · 162 
fixture overlap (palet tes)  · 172 
fixture overlap with palet tes · 89 
fixture page but tons · 40 
fixture personalit ies, custom · 202 
fixture personalit ies, downloading 

and installing · 201 
fixture select  but tons · 39 
fixtures 

changing page · 58 
groups · 69 
locat ing · 58 
patching · 41 
step through select ion · 72 

Flash Full/ Flash Out  · 72 

flash with t imes · 171 
Flip · 73 
freeze fixture or at t r ibute · 54 

G 

Generic fixtures · 203 
global chase t im ing · 146 
go and stop · 144 
Go but ton · 155 
group 

fixture layout  ·  70 

Group but ton · 69 
group masters · 170 
grouping fixtures · 69 

H  

handle paging · 138, 165 
HiLight  but ton · 72 
HTP and LTP, explanat ion of · 125 

I  

import  show · 34 
I nclude but ton · 130 
I nsert  ( in unfold mode)  · 157 
I nsert  ( rec chase)  · 145 
insert  chase step · 145 
I nvert  at t r ibutes · 52 
I P address, set t ing · 205 
I P addressing explained · 211 
I PCGBES groups · 69 
iPod/ iPhone · 181 

J 

j ump to step in chase · 144 

K 

key profile 
individual for playback · 139, 166 

key profiles · 189 
keyboard not  working · 29 
keyboard shortcuts · 29 

L 

latch m enu · 26 
latching the copy menu · 133 
latching the rec cue menu · 124 
layer m asters · 98 
LED brightness · 192 
legend but ton · 83 
legend, pictures · 83 
legends 

set t ing for fixtures/ dim m ers · 48 

legends for cues in cue list  · 153 
level matching of playbacks · 126 
lim it ing at t r ibute range · 53 
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Link (cue lists)  · 161 
Link Offset  · 161 
Load Show · 33 
loading a show · 33 
Locate but ton · 58 
locate, record new state · 59 
lock playback on handle · 138, 165 
lock the console · 30 
LTP and HTP, explanat ion of · 125 

M  

macro in cue list  · 154 
macro, link to cue · 165 
macros · 78 
m acros (keypress)  · 29 
m ask 

clear ·  59 

m ask, toggle groups · 81 
master faders, assigning · 169 
master overlap (palet te)  · 89 
m aster palet te overlap · 89 
master palet te t ime · 89 
master t ime (palet te)  · 88 
media servers, set t ing up · 210 
m idi connect ions · 22 
MI DI  t imecode opt ions · 192 
MI DI  t r iggering · 175 
mode 0 -  3 for cues · 135 
monitor · 189 
move chase · 146, 159 
move cue · 132 
move funct ion · 173 
move in dark · 166 
move palet te · 87 
moving cues in cue list  · 156 
Moving fixture · 51 
Mult i-DMX fixture · 203 
mult iple dimmers on one handle · 41 

N  

network backup · 177 
New Show · 36 

O 

Off but ton · 131 
offset , DMX patching · 43 
order of fixtures · 135 

P 

page 
select ing fixture pages · 40 

page but tons · 85 
page but tons, use in set  list  window 

· 175 
page legends · 49, 126 
pages of cues · 126 
pages of fixtures · 58 
pages of palet tes · 85 
pages show/ hide but ton · 40 
palet te 

auto legend · 82 

Palet te Bank but tons · 85 
palet te fade but ton · 89 
palet tes · 79 

creat ing · 80 
edit ing and delet ing · 86 
fading over t ime · 88, 172 
fixture overlap · 172 
m aster overlap · 89 
m aster t im e · 89 
recalling ·  85 
set t ing legends · 83 
update · 87, 129 
viewing values · 86 

park fixture · 48 
patch view window · 46 
patching 

at t r ibute lim its ·  53 
copying fixtures · 51 
curves · 54 
delet ing fixtures · 52 
dim m ers · 40 
edit  personality ·  55 
fixtures · 41 
freezing at t r ibutes · 54 
invert ing at t r ibutes ·  52 
set t ing legends · 48 
sub fixtures · 44 
swap pan and t ilt  ·  52 

