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1 maXim and PatPad QUICK REFERENCE

[PM] refers to the PaTPad 24 Parameter Matrix buttons.
[f/a] refers to the flash/assign buttons below the faders.

PATCHING

Patching Dimmers
HOLD [function] TAP [patch]. Press [edit].
Select [PM] (DIMMER) (It flashes).
Select the dimmers DMX slot using the EDIT wheel
or [<] or [>] buttons.
Give the dimmer a channel number by pressing a
yellow or red [f/a] button.
Press [edit] to save the patch.

Adding a Fixture Template to the Library
Insert the disk containing the Template(s).
Press [menu], [PM] (LIBRARY), [PM] (Add), [PM]
(Template name), [menul].

Loading Fixture Templates from the Library into the
Patch
HOLD [function] TAP [patch]. Press [edit].
Select [PM] (LIBRARY).
Select the Fixture Template by brand/model using
the [PM] buttons. Press [edit].

Patching Fixtures
The Fixture® Template must already be loaded in
the patch (above).
HOLD [function] TAP [patch]. Press [edit].
Select [PM] (Template name) (It flashes).
Select the fixtures DMX slot using the EDIT wheel
or [<] or [>] buttons.
Give the fixture a number by pressing a yellow or
red [f/a] (Fixture Number).
Patch further Fixtures by selecting their DMX slot
and giving them a Fixture Number.
Press [edit] to save the patch.

Patching Multiple Same Type Fixtures
HOLD [function] TAP [patch]. Press [edit].
Press [PM] (Template name) (It flashes)
Select the starting DMX slot using the EDIT wheel
or [<] or [>] buttons.
HOLD [f/a] (first Fixture Number), TAP [f/a] (last
Fixture Number).
Press [edit] to save the patch.

PROGRAMMING

Loading and Clearing Fixtures
To load the PatPad with all fixtures that have
intensity on the output (and clear all other fixtures
from the PatPad) press;
[get], [flash] (yellow master).

To add a Fixture to the PaTPaD, press;
[get], [f/a] (Fixture Number).

To add several Fixtures;
HOLD [get], TAP [f/la] (Fixture Number),
(Fixture Number), etc.

[f/a]

Fixtures can also be loaded from groups, filters,
presets and palettes.

To clear the PaTPad, press;
[clear], [all].

ALL mode
When multiple fixtures are loaded in the one
oper at i oond e of ailsl
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fixtures of the same type as the selected fixture are
controlled simultaneously.
Totogglei al | modeo

Selecting Loaded Fixtures
To step through the fixtures loaded on the PaTPaD,
tap either end of the [fixture displayer].
To directly select a loaded fixture;
HOLD the centre of the [fixture displayer], TAP
[f/a] (fixture number).

Controlling the selected Fixture
To select a parameter on a displayer, press its [PM].
To control the selected parameter, tap and/or
mouse its displayer. When you touch a displayer, its
yellow LED flashes and the EDIT wheel can also be
used to vary the value.
I f a mouse or trackball
USB connector, it can be used to control the pan
and tilt of the selected fixture(s). For fine control,
HOLD down the LEFT button whilst moving the
device. Tapping the RIGHT button cycles through
iPan onlyo, ATilt onlyo

Hi-Lights

Fixtures are automatically Hi-lighted when loaded onto

the PaTPaD. Only Hi-lighted fixtures are included when

you fistoreod 9eweiserpaletes.
To clear the Hi-light of a Fixture, press;
[clear], [f/a] (Fixture Number).

odéllf. or

To clear the Hi-lights from all loaded fixtures, press;
[clear], [fixture displayer].

To Hi-light a fixture, press;
[get], [f/a] (Fixture Number).

To Hi-light all loaded fixtures, press;
[group], [fixture displayer].

To ONLY Hi-light the fixtures in a group (and clear
all other Hi-lights), press;
[group], [f/a] (group number).

To ONLY Hi-light the fixtures in several groups (and
clear all other Hi-lights);
HOLD [group], then TAP; [f/a] (group number), [f/a]
(group number), [f/a] (group number), etc, release
[group].
Filters
If any filters are applied, only filtered parameters are
included when yoywuappytpresets ar
palettes. Only FLASHING parameters will be included.
To apply a Filter, select the Fixture on the PaTPad
then press;
[filter], [PM] (parameter to Filter).

To apply Filters to ONLY altered (a) parameters,
press; [colour/beam/focus]. Further presses of
[colour/beam/focus], will cycle through the groups
of colour, beam and focus.

To clear all filters, press;
[clear], [filter].

To store your filter selections in a memory press;

amu t o ma tAil c al I[syorek [flten], {f/a] {fillegnumber).

Page 1

on,

and

apply

pre:

wh



Quick Reference maXim MP L(P) XL(P) XXL(P)
"L L S C Operator Manual V3

To recall a filter memory press;
[filter], [f/a] (filter number).

To load the PatPad with the fixtures in a filter
memory including the filter selections press;
[get], [filter], [f/a] (filter number).

Groups

See al-sioghitHs © f or more group
To store a Group, get the required Fixtures onto the
PaTPad then press;
[store], [group], [f/a] (Group Number).
Only Hi-lighted fixtures will be stored in the Group.
The order that fixtures were loaded onto the PatPad
is also stored in the group. This order is used by the
FANS function.

To get a Group onto the PatPad, press;

[get], [group], [f/a] (Group Number).

To get several Groups, press [get], HOLD [group],
TAP [f/a] (Group Number) [f/a] (Group Number),
etc, release [group].

To include a link to a Palette in a scene; load the
Pal ette, then without a
seen on video screen) parameters, store into the
desired scene number.

To remove a link to a Palette from a scene, press;
fcleat] c[all] (to ¢lear.the PaTPad).

Get the scene onto the PaTPad, press;

[get], [store], [page], [f/a] (scene number).

Clear the link to the Palette, press;

[clear], [palette].

Use either [record] (all current output) or [store]
(only flashing parameters) to save the scene back
into the same memory location.

Palette Playback (E-Mod)

HOLD [palette], it will lock on. You can now use the
[f/a] (palette number) buttons for live palette
playback. Press [palette] again to de-select.

Preset

Home A preset refers to specific Fixture numbers.

Homing a fixture sets all of its parameters to their home
values (from their template) and sets the parameter
times to their default values.

To home the selected Fixture press;

[home], [fixture displayer]

To momentarily home a Fixture press;
[home], [f/a] (Fixture Number).

To home filtered (flashing) parameters press;
[home], [filter].

To home ALL Fixtures on the PaTPad press;
[home], [all].

To home ALL patched Fixtures clear the PaTPad by
pressing; [clear], [all], then press; [home], [all].

To home ALL Fixtures that have an intensity level
on the output press; [home], [flash] (yellow master).

Clone

Only flashing parameters will be cloned.
To clone the selected Fixture on the PaTPad to
another Fixture, press;
[clone] [f/a] (destination Fixture Number).

To clone the selected Fixture to a Group, press;
[clone] [group] [f/a] (Group Number).

Palette

A palette refers to specific Fixture types.
To store a Palette, get one of each type of fixture,
filter for the desired parameter(s) then adjust the
parameter(s) to the desired value(s).
Press; [store], [palette], [Colour, Beam, Focus]
(optional page), [f/a] (Palette Number).

To store a Preset, get the fixtures to which the
preset will apply, filter for the desired parameters
then adjust the parameters to the desired values.
Press; [store], [preset], [Colour, Beam, Focus]
(optional page), [f/a] (Preset Number).

To load a Preset, press;
[preset], [Colour, Beam, Focus] (optional page),
[f/a] (Preset Number).

To load the PatPad with the fixtures in a preset
memory including the preset selections press;

[get], [preset], [Colour, Beam, Focus] (optional
page), [f/a] (preset number).

To clear all presets (p) from parameters press;
[clear], [preset].

To include a link to a Preset in a scene; load the
Preset,t hen without alterin
seen on video screen), store the desired scene.

To remove a link to a Preset from a scene, press;
[clear], [all] (to clear the PaTPad).

Get the scene onto the PaTPad, press;

[get], [store], [page], [f/a] (scene number).

