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Pan and Tilt can take up 

either 2 channels (8bit). 

Or 4 channels (16bit). 

16bit just means that 

there are pan and tilt fine 

channels. This makes for 

smoother movement and 

a much better degree of 

control. 

 

If the unit is of 8bit 

resolution then the 

default value will be 

128 (half of 255), on 

a 16bit unit it will be 

32768. (half of 

65535) 

 

crossfade = 0  (linear ) 

 

 

ltp8bit or ltp16bit 
 

Pan and Tilt 

 

 

 

 

 

 

 

 

Default
 

 

 
Intensity 

 
 
 
  
 
 
 
 
 
 
 
 
 
 
 
 

 

From the start point 

winding the encoder 

clock-wise should 

increase the light output. 

 

If the intensity channel 

also controls strobe or 

other effects 

functionality then 

winding counter 

clockwise should access 

the strobe range. The 

further counter 

clockwise the strobe is 

wound the quicker the 

fixture should strobe. 

 

 

The default should be 

DMX value 0, if the 

channel just has 

intensity on it.  

 

If the channel is 

shared with the strobe 

attribute then the 

default should be the 

lowest DMX value of 

the intensity range. 

 

crossfade = 0 (linear) 

 

Intensity 

parameters are 

almost always 

htp8bit. So that the 

faders have control 

of the intensity 

attribute. 



 

 
 
 
 
 

 

Increasing Intensity

Default Highlight
 

 

Increasing Intensity

Default Highlight

Increasing Strobe Speed

 

 

crossfade = 1 (Snap on 

start) 

 

 

ltp8bit 

 

Colour labels should 

adhere to the given 

standards so that clone 

and auto menus work. 

(see list of common 

colour labels). Arrange 

the colours as they are 

on the wheels. If you are 

just dealing with a Fixed 

colour wheel then wind 

Clockwise to go through 

the colours and Counter-

clockwise for FX’s. 

If the fixture is capable 

of supporting split 

colours, it should! 

 

The default for the 

colour parameter is 

White, no colour or 

the open position. 

White is normally 

mapped to DMX 

value of 0. If white is 

mapped to DMX 

value check the spec 

and alter the default 

number accordingly. 

 

Example of centre (for split colour purposes) 

     

    Range = 100, Red 

    Range = 101, 119, Red+, centre, 

noauto 

    Range = 120, Green 

 

This will allow the Red to use the split colour 

function and will not appear on the Palette 

after auto menus has been selected. 

 
Colour Wheel 

 
 
 

 

Default + Highlight

Increasing Colour Cycle Speed Colour Slot 1 Colour Slot 2 Colour Slot 3

 
 



 

 

If colour mixing is 

subtractive, i.e. 

dichroics, then the 

attributes should always 

be labelled as CMY 

regardless of what the 

manufacturer states in 

their publicity.  

If colour mixing is 

additive, i.e. red, green 

and blue lamps, then the 

attributes should be 

labelled as RGB. 

Wind clockwise to 

access CMY or RGB 

starting from White (0% 

should then be white).   

 

 

The default for the 

colour parameter is 

White, no colour or 

the open position. 

White is normally 

mapped to DMX 

value of 0. If white is 

mapped to DMX 

value check the spec 

and alter the default 

number accordingly. 

 

crossfade = 0 (linear) 

 

     

ltp8bit  
 

Colour Mixing 
 

 

NB: There are 

some fixtures 

that have colour 

mixing wheels 

with one or two 

fixed colours on 

the end of the 

wheels. If this is 

the case then 

treat the colour 

mixing as CMY 

and tag the fixed 

colours onto the 

end of the range. 

 

Increasing Colour

Default + Highlight
 

Increasing Colour

Default + Highlight

Cycle

EffectSlot Colour 1 Slot Colour 2

 
 



 

 

Winding encoder 

counter clockwise 

should close the iris. 

Iris strobes or other 

effects (such as pulse) 

that share this should be 

clockwise of the default 

point. If the effects have 

a speed component, they 

should increase in speed 

the further clockwise the 

encoder is turned. 

 

 

Default should be Iris 

open with no effects. 

 

crossfade = 0 (linear) 

 

 

 

ltp8bit or ltp16bit. 