Patching, show DMX channels · 40 
pat tern select ion · 67 
pausing a chase · 144 
pearl expert  shows · 189 
pending dim m er · 43 
personality, edit ing · 55 
phase of shapes · 95 
phase offset  · 95 
picture legend · 83 
picture legends · 24 
pixel m apper · 95 

layer m asters · 98 

pixel mapper examples · 100 
pixel m apper preview · 98 
playback opt ions 

chases · 149 
cues · 137 

playback pr ior ity · 138 
playback view · 129 
playbacks 

releasing · 127 

preset  palet tes · 43 
Prev/ Next  but tons · 72 
pr ior ity set t ing for playback · 138 
Programmer · 123 
prompt  for merge · 191 

Q 

Quick build · 142 
quick build cue · 124 
quick palet tes · 85 
quick record · 24 

palet te · 82 

R 

RDM · 44 
Rec Step but ton · 158 
Rec Times but ton · 158 
Record ( in unfold mode)  · 145, 157 
Record Chase but ton · 141 
Record Cue but ton · 124 
recording m acros · 29 
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release mask · 137 
releasing playbacks · 127 
Rem Dim  · 72 
remote cont rol · 181 
remote t r igger · 175 
rem ove fixtures from  a shape · 99 
reports · 36 
reset t ing fixtures · 78 
Retain Layout  · 51, 87, 132 
running a chase · 142 

S 

Save Show · 33 
saving show to hard disk · 32, 34 
Select  a DMX line · 42 
Select  Cue · 160 
Select  Fix Page but ton · 58 
select  if ·  68 
select ing fixtures in a pat tern · 67 
Set  Cue Times ( in unfold mode)  · 

146 
Set  Fixture Order · 162 
Set  I PCGBES Times · 136, 149 
Set  Legend but ton · 48, 124 
set  list  window · 174 
Set  Out  Time · 160 
set t ing at t r ibutes · 62 
Setup but ton · 32, 34 
shape generator · 91 
shape palet te · 84 
shape speed and size · 94 
shapes 

delet ing · 100 
edit ing shape in a cue · 98 
fading in ·  100, 138 
fixture order ·  99 
phase · 95 
reversing · 100 

shapes window · 92 
shortcut  keys · 29 
show file 

saving and loading · 33 

simulator · 31 
Snap Back but ton (cue lists)  · 155 
software, upgrading · 199 
Speed (chase)  · 147 
speed masters · 127, 169 
speed of chase · 143 
spread of shapes · 95 
Stop but ton (cue lists)  · 155 
Store Palet te · 80 
sub fixtures · 44 
sub fixtures, select ion · 60 
swap items if required · 51, 88, 132 
Swap Pan Tilt  ·  52 
system menu · 191 

T 

tap tempo · 147 
tempo units · 191 

temporary chase speed · 192 
tem porary speed · 143 
text  size · 192 
theat re mode · 151 
t imecode · 163 
t imes, set t ing into programmer · 137 
Titan simulator · 31 
TitanNet  overview · 195 
toggle m ask · 81 
touch but ton size · 192 
t ransparent  lock · 138, 165 
Triggers · 193 

U  

undo/ redo · 28 
unfold 

cue list  ·  157 

Unfold but ton · 145 
Unknown fixtures · 203 
unlinking chase cues · 148 
update · 87, 129, 158 
update personalit ies · 50 
upgrading the software · 199 
user num ber · 40 
user set t ings menu · 191 

V  

VDU · 189 
view DMX output  · 49 
view menu · 173 
viewing key profiles · 189 
vir tual dim m er · 62 
Visualiser · 28 
Visualiser auto patch · 44 

W  

warn before parking fixtures · 191 
Wheel sensit iv ity · 192 
wheels 

accelerat ion · 62 
cont rolling at t r ibutes ·  61 
fast  m ode · 62 

wheels=  softkey · 76 
window posit ions · 23, 187 
Wipe · 192 
wipeall · 36 
workspace 

posit ioning windows · 23, 187 
saving · 24, 188 
window opt ions · 23 

X  

X in fixture order · 136 
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