Clear the link to the Preset, press; [clear], [preset].
Use either [record] (all current output) or [store]
(only flashing parameters) to save to the same
memory.

Preset Playback (P-Mod)

HOLD [preset], it will lock on. You can now use the
[f/a] (preset number) buttons for live presets
playback. Press [preset] again to de-select P-Mod.

Parameter Times

To load a Palette, press;
[palette], [Colour, Beam, Focus] (optional page),
[f/a] (Palette Number).

To load the PatPad with the fixtures in a palette
memory including the palette selections press;

[get], [palette], [Colour, Beam, Focus] (optional
page), [f/a] (Palette Number).

To clear all palettes (E) from parameters press;
[clear], [palette].

Page?

To change the times of a parameter;

HOLD [PM] (parameter to change) until times
appear. Tap the ends of the displayer to select
either.

Mov Move time.

Dly Delay time that must expire before the Move
time starts.

Flags----Flags shows which flags (if any) have been
set to Ayeso.

Il ter.i
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Tapping the centre of fFlags----0selects the FLAGS 1 To store a step consisting only of selected
menu. When the FLAGS menu is selected, tapping (flashing) parameters press;

either end steps through the available flags. [store].

Tapping the centre of a displayer selects that flag. 9 To store a step consisting only of selected
Flags: --- = No Flags (flashing) parameters PLUS all intensity levels
Flags: -P- = As Pan on the output PLUS all parameters of any
Flags: EP - = End Pan fixtures not loaded on the PatPad but with an
Flags:-T- = AsTilt intensity above zero on the output press;
Flags: ET - = End Tilt [store + level].

Flags: --C = As Chase When all steps have been recorded, complete the

When the TfiAs Chasecs, thsag thaseby grdssing [fecord chase].
parameter, when played back as part of a CHASE, Record Stack

will ignore the time setting and instead use the To record a stack, press;
crossfade setting of the chase. [record stack], [page] (optional red or blue page),

p-trig [f/a] (stack number).

The current PatPad settings automatically are 1 To select a scene as a step, press;

st or epdr ii gno Amemeoreyver é. [page] (optional red or blue page),

Fixtures are loaded onto the PaTPaD, or [f/a] (scene number).

A scene is played back after parameters are altered. f To select a chase as a step, press;

If parameters have been altered, pressing [p-trig] [page] (optional red or blue page),

recal Ipstrigt hmenmMiory to restore t[ﬂaF(Ché)sérﬁJMU'er?_US

PaTPad parameter values. § To record a snapshot (of the current maxim
Record Scene output) as a step, press [record scene].

To record a scene of the entire output, press; 1 To store the flashing parameters on the

[record scene], [page] (optional red or blue page), PaTPaD press; [store].

[f/a] (scene number). 1 To store the flashing parameters on the
Store PaTPaD and all intensity levels press;

To store a scene of only selected (flashing) [store+level].

parameters, press; 1 Continue to record steps as above. You may

[store], [page] (optional red or blue page), mix snapshots, parameters, chases or scenes

[f/a] (scene number). in any order.

When all steps have been recorded, complete the

St + Level i
ore +Leve stack by pressing; [record stack].

To store a scene consisting of flashing parameters
PLUS all intensity levels on the output PLUS all PLAYBACK
parameters of any fixtures not loaded on the
PatPad but with an intensity above zero, press;
[store + level], [page] (optional red or blue page),
[f/a] (scene number).

Intensity Only Scenes
To store a scene containing only fixture intensities
and no parameters, fade up only the required
fixtures and get them onto the PatPad by pressing;
[get], [flash], (yellow master).
Clear all Hi-lights;
[clear], [fixture displayer].
With no fixtures Hi-lighted, no parameters will be
included. To store the scene with its intensity levels,
press;
[store + level], [page] (optional red or blue page),
[f/a] (scene number).

Store Altered Parameters

Scenes and Chases

To playback a scene or chase on the red bank press
[moderedbank] untadkdplights
Select the page containing the scene or chase then
fade up the red master an also the red fader
containing the scene or chase.

To playback a scene or chase on the blue bank
select the page containing the scene or chase then
fade up the blue master an also the blue fader
containing the scene or chase.

Controlling Chases
Press [select], [f/a] (chase to control).
To control the SPEED, rotate the EDIT wheel.
To change the CROSSFADE, press [function] until
findo &utoA | i ght , tHEDETwheelot at e t he
To change the MODE or DIRECTION use the
buttons below the edit wheel as described below.

To store a scene of only altered (a) parameters, BUTTONS ACTION
press; tep/st STOPS h STEPS
[colour/beam/focus], [store], [page] (optional red [step/stop] stopped Cﬁas(;.ase o 2
or blue page), [f/a] (scene number). [>](Forward) RUNS A CHASE FORWARD
Record Chase [<](Reverse) RUNS A CHASE REVERSE)
To record a Chase press; Hold [>] Selects BOUNCE mode.
[record chase], [page] (optional red or blue page), Tap [<]
[f/a] (chase number). o [>] or [<] De-selects BOUNCE mode.
1 Torecord a step consisting of a snapshot of the Hold[step/stop] | Selects SINGLE SHOT mode
current output press; Tap [>]
[record scene]. o [>] or [<] RUNS A SINGLE SHOT
1 To select an existing scene as a step, press; [f/a] RUNS A SINGLE SHOT
[page] (optional red or blue page), Hold[step/stop] | De-selects single shot mode
[f/a] (scene number). Tap [>]

LSC Lighting Systems (Aust) Pty. Ltd Page 3
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When finished, press [select]. The changes that you
have made are retained in the PLAYBACK until a
page is changed or the memory is reloaded.

To reload the original chase press;

[copy], [f/a], to same [f/a].

To manually step a chase, press [f/a] (chase number)
Chase Global Speed Control

HOLD [select] for 1 second. Rotate the WHEEL to
control all running chases. Tapping [function]
resets alll selected
speed. When finished press [select].

Stack Playback

To playback a stack, it must be copied to the stack
master. Press;

[copyl], [page] (optional red or blue page),

[f/a] (stack number), [stack flash].

Fade up the stack master.

To crossfade to the next step press [>].

To stop a crossfade, press [step stop].

To momentarily run a stopped crossfade, HOLD
[step stop].

To crossfade back to the previous step, press
[<]-You may only crossfade back one step.

To snap forward; HOLD [step stop], tap [>].

To snap backwards; HOLD [step stop], tap [<].

To randomly select a step; HOLD [stop step] and
rotate the EDIT Wheel. When [stop/step] is
released, the stack jumps to the selected step.

EDITING

To edit a scene, chase or stack, press;

[edit], [page] (optional red or blue page),

[f/a] (memory number).

Tap [function] to cycle through the parameters that
you can edit. Press [edit] to end and save.

DEFAULT FADE TIMES

To set your own default fade times;

HOLD [function] tap [f/a] (set-up).

Press;[yes] [yes].

Follow the prompts and set the times with the EDIT
wheel. When a time is set lower than 0 seconds, it
wi || be controlled by t
accept the setting press; [0k]

DEFAULT PARAMETER TIMES

To set your own default parameter times, press;
[menu], [TIMES]. The following choices are offered;
[COLOUR], [BEAM], [FOCUS], [CLEAR?]

Selecting colour, beam or focus will reveal 3 pages
of settings which are the same as described in
APar ameter
restore the factory default times.
When finished press; [menu]

STL and SyncoBEAT

To temporarily connect a STL to a Playback;
HOLD [function], tap [f/a] (stl 1) or (stl 2).
HOLD [function] unti | t he
Whilst still holding [function], tap [f/a] (chase).

All Playbacks connected to the selected STL flash
continuously. Tapping [f/a] again disconnects the
STL. Press [edit] to finish.

The STL is automatically disconnected when a page
or mode is changed.

To permanently connect a STL to a chase, whilst
recording or editing a chase, tap [function] until the
STEP number is displayed then;

HOLD [function], tap either [stl 1] or [stl 2] (which
are flashing). Press [yes].

To disconnect, repeat the procedure.