 

Iris 

 

Decreasing Iris

Default + Highlight

Iris Effect 3Iris Effect 1 Iris Effect 2

 
 

 

Strobe should wind 

clockwise to increase 

speed. The first position 

Counter Clockwise from 

the default position 

should be closed, and 

any effects should be 

counter clockwise after 

that. 

 

 

Default is open 

 

crossfade = 1 

(snap on start) 

 

ltp8bit 

To prevent faders 

from altering the 

strobe rate, do not 

set strobes as 

htp8bit. 

 
Strobe 

 
 
  

 

Default + Highlight

Strobe 1 Speed Strobe 2 Speed Strobe 3 SpeedOpenClosed

 



 

 

The default here 

should be the 

Manufacturers 

recommended setting. 

This value will be 

listed in the unit’s 

manual and thus will 

differ when writing 

different 

personalities. Label 

the default “xfade” 

and use noauto with 

all the other ranges. 

 

 

 

crossfade = 1 

(snap on start) 

 

ltp8bit 
 

Timing 
(MSpeed) 

 
 
 
  

 

Timing values should be 

specified as discrete 

ranges rather than a 

percentage parameter so 

that the users can see the 

exact time assigned to 

the fixture, or fixture 

parameter group. 

Turning the encoder 

clockwise will always 

increase the time taken 

for the movement. 

Timing parameters 

should always be beam 

parameters, if units have 

colour timing (eg 

Vari*lite) then this 

attribute should be a 

beam parameter and not 

a colour parameter.  

 

Example of the correct layout for M-Speed Parameters 

 

Range = 0, xfade 

Range = 255, 0.15s, noauto 

Range = 253, 0.17s, noatuo 

range = 252, 0.19s, noauto 

 
Control 

 
  

 

Control is dependent on 

what features there are 

on the unit. For all 

control functions (such 

as lamp on lamp off 

reset etc) wind counter 

clockwise.(Home or 

Reset should be one turn 

counterclokwise)For any 

other attributes such as 

modes, wind clockwise.  

 

Default here should 

be “Idle” 

 

 

crossfade=1 

(snap on start) 

 

ltp8bit 



 

 

Winding the encode 

clockwise from the start 

point cycles through the 

different types of gobo 

or prism. 

 

If the parameter also 

controls effects then 

these should be counter-

clockwise from the 

default. Effects, which 

affect a single gobo, 

should be first grouped 

together by effect type. 

Effects, which affect the 

wheel as a whole, should 

be the furthest counter 

clockwise from the start 

point. 

 

 

Default here is no 

gobo or prism 

 

 

 

 

crossfade = 1 

(snap) 

 

ltp8bit 

 

 

 

 
Gobo / Prism  

Select 
 
 
 
  

 

Default + Highlight

Gobo 1 Gobo 2 Gobo 3 Gobo 4 Gobo 5 Gobo 6

 

Default + Highlight

Open Gobo 1 Gobo  2 Gobo 3Shake 1Shake 2Shake 3 Spin 1Spin 2Spin 3

Wheel

Cycle

Wheel

Spin

 

 



 

 

Some fixtures (eg. Clay 

Pakys) have separate 

gobo select and rotate 

parameters.  

 

Winding clockwise 

should change the index 

position of the gobo. 

Winding counter 

clockwise should access 

the gobo spin speed, the 

centre modifier should 

be used so that the user 

goes straight to the 

centre and can then wind 

clockwise for increasing 

clockwise spin, or 

counter clockwise for 

increasing counter 

clockwise spin. 

 

 

Default is no spin. 

 

 

crossfade  = 1 

(snap on start) 

 

 

ltp8bit 
 

Gobo /  Prism 
Rotate 

 
 
 
 
  

 

Default + Highlight

Gobo IndexGobo Spin

 
 

 
Zoom / Focus 

 
 
  

 

Wind clockwise to zoom 

wide Counter-clockwise 

to zoom narrow. For 

focus wind clockwise to 

focus nearer to the 

object and counter 

clockwise to focus 

further away. For a 

pictorial representation 

see the Iris function. 

 

 

Default is “open” for 

zoom and “50%” for 

focus. 

 

crossfade = 0 

(linear) 

 

ltp8bit 
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