Paged

he

Ti Rressing [ckedr]o wile .
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STL (SOUND TO LIGHT) MODE

chases

To select STL mode;

HOLD [function], tap [f/a] (stl 1) or (stl 2).

Tapping [yes], toggles the STL between either
Sound To Light mode or SyncoBEAT mode.

To select STL mode, turn SyncoBEAT OFF.

To adjust the Volume Level, press; [function] then
rotate the EDIT wheel. Set the level so that the
bargraph turns Yellow. To adjust the audio
fraagency, press; gfupetion then; refate ¢hg ERIE
wheel. When finished press; [edit].

SYNCOBEAT MODE

To create a SyncoBEAT; HOLD [function], tap [f/a]
(stl 1) or (stl 2). Tapping [yes], toggles the STL
between either Sound To Light mode or
SyncoBEAT mode. Turn SyncoBEAT ON; To learn
a beat pattern, HOLD [add] unt i | Ledmnd
appears on the display. Whilst holding [add], enter
your beat pattern by tapping [ok].

The beat pattern starts from the first tap of [ok] and
ends when [add] is released. Press; [edit] to exit.

EFFECTS

To apply an effect to the highlighted fixtures on the
PaTPaD , press; [menu], [EFFECTSs], [shape].

Use the PaTPaD to set the shape, size and rate etc.
To exit and remove the effect press [menu].

To exit and keep the effect running press [OK]

To record the entire output including the effect
press; [record scene], [page] (optional red or blue
page), [f/a] (scene number).

To store the effect with selected parameters press
[store]. Two options are offered on the PatPad;

1. To store the effect and the current parameter
values (subject to filters and Hi-lights) press;

[Effect ++], [page] (optional red or blue page), [f/a]
(scene number).

2. To store ONLY the effect without parameter
values press; [Effect], [page] (optional red or blue
page), [f/a] (scene number).

To stop a running effect;

Get the fixtires QnE(()) the PatPad then |n the eﬁe%ts
ad 0

Hehd! b'r@s [coﬁtr I] f%‘tgp(’?]

Or, press; [home], [all].

LOCK

1
1
1

HOLD [function],
a s klock €onsole? 0
-LOCK-
PATCH ,
SAVE R
ALL
Lock PATCH. The patch is Iocked

Lock SAVE. Memories cannot be saved or edited.
Lock All. The current maXim output continues but
all controls are locked except for [function].

tap [f/a] (set-up). The display
a n dPaTPdDeshows:

di spl aySelPch 8Ny QPLoR By Rressing its [PM] button. The

selected option flashes. To accept press;[yes].

For low level security press [0k], [0k].

For high level security use the red bank [f/a] buttons
1 to 9 (use 10 as 0) to enter a 1 to 4 digit lock code
then press [ok]. Repeat the same digits then press
[ok]. The console is now locked.

UNLOCK

HOLD [function], tap [f/a] (set-up). Press; [yes].

If the console was locked with low level security
simply press [ok].

If the console was locked with high level security
enter the same digits used to lock it then press [ok].

LSC Lighting Systems (Aust) Pty. Ltd.
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2 PRODUCT DESCRIPTION

2.1 INTRODUCTION

The maXim MP, L(P), XL(P) and XXL(P) models are the larger desks in the extensive maXim family of
fader based lighting controllers. The letter P in the model name indicates that the PaTPaD moving light
controller has been fitted.

This manual describes the operation of the maXim including the PaTPaD. If your maXim is not fitted with
a PatPad, please disregard any references to it. As you will see, the PaTPaD provides a multitude of
features that are essential when operating moving fixtures. If you want to add these features, a PaTPaD
can be retrofitted to your maXim by your LSC dealer.

Red bank has 3 Modes.
Preset (duplicate channels). (k):yl?g:rr g for Yellow b_ank chan.nel / fixture
Wide (additional channels/ fixtures). naming of faders with associated Flash

Playback (for Scenes or Chases) buttons.

with 9 pages of memory.

memories etc.

Add or Solo
Flash modes
with level
control.

Simple
recording and
copying
functions.

Blue
Playbacks for
Scenes or
Chases with 9

pages of 1.

memory. : AF 1= i y: 15 O 90©
= e 00000\003

maXim L(P)

PaTPaD.
Touch pad for

Separate In and Out
Time Masters .

Masters Extensive Editing control of movin
for overall and Control fixtures J
Theatrical style Stack control. functions. |

with up to 500 steps

All models are very similar in operation and vary only in their size, layout, number of faders and

memories. At any point in this manual where the model affects the specification, the text will describe the

maXim MP followed by the maXim L, XL and XXL in brackets.

For example; AThe Yel |l ow /Hxt@reskl totP4 (86, 486d)edr.s f or channel s

2.2 FEATURES

The maXim incorporates the following features;

Manual faders for all channels/fixtures with associated Flash buttons.
iPresetaan diafback® modes of operation.

9 pages of non volatile memory.

Separate In (up) and Out (down) fade times (0 to 999 seconds).

Scene Fade Times can be derived from the Time Faders or from Memory.

Electronic labelling of all fixtures, scenes, chases, filters, presets, palettes, stacks and stack steps.
Fully proportional Softpatch.

Flash level control, with associated Add or Solo mode button.

Page freeze retains active output when pages or modes are changed.

User prompts appear on the display and active buttons flash to make operations simple.
Different languages are available.

Multi display SVGA colour video output.

Fully Isolated DMX512/1990 output signal.

Power supply is auto selecting, 90- 260 volts, 47/63Hz.

= —a-a_-a_8_98_90_9_-29_92_-92_-°_-5°._-1-2
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2.3 SPECIFICATIONS 2.4 OPTIONS
Model MP L XL | XXL The following options are available for your
Fader Channels | 24 36 |48 |60 maxim.
(Preset Mode) 1 PaTPaD, touch sensitive moving light
Fader Channels | 48 72 |96 | 120 controller.
(Wide Mode) 1 Wireless or ARTnet DMX output available on
Fixtures 48 72 |96 | 120 L, XL or XXL models.
Red Playbacks 24 42 | 66 90 1 0 Capt digheng simulation software with
(Playback Mode) factivation dongled built
Pages of Red 9 1 MAXLITE
Playback memory 150 Gooseneck desk light.
Dedicated  Blue | N/A 6 18 |30 1 Dustcover
Playbacks Sizes available for all models.
Pages of Blue 9 1 Flight case
Playback memory Custom flight cases for all models are
Grab Master 1 N/A T N/A T N/A available to house the maXim, 12V
Maximum number | 216 378 | 594 | 810 gooseneck lamps, manual, power lead and
of Scenes floppy disks.
Maximum _ Fade ~16 Contact your LSC agent for details on the above
times (minutes) options.
Maximum number | 216 378 | 594 | 810
of Chases 2.5 CARING FOR YOUR MAXIM
Steps per chase 250 The maXim is manufactured from quality
Chase speed 0-999 components and will give many years of service if
(Beats Per Min) you take some basic precautions.
Sound To Light Yes 1 Do not allow any liquids or foreign objects to
SyncoBEAT Yes enter the maXim. If any liquids are spilt onto
AlLearn th the maXim, the inside should be cleaned and
Maximum number | 217 378 [ 594 | 810 dried as soon as possible. Only suitably
of Stacks qualified personnel should remove the covers
Steps per Stack 500 and perform any such maintenance.
DMX512 Output | 512 1024 1 Do not apply excessive force to any of the
Channels controls. Spare parts and service are available
Maximum number | 48 72 | 96 120 from your LSC agent, but prevention is better
of Fixtures than cure.
Max number of 400 1 When connecting any devices to the maXim,
fixture attributes make sure that all connections are correct
Max Templates in 64 before switching on the power. If any doubt
Library exists, obtain the assistance of qualified
Max Templates in 10 personnel. L
Patch 9 If your maXim is to be used "on the road", you
" should use the optional flight case to protect it.
\S/I\(/ng COlOSrUIpUI Standard Transport the maXim with all faders in the fully
. down position. This gives the faders maximum
USB type A 1 for memory flash disk .
1 for trackball or mouse protection from prpbaple damage.
USB type B 1 for fAcCag 1 When your ma_X|m IS n(_)t in use, cover the
simulation software. upper surface with the optional dust cover.
Desk Light Ports | 1 2 (2 |2 1 If the s_urfa}ce of your maXim becomes soiled,
MIDI In. Outand Thru clean it with a damp cloth. Do not use any
- : powerful solvents. An alcohol swab may be
H?'ght (mm) 165 used to remove any gum from labelling tape.
Width (mm) 656 | 797 | 1014 | 1230
Depth  (mm) 515
Weight 18 22 | 29 33
packed (kgs)

Page 6 LSC Lighting Systems (Aust) Pty. Ltd
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2.6 LABELING YOUR MAXIM

Areas are provided below the faders for you to
write identifying labels. To prevent permanent
marking of your maXim, LSC recommends that

you place strips of Awr
2.7 TERMINOLOGY
Certain button stroke terminology is used

throughout this manual to describe the particular
operations being undertaken.

Any text enclosed in these symbols [ ], refers to
when that particular button needs to be pressed.
For example; Press [record scene], means to
press the record scene button.

Flash/assign buttons are often abbreviated to [f/a].
If the button to be pressed is a Flash/Assign
button (of which there are many) then it will be
identified by naming it as follows;

[f/a] (Name).

Any information that appears on the LED display
i's priquotescdh.i n A

See al so t he
definitions of the terms used in this manual.

2.8 SECONDARY FUNCTIONS

Some f/a buttons have secondary functions that
are activated by holding down the [function]
button and tapping an [f/a] button. These
secondary functions are printed on the front panel
below their f/a buttons.

Some flash buttons have hidden secondary
functions that are activated by holding down the
[function] button and tapping the [ok] button.
These secondary functions are not labelled but
are described
section.

The buttons below the EDIT wheel have
secondary functions in that they are used to
answer either AiYes o, fi
that appear on the display when you are
performing certain actions. They are typically used
to confirm or abort the action that you have
selected.

2.9 SOFTWARE

LSC has a policy of continuous improvement of its
products. As the maXim is a computerised
lighting desk, its software is subject to this policy
as new features are added and existing features
improved.

The software version of your maXim is

momentarily displayed on the LED display when
the maXim is switched on.

LSC Lighting Systems (Aust) Pty. Ltd

N°§eet°hre H

Product Description

The latest version can be downloaded from the
maXim forum.

http://forums.Isclighting.com.au

contents of this manual are copyright of
LSC Lighting Systems Aust © 2001, 2008.

All Trademarks referred to in this manual are the
registered names of their respective owners.

Whilst every care is taken in the preparation of
this manual, LSC takes no responsibility for any
errors or omissions.

2.10 NEW FEATURES IN VERSION 2
SOFTWARE

2.10.1 Fixtures on Red Faders
It is now possible to patch moving fixtures to the
Red faders as well as the Yellow faders. This
doubles the number of moving fixtures that can be
controlled. There is a limit of 400 fixture
parameters.

2.10.2 Global Chase Speed

ATERMI NOL QGgY Ry pd<tifid th aRe GISb8IMcontrol of all

running chases at one time.
Se e GL@GBAL SPEED CONTROLO in the
ACHASEO fraetdils. on

2.10.3 Chase Control
The [f/a] button of the chase playback can be
used to manually step the chase. This works best
if the chase speed is set to 0.
I f a chase is in
a chase playback can be used to trigger a one
shot.

2.10.4 Sound To Light
The STL operation has been enhanced and

inhh@&DMBFhb BTPOES O

See the i S TMODEOsection for details.

2.10.5 SYNCOBEAT
SyncoBEAT i s a

ontrol chase,stepping. _
SeetOne HOKKCHE £ AHGHS deaifl S

2.10.6 Stack Step Random Selection

You can now instantly jump to any step in a stack.
HOLD [step/stop] and rotate the EDIT wheel.

The display shows the step numbers and a + or 1
sign before the number shows if the selected step
is after (+) or before (-) the current (no sign) step.
When the desired step number is shown, release
[stop/step] and the stack instantly jumps to that
step.

6Tap To

2.10.7 Stack Step Display
When a STACK is stepped, the display
momentarily shows the step number. You can
now momentarily see the step number again by
holding down [stop/step] (stack master).

Page 7
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To continuously see the step number on the
display press [select], [stack flash]. To turn off
the display press [select].

The video 3 (Stack) display now shows a
percentage countdown of the link time (if the step
has a link time) to show how much of the link time
(to the next step) has expired.

2.10.8 Stack Recording
When recording a STACK, it is possible to enter a
range of memories (scenes or chases). Any
memory in the selected range that is empty or
contains a stack will be ignored.

2.10.9 Fixtures with Dimmer/Strobe
Fixtures that use a single parameter to control
both intensity (HTP) and strobe (LTP) now
operate with the strobe controlled by HTP rules.
Previously if a scene was recorded with a strobe,
then turning that scene on triggered the strobe,
but turning the scene off did not stop the strobe
(as per normal LTP rules). In version 2 the strobe
now stops when the scene is faded down. This
only works with scenes. We will implement chases
and stacks once we receive positive feedback on
this method.

2.10.10 PaTPaD Operations
The [abs, fine, inc] button has been renamed
[p-trig]. See t he
PROGRAMMI NGO sect.ion for
The operation of the pan and tilt parameters can

be inverted. See the

A displayer can now be opened up by touching
anywhere on the displayer. It was previously just
the centre.

Wheel stops can now be moused, not just tapped.

The operation of the [filter] button has been
simplified. One tap enters filter mode. A second
tap exits filter mode.

The [CBF] button has also been changed. It now
works independently of the Filter button.

Displayers that are open on the PatPad now do
not close when changing fixtures.

Pressing [group], [pad] did not give the fixtures
an order (that can be used to create fans). It now
does give them an order.

2.10.11 Scene Edit
When a scene is selected for editing;
[edit], [f/a] (scene number),
simply pressing a channelffixture [f/a] will
automatically select that channel/fixture for level
editing. The [function] button does not need to be
pressed.

Page 8
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2.10.12 SELECT
When a playback is altered via [select], it is now
possible to reload its original memory by pressing
[copy], [f/a], (to same) [f/a].

The [select] functonnowa ut omati cal | vy

reveals a video display of the selected playback.

2.10.13 Minor Changes
The default Move Time for Focus (Pan/Tilt)
parameters is now 2.0 seconds.

Files on disk are sorted alphabetically

Lists of manufactures and models are now sorted
alphabetically

Dimmers on the yellow faders can be named with
the names appearing on video 1.

The Video 3 window is now persistent, so it
remains on display even if no stack is loaded.

There i s now a Link
display in the Video 3 (Stack) window, to show
how long before the Link is performed.

2.10.14 Diagnostics error code report.
In (ﬁy gnesti de, you can select a video
in E\}N %gﬁlr%vl?grror codes. In the event of any
\[Iagroebl n;lis, thee codes can be reported to LSC to
assist in problem solving.

i PAT20H ANEW EEATURES IN VERSION 3

SOFTWARE

2.11.1 USB Connectors
The floppy disk drive has been replaced by two
USBAAO (Universal
oneUSBfiBO connector.

CAPTURE USB

The top USB fi Ao
connecting USB #fAfl ash
thus replaces all of the functions previously
performed by the Floppy Disk Drive.

The bottom USB connector can be used for
connecting a mouse or trackball device which can
then be used to control the pan and tilt of the
selected fixture(s) on the PaTPaD. For fine
control, HOLD down the LEFT button whilst
moving the mouse or trackball. Tapping the
RI GHT button cycl es

onlyo and APan and Tilt

Seri al

connector c
di

fipi

Bus

through

0.
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The USBAiBO connect oGaptired laamklel | ed i
is used to connect the maXim to a computer
running ACaptureodo software. AiCaptureodo is a lighting

simulation program that allows you to see a virtual

stage and lights on your computer with the lights

controlled by your maXim.

See the separate section on ACaptureo for details.

2.11.2 MIDI

MIDI (Musical Instrument Digital Interface) is an
international standard for data communication
between musical instruments, computers and
other equipment such as lighting desks.

The possibility exists to either control lighting
channels from a MIDI keyboard or a computer
with a MIDI output and suitable sequencing
software or to control a MIDI device from the
maxXim.

a4

MIDIIN  MIDI THRU  MIDI OUT

Three MIDI connectors are provided on the rear of
the maXim.
Seetheseparat e section on AMIDIO for details.

LSC Lighting Systems (Aust) Pty. Ltd Page 9
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3 GETTING CONNECTED

3.1 POWER INPUT

An |IEC mains input socket is located on the rear
panel and a POWER switch is beside the power
input. The maXim has a universal power supply
that will operate on voltages between 90 volts and
260 volts with a frequency range from 47 to 63
Hz.

Fuse Holder

3.2 DIGITAL OUTPUTS (DMX 512)

The maXim MP has a single DMX512 connector
and the L, XL and XXL have two DMX512
connector s, one
the second for

Power Supply Reset

Desk Lamp

DMX Universe 1

Connect a DMX data cable from the Universe 1
DMX512 output of the maXim to the DMX512
input of your equipment (moving fixtures,
dimmers, etc) and set the required DMX slots on
your equipment.

DMX Universe 2

Desk Lamp 2

Universe 2 is used for complex setups involving
more than 512 DMX slots or when equipment has
been split into different groups.

For example, all moving lights on universe 1 and
conventional dimmers on universe 2.

3.3 VIDEO MONITOR

Connect a SVGA (or better) computer monitor to
the 15 pin VIDEO connector on the rear of the
maxim.

Page 10

3.4  SWITCHING ON

At this point, with the mains power and DMX
connected, the maXim is ready to be operated.
Switch on the
maXim. After briefly displaying the opening
message, the maXim will commence operating in
exactly the same state that it was in when it was
last switched off. All the scenes, stacks, chases,
patches etc will be as they were.

3.5 SWITCHING OFF

The maXim has an inbuilt back up power supply.
When the power is switched off you will hear a
click followed a few seconds later by another click.
The maXim keeps operating on its own power
supply until the second click is heard. During this
time all memories are automatically saved to non
volatile storage.

NOTE: In the event of a short loss of mains
power (a fbr omaXimwiltan)inue

f oslotsofi Uanni dioedpérgte fbr & MW seconds due to the
sfotsin i v er s e sPorafeMHpacity of its internal power supply.

3.6 POWER SUPPLY RESET
In the unlikely event that your maXim does not
shut down after the second click (above) you can
force it to do so by momentarily pressing the
power supply reset switch. Remove the power
then insert a small insulated pointer into the hole
to the I eft of the

3.7 FUSE

A 0.5Amp slow blow fuse is located in a slide out
tray beside the mains input socket. Should the
fuse blow, remove the mains lead and slide out
the fuse tray. Pop out the blown fuse and replace
it with a 0.5 Amp slow blow fuse. A spare fuse is
provided in the slide out fuse tray. Replace the
spare fuse if you use it.

3.8 DESK LAMP

The maXim MP has a single desk lamp socket
and the other models have two sockets. The
sockets provide both power and mounting for a
goose-neck desk lamp. There is an internal self-
resetting thermal fuse for the power to the lamp.

3.9 USB CONNECTORS
The top USB connector accepts a US B
di sko for t he external
shows and also for software upgrades. The
bottom usB connector &% : '
accepts a trackball or mouse
for Pan and Tilt control of
fixtures

3.10 CAPTURE
Capture is a programme that lets you simulate
your lighting shows on a computer. See the
separate fACaptureo

CAPTURE USB

LSC Lighting Systems (Aust) Pty. Ltd
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4 FRONT PANEL TOUR

The maXim MP, L(P), X L(P), XX L(P) all vary in layout and in the quantity if faders. This front panel tour
describes the maXim L(P). The location of some controls might be different on your model of maXim but
the names and operation are the same as described here.

1 S0 Cu Ty Bau 945100 My 12, 1551 16,5y 173 18y, 1955 20, 21y 2 25 2, 254y 2643274328 4 2944 30, 3 32, 335 34,9 35, 36

0200 006

4.3 maXim L (P)

T Wide mode. The Red bank of faders control
the intensity of dimmers or fixtures patched to
channels 25 (37, 49, 61) to 48 (72, 96, 120).

1 PLAYBACK mode. The Red bank of faders

4.1 YELLOW BANK FADERS
Control the intensity of dimmers or fixtures
patched to them.

4.2 YELLOW BANK MASTER become PLAYBACKS. Each Playback can
1 Controls the overall level of the Yellow bank control the level of a recorded Scene or Chase
faders. or it may be empty (does nothing). There are 9
1 In WIDE mode, it controls the overall level of pages of memory for the red playbacks and the
the Yellow bank faders and the Red bank function of each playback depends upon the
faders. contents of the currently selected red page.

You determine what each red page contains
when you record (or copy) scenes, chases or
stacks into them. Although stacks can be
recorded on the red bank (stored in red bank

4.3 MODE RED BANK BUTTON
Selects the current function for the RED bank
faders. The choices are;

T pr_eset. memory), they can only be played back on the
1 wide. stack master.
1 playback.

45 RED MASTER
4.4 RED BANK FADERS . . 1 In PRESET mode, it controls the overall level
The Red bank of faders has different functions of the Red bank.

depending upon the CurreﬁtanGIM(Fe‘?chaérﬁ)fuﬁcﬁoHeCted

by the mode red bank button. . 1 In PLAYBACK mode it controls the overall
1 Preset mode. The Red bank of faders provide level of the Red Playbacks (Scenes or

a duplicate of the Yellow bank. Chases).

LSC Lighting Systems (Aust) Pty. Ltd. Page 11
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46 BLUE PLAYBACKS (L,XL & XXL)

The blue bank of faders are dedicated
PLAYBACKS. Each Playback can control the level
of a recorded Scene or Chase or it may be empty
(does nothing). There are 9 pages of memory for
the blue playbacks and the function of each
playback depends upon the contents of the
currently selected blue page. You determine what
each blue page contains when you record (or
copy) scenes, chases or stacks into them.
Although stacks can be recorded on the blue bank
(stored in blue bank memory), they can only be
played back on the stack master.

4.7 BLUE MASTER (L,XL & XXL)
It controls the overall level of the Blue Playbacks
(Scenes or Chases).

4.8 FLASH/ASSIGN [f/a] BUTTONS

Below each fader in the fader section is a

FLASH/ASSIGN button with an integral red

indicator LED.

As their name implies, these are multi purpose

buttons.

They may be used to:

1 FLASH (or bump) the contents of their
particular fader, be it a channel, chase or a
scene. (See also FLASH level and ADD/SOLO
button below).

1 Provide a NUMERIC SELECTION function.
Wh e n t he Anumber O fixtwe
scene, stack, chase, preset, etc needs to be
entered, the appropriate Flash/Assign button

Anumber o is pressed.
selection, valid buttons will flash when an entry
is required.

9 In conjunction with the FUNCTION button, the
fla buttons select various secondary functions
such as PATCH, SETUP, etc as indicated
below the f/a buttons.

1 Provide alphanumeric entry when
names.

4.8.1 Button Numbering

Between each fader in the Yellow bank and its

associated f/a button is a number that indicates

the channel/fixture that the fader and f/a button
control. (Letters of the alphabet are also printed
and are used when entering names).

Between each fader in the Red bank and its

associated f/a button are two numbers;

1 The LARGER font indicates the channel
number of the fader and f/a button when in
PRESET mode.

9 The swmALLER font indicates the channel
number of the fader and f/a button when in
WIDE mode.

1 The LARGER font also indicates the number
of a particular SCENE, STACK or CHASE.

i The smALLER font also indicates channel
numbers when editing scenes or chase or
stack steps, when viewing channel levels on

typing

Page 12
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the FLASH/ASSIGN button LED
(refer below) or when patching.

The LED indicators in each f/a button are also

multi purpose.

R CHANNEL LEVEL INDICATORS

The brightness of each indicator is proportional to

the level of its channel. The red bank indicates the

level of the channel numbers printed in the

SMALLER font.

1 In normal operation, they indicate the level of
their particular channel at the output of the
maxim.

1 In edit mode they indicate the level of their
particular channel in the Scene, Grab or Step
of a Chase or Stack that is being edited.

R VALID ENTRY BUTTON INDICATORS:

When you are required to make a numeric entry

or Secondary Function selection, only valid

buttons will be active and their LED indicators will
light to indicate to you that an entry is required.
FADE IN PROGRESS INDICATORS:

The indicator for each Playback flashes slowly

whilst a timed fade is in progress.

49 MASTERS FLASH/ASSIGN BUTTONS
Used to FLASH (bump) the contents of their
particular master. (See also FLASH level and
ADD/SOLO button below). The brightness of their
LED indicators shows the level of the master at
the out%ut of the ranim. It also will flash slowly
fnilstatified fade is in progress.

410 IN & OUT TIME FADERS

Cantsobthie N andyOdJT fade timesnad the nmasgtersa
They may also be individually assigned to control
the IN or OUT fade times of any scene or step of
a stack. The current time setting of each fader is
shown on the display when its fader is moved or
presses of the FUNCTION button will toggle
through the two time settings.

4.11 FLASHLEVEL & ADD/SOLO BUTTON

The level control sets the level to which any

Channels, Playbacks, or Masters will be flashed

when their respective Flash/Assign button is

pressed.

The fsa dd baegyldsdha Add/Solo mode

bet ween AAddOo and dASol

indicator in the Add/Solo button which flashes in

SOLO mode.

1 In ADD mode, when a FLASH/ASSIGN button
is pressed, the channels that are being flashed
will come on (at the level of the FLASH level
master), and normal output is not affected.

T In SOLO mode, when a FLASH/ASSIGN
button is pressed, the channels that are being
flashed will come on (at the level of the FLASH
level master), and the normal output of the
maXim will be blacked out, leaving only the
channels that are being flashed on stage.

indicators

Note: Multiple Flash/Assign buttons may be
pressed at the one time.

00
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4.12 PAGE RED BANK BUTTON & DISPLAY

1 Infi p' b(playdack) modeoit is used to select
the current page (1 to 9) of red memory that is
loaded into the red bank of playbacks.

1 When recording, editing or copying scenes,
stacks or chases, it is used to select the
required red page (1 to 9) for the scene, stack
or chase.

Repeated presses of the Page button will step

through the pages.

To directly select a page;

HOLD [page red bank] then quickly tap [f/a] (red

1to9).

The displays beside the button shows the red

page number.

4,13 PAGE BLUE BANK BUTTON & DISPLAY

(L,XL & XXL only)

1 Used to select the current page (1 to 9) of blue
memory that is loaded into the blue bank of
playbacks.

1 When recording, editing or copying scenes,
stacks or chases, it is used to select the
required blue page (1 to 9) for the scene, stack
or chase.

Repeated presses of the Page button will step

through the pages.

To directly select a page;

HOLD [page blue bank] then quickly tap [f/a]

(blue 1 to 9).

The displays beside the button shows the blue

page number.

Hint: The maXim can show the types of object
recorded in each page. If you HOLD either
[page red bank] or [page blue bank], playback
flash/assign buttons in that bank containing
Scenes will light, playbacks containing
Chases flash quickly, playbacks containing
Stacks flash slowly and empty playbacks are
not lit.

4.14 STACK MASTER
It controls the overall level of the Stack Playback.

4.15 STACK FLASH
It is a multi purpose button and can be used to;

LSC Lighting Systems (Aust) Pty. Ltd.
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I Select the Stack Master when assigning,
editing or copying a stack.

1 FLASH (bump) the contents of the Stack
Master. (See also FLASH level and
ADD/SOLO button).

The brightness of its LED shows the level of the
master at the output of the maXim.

4.16 > (STACK)

It starts a crossfade from the current step to the
next step. In conjunction with the step/stop button
(below) it steps (snaps) a stack in the forward
direction.

4.17 < (STACK)

It starts a crossfade from the current step to the
previous step. Only one reverse crossfade is
allowed. In conjunction with the step/stop button
(below) it steps (snaps) a stack in the reverse
direction.

4.18 STEP/STOP (STACK)

It stops a crossfade. It momentarily runs a
stopped crossfade when held down. In
conjunction with the > and < buttons it steps
(snaps) a stack in the either direction.

4.19 PATPAD

The PatPad consists of a touch screen with an
overlay that divides the touch screen into separate
areas. The small areas are virtual buttons and the
long areas are displayer scroll bars.

The touch screen can be operated with either your
finger or a stylus such as those available for hand
held computing devices. The scrolling bar areas
act like control wheels and can be either moused
(scrolled) or they can be tapped.

The PaTPaD is used to control the
parameters of moving fixtures and to fstoreotheir
parameter settings into the memory of the
playbacks. The PaTPaD is also used to access

Agroupabetthes o, AifAigmedfdsocd so

fi f a namdo fixture patching. The PaTPaD is
extensively described in t h e ABASI C
PROGRAMMI NGO and
PROGRA MMIséttioas.

B5.2
‘:C ::. ..i
-

mpmmpdn ity
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421 4.22 4.23

record record tecord

chase

chan

'm scene
chase
stack

patch

4.24

assign ﬂ
mode

preset
wide
p'’back

(0K

select edit remove add function

4.26

4.27 4.28 4.29

4.34 4.33

4.20 DOT MATRIX DISPAY & LEDS

The display is used to scroll messages and

prompts and to show names and numbers. The

small labelled LEDS beside the display are used

to define the numbers shown on it. For example;

1 If the CHAN LED is lit, then the number
displayed is a channel number.

M If the LEVEL LED is lit, then the number
displayed is a channel level.

Comprehensive information (including these

messages) are also shown on the video output.

4.21 RECORD SCENE BUTTON

Used to select RECORD SCENE mode or to
record a snapshot of the output of the maXim as
a step in a stack or a step in a chase (or into the
Grab master on the MP model).

4,22 RECORD CHASE BUTTON

Used to select RECORD CHASE mode and to
complete the recording of a chase when all the
desired steps have been added.

4.23 RECORD STACK BUTTON

Used to select RECORD STACK mode and to
complete the recording of a stack when all the
desired steps have been added.

4.24 ASSIGN COPY BUTTON
Used to:
91 Assign a stack to the stack master.
1 Copy scenes, chases or stacks from one
memory location to another.
1 Copy scenes, chases or stacks to or from
the Grab master. (MP model).
1 Copy a Snapshot from the Grab master to
a memory. (MP model).

Page 14

425 SELECT BUTTON

Used to take control of a playback. The recorded
memory is not changed, only the way that it is
currently being played back.

Press [select] [fla] (playback to control).
Repeatedly press [function] to cycle though the
parameters that you can control as indicated by
the LEDs beside the display.

When finished, press [select] again to de-select it.
The changes that you have made are retained in
the Playback until such time as the scene or
chase is replaced on that Playback (by changing
pages or mode).

To restore the original memory to the playback
press [copy], [f/a] to the same [f/a].

fi 8lectois most useful for making one off changes
during a performance or for experimenting with
changes without affecting the memory.

4.26 EDIT BUTTON

When pressed, it selects Edit mode. You may
then choose to Edit any Scene, Chase, Stack, the
contents of the Grab master (MP model).

To edit the patch;

HOLD [function] tap [f/a] (patch). Press [edit].

4,27 REMOVE BUTTON

Used to:

1 Remove the contents of the Stack and Grab
masters.

9 Delete memories, patches or steps of stacks or
chases.

1 Remove characters from names.

LSC Lighting Systems (Aust) Pty. Ltd
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4.28 ADD BUTTON 4.34 STEP STOP (OK) BUTTON

Used to: 1  Used to STOP a selected or edited chase or

1 Insert steps in a stack or chase when editing. STEP a stopped chase.

1 Addalto 1 patch T Answers fiokd to maXimequest f

1 Insert spaces in names

4.29 FUNCTION BUTTON
1 When pressed during normal operations, it
causes the display to momentarily show the
current time Al NO or AOUTO settings of the ti me
faders, whilst it is held down. Subsequent
presses will toggle between the two time
settingsas i ndicated by the fAind or fAoutodo LEDs
above it.
1 When editing, pressing [function] steps
through the various parameters that can be
changed as indicated on the LEDs above the
function button.
1 After pressing [select], [f/a], pressing
[function] steps through the various
parameters that can be changed on the
selected playback.
9 It accesses the secondary functions such as
reset, (USB) disk or patch etc as indicated
below the yellow and red bank [f/a] buttons.
To perform secondary functions;
HOLD [function] tap [f/a] (secondary function
asprinted below redfladnd yellow bank i
buttons).

4.30 EDIT WHEEL

Continuously rotatable in either direction and can
be used to:

I Set fade and link times plus chase rate and
crossfade when recording or editing.

Adjust the level of channels when editing.
Adjust Sound To Light parameters.

Select DMX address numbers when patching.
Select characters for names.

Scroll the V1 or V2 video displays.

Adjust selected parameters on the PatPad.

4.31 EDIT WHEEL INDICATOR
Lights when the EDIT Wheel is active.

4.32 > (YES) BUTTON

1 Runs a selected or edited chase in the

FORWARD direction.

Steps a stack forward when editing.

Increments through the DMX address numbers

when patching.

T Answers AYESO to maXimequest from the
9 Select the next parameter on the PatPad.

4.33 <(NO)BUTTON

1 Runs a selected or edited chase in the

REVERSE direction.

Steps a stack backwards when editing.

Decrements through the DMX address

numbers when patching.

Answers ANOO to @maXinRquest from the
Select the previous parameter on the PatPad.

E R I EEE ]

f
f

f
f
f
f
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5 PATCHING

5.1 INTRODUCTION

When dimmers are connected, the maXim needs
to know the DMX slot of each dimmer and which
maXim channel is to be used to control each
dimmer.

When lighting fixtures or other DMX controlled
devices are connected, the maXim needs to know
each fixtureds
DMX slot. A fixture number is then assigned to the
fixture allowing it to be controlled by the maXim.

if all patches have been removed (below) the
patch will be automatically bypassed giving a
direct 1 to 1 connection between maXim channel
numbers and their matching DMX slot numbers.
When any patch is made by the user, the bypass
is automatically removed and only the users
patches will exist.

5.2 PATCHING DIMMERS

5.2.1 PATCHING
Patching is performed
To edit the patch;
HOLD [function], tap [patch], press [edit].
If a PaTPaD is fitted, ensure that the [PM] button
beside ADI MMERO i s
(DIMMER).
To select the dimmers DMX slot number, press
[<] or [>] or rotate the EDIT Wheel.
To patch the selected DMX slot to a channel
number, press the [f/a] button of the channel
number (any yellow or red f/a button).
The channel f/a button will flash to show the
patch.
Select another DMX slot with the EDIT wheel, [<]
or [>] and patch it to a channel by pressing the
channels [f/a] button. Continue to select DMX
slots and patch them to maXim channels.
Patched channels f/a buttons remain lit. As each
pat ch i s mad e, t he V2
shows the channel number and name, DMX slot
and patch level.
When scrolling through the DMX slots, as each
slot number is selected, if a channel is patched to
that slot, its f/a button will flash.
When finished patching, press [edit]. The patch is
automatically saved.

5.2.2 PATCHING MULTIPLE SLOTS
To automatically patch a sequential range of DMX
slots to a sequential range of channels, edit the
patch (above), then select the first DMX slot
number in the sequence. HOLD the [f/a] button of
the channel number to be patched to that slot then
tap the [f/a] button of the channel to be patched to
last DMX slot number in the sequence. All
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channels in the selected range are automatically
patched to their respective slots.

For example, to patch a rack of 12 dimmers with a
starting DMX slot of 100 to maXim channels 13 to
24 respectively, press [<] or [>] or rotate the EDIT
Wheel to select DMX slot 100, then HOLD ([f/a]
(13) and tap [f/a] (24).

ma n usfadingt ur er ,5.2.3n0 86 A PAIQHILEVEL

All patches can have a proportional patch level.
See Al NTENSITY PATCH

To delete a single patch, edit the patch (above)
and select the DMX slot (above) then press
[removel].

The di s pl ®gletespatchdol DME#? 7 0
Press [yes].

Alternately, select the DMX slot and set the
proportional patch level to zero.

5.25 REMOVE All PATCHES
To remove ALL patches;

by HoeD[futictiongtapt[gateh].p at c ho .

Press; [remove], [yes].
The patch is now automatically bypassed.

1 patch is av & to p(rae% the patLhing
process. It directly connects each maXim channel
number to its matching DMX slot number.

To add a A1 to 1 patcho;
HOLD [function], tap [patch].

Press [add], [yes].

Note; Adding a 1 to 1 patch will replace any
existing patches.

5.3 PATCHING FIXTURES

5.3.1 TEMPLATE LIBRARY
In order for the maXim to control a fixture, it
needs to know all of the functions of that fixture. It
gt thjs jnformagion fsap,a computer,fije galleg a
Fixture Template. This file tells the maXim the
function of each control channel for that type of
fixture and it also defines the unique parameter
controls and labels that will appear on the
PaTPad and video screen. Every different type of
Fixture that you control from the maXim requires
a Template. Many popular templates are already
loaded in the maXimd slibrary plus additional
templates are available from the LSC website;

www.lsclighting.com.au

If the template for your fixture is not on the
website you can contact LSC by posting a request
on the LSC forum providing details of
manufacturer, model and software version
number. The forum URL is;
http://forums.|sclighting.com.au

LSC Lighting Systems (Aust) Pty. Ltd
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Detailed instructions on how to write your own
Templates using a text editor program on a
personal computer can also be obtained from the
LSC forum.

Templates are loaded into the maXim library via
the disk drive

The maXim stores its Templates in a library that
can hold up to 64 Fixture Templates. When you
want to use a particular model of Fixture, you
select its Template from the library and load it into
the patch. The maXim can have up to 10 different
types of Fixture Templates (from the library) in
use in the patch at the same time.

5.3.2 VIEW LIBRARY CONTENTS
To see if the Templates for the Fixtures you are
using are in the maXimd s Fi xture
[menu], [library], [view].
Templates are organised in the library by
manufacturer and model. The PaTPad shows a
list of Fixture manufacturers. If more than 6
manufacturers are loaded in the library, press the
i>0 or Ai<d symbol on
change pages.
Press the [PM] button beside the required
manufacturers name. The PaTPad shows a list of
Template names (models) from that manufacturer.
If more than 6 templates for that manufacturer are
|l oaded in the I|library,
on the Fixture Displayer to change pages.
Press [menul] to finish.

5.3.3 ADDING TEMPLATES
To add a template to the library, insert the floppy
disk containing the template into the maXim disk
drive then press;
[menu], [library], [add].
The display shows the Templates on the disk. If

more than 6 are on the disk, press the i > or i < @

symbol on the Fixture Displayer to change pages.
Press the [PM] button corresponding to the
required Template.

5.3.4 ADDING ALL TEMPLATES
If the disc contains many Templates they can all
be added to the library in a single operation.
Press;
[menu], [library], [add], [all], [yes].

5.3.5 COPY A TEMPLATE TO DISK
Templates can be copied from the library to disk

so that they can be archived or edited. Press;
[menu], [library], [CopyToDsK].

Use the [PM] buttons to select the manufacturer,
then the model.

5.3.6 REMOVE A TEMPLATE
To remove a Fixture Template from the library;
press;
[menu], [library], [remove].
Use the [PM] buttons to select the manufacturer,
then the model.

LSC Lighting Systems (Aust) Pty. Ltd.
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5.3.7 REMOVE ALL TEMPLATES
To remove the entire contents of the library; press
[menu], [library], [remove], [all], [yes].

5.3.8 CLEARING THE PATCH
If you are patching a new installation of fixtures it
is advisable to clear the patch.
Hold [function], tap [patch]. Press [remove],
[yes].

Warning. This will erase ALL existing patches. If
you need to keep the patch, save your show to
disk.

5.3.9 PATCHING FIXTURES
Hold [function], tap [patch], press; [edit].
The PaTPad shows;
DIMMER _ | p
LIBRARY ° | &

t hide PMibut y o BegsbhdayBP! MMERDO

indicating that the maXim is ready to patch a
dimmer. Before you can patch a Fixture, its
Template must be loaded from the library into the
patch.

5.3.10 LOADING TEMPLATES
n>o or

> INTO
<o
To load a Fixture Template into the patch, edit the
patch (above) then press the [PM] button beside
ALl BRARYBaTPad shews a list of Fixture
manufacturers in the library. If more than 6
manufacturers are loaded, press i > or i <od the
Fixture Displayer to change pages. Press the [PM]
button beside the manufacturers name. The
PaTPad shows a list of Template names (models)
from that manufacturer that are in the library. If
there are more than 6 Templates (models) for that
manufacturer, press fi > @r fi <ol the Fixture
Displayer to change pages.

Press the [PM] button beside the required
template to load it into the patch.

The PaTPad shows;
DIMMER
SCAN-X
LIBRARY

O[T [O¢

In this example the selected Fixture is a fictitious
iscxad but y o be namelot the acual
Template you selected. The [PM] button beside it
will be flashing, indicating that the maXim is ready
to patch that Template (type of Fixture). This
Template is now loaded into the patch (from the
library) and does not need to be loaded again.
You can use it every time that you need to patch
that type of Fixture. If you are using several
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different types of Fixtures you can load their
Templates now or you can patch the currently
loaded Fixture (see below) then return to the
library later and load the other Templates. To load
more Templates now press the [PM] button
beside #ALI BRARYO and
above.

5.3.11 DMX SLOT AND FIXTURE
NUMBER
Each Fixture that you patch will have its own DMX
slot (that you set on that Fixture). This is the
starting DMX slot for that Fixture and each Fixture
will use a quantity of DMX slots, as defined in its
Fixture Template.
Select the template for the type of fixture you want
to patch by pressing the [PM] button beside its
name. The [PM] button will flash. All patches that
you now make will use this (flashing) template.

Select the starting DMX slot of the fixture to be
patched by pressing [<] or [>] or rotating the EDIT
wheel .

The maXim has 2 DMX universes (2 DMX
out puts) and uses cdteUdOMX
Universe 1 or Universe 2. When the DMX slot
number is incremented above the highest number
in Universe 1 (U1-512), it changes to the first slot
in Universe 2 (U2-1).

To patch a fixture you
Number 6 by vyglowosredi[ffajguttan.

When a fixture number is selected, the maXim
automatically patches all of the remaining DMX
slots for that Fixture according to the information
contained in the Fixture Template. The DMX slot
number automatically advances to the slot after
the last slot used by the patched Fixture, ready for
the next fixture (or dimmer) to be patched.

To patch further Fixtures of the same type
(flashing [PM] button on the PaTPad), select the
starting DMX slot of the Fixture by pressing [<] or
[>] or rotating the EDIT wheel , then give it a
Fixture number by pressing; [f/a] (Fixture
Number).

To patch a different type of Fixture, select its
template by pressing the [PM] button beside its
template name (it flashes) then select the starting
DMX slot of the Fixture by pressing [<] or [>] or
rotating the edit wheel , then give it a Fixture
number by pressing; [f/a] (Fixture Number).

Each patch that is made will use the Template
indicated by the flashing [PM] button. If the
Template you require is not shown, load it from
the library as above.

When finished patching press; [edit]. The patch is
automatically saved.
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5.3.12 PATCHING MULTIPLE
FIXTURES
Whilst patching (above), you can automatically
patch a sequential range of Fixtures of the same
type with contiguous DMX slots, to a sequential

ma krangeyfd-ixture Nsirebers.c t i on as

Select the DMX slot of the first Fixture by pressing
[<] or [>] or rotating the edit wheel .

Select the Fixture Template on the PaTPad.
HOLD the [f/a] button of the first Fixture Number
then tap the [f/a] button of the last Fixture Number
in the sequence.

All  Fixtures in the
automatically patched.

selected range are

For example, to patch 10 Fixtures of the same
type to Fixture Numbers 6 to 16 respectively and
with the starting DMX slot of the first Fixture set to
100, press [<] or [>] or rotate the edit wheel to
select DMX slot 100. HOLD [f/a] (6) and tap [f/a]
(16)).

All patches for all 10 Fixtures are automatically
made.

If finish@c{%1 patching press; [edit]. The patch is
ic Ilgsavetﬂ L (; !

5.3.13 PATCHING SCROLLERS OR
FIXTURES WITH EXTERNAL DIMMERS
Colour scrollers and some brands of fixture

require a separate dimmer to control their

imensity. Thei dimener iuguallyahas fiaFDMXt slotr e

number that is not related to the DMX slot
numbers used by the scroller or fixture. Whilst
patching (above), select the DMX slot of Fixture
by pressing [<] or [>] or rotating the EDIT wheel .
Select the Fixture Template on the PaTPad.
Patch the fixture to a fixture number by pressing
[f/a] (fixture number). The maXim display scrolls
the message, AiFi xt ure needs
maXim knows that this scroller or fixture needs an
external dimmer because it is defined in its
template. Press; [OK]. Use the EDIT wheel or [<]
or [>] to select the DMX slot of the external

dimmer then press; [OK]. The fader ofthe o f i xt ur e

numberfi b u thdt was selected for the fixture
number now controls the intensity of the dimmer
and the PaTPad controls the scroller colours or
fixture parameters. If finished patching press;
[edit]. The patch is automatically saved.

5.3.14 INTENSITY PATCH LEVEL
All fixture intensity attributes and dimmers can
have a proportional (adjustable) patch level.
When patching (above), select the DMX slot of the
intensity channel (use EDIT wheel , [<] or [>]).
The fixtures (or dimmers) [f/a] button will flash
showing the existence of the patch. Hold down
the FLASHING [f/a] button and the display shows
the patch level.
Whilst holding down the [f/a] button, rotate the
edit wheel to set the patch level. The level of the
patch is shown on the display. If you inadvertently

LSC Lighting Systems (Aust) Pty. Ltd
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select the DMX slot of a fixtures LTP attribute
(instead of the HTP intensity attribute) the maXim
will automatically adjust the patch level of the HTP
intensity attribute associated with that fixture.

5.3.15 PATCH INDICATORS
Whilst you are patching, the LEDs of any Fixture
Number buttons that are patched are lit to show
that they have been used.
As each DMX slot is selected (with [<] or [>] or the
EDIT wheel), if the displayed DMX slot is used
(patched), i t Fixtsire Number LED will flash.
Theiv2 Output
Fixture Number and name, parameter names,
DMX slots and DMX levels for each Fixture.
T h e FIXRURESO pop up video
shows each Fixture name beside its number.

5.3.16 REMOVING A FIXTURE FROM
THE PATCH
If a fixture is no longer required, it can be removed
from the patch
HOLD [function], tap [patch].
Press [edit].
Select any DMX slot that is used by the Fixture to
be removed.
Press; [remove], [yes].
When finished patching press; [edit].

5.3.17 REMOVING A TEMPLATE
FROM THE PATCH
If a template is removed from the patch, all
patches for that type of fixture are also removed.
To remove a Template from the patch;
HOLD [function], tap [patch]. Press [edit].
The PaTPad shows the Templates in the patch,
for example,

DIMMER
TRACKSPOT
MAC250
LIBRARY

O[T [O¢| O«

Press; the [PM] button beside the template to be
removed (it flashes).
Press; [clear], [yes], [edit].

5.3.18 LOADING SHOWS

CONTAINING TEMPLATES

When a show is loaded from disc onto the
maXim, the system checks to see if the templates
in the show are already in the library. It does this
by comparing manufacturer and model names. If
the templates are already in the library, it then
compares the version numbers. The highest
version is always used.

1 If the library template is the newer
version, it will be used for the show and
also saved to disk when the show is
saved replacing the older show template.

LSC Lighting Systems (Aust) Pty. Ltd.
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9 1f the show (disk) template is the newer
version, it will be used for the show and
also copied into the library, replacing the
older library template

5.3.19 EDITING FIXTURE NAMES
The default name of each Fixture as shown on the
video screens is defined in its Template. Hence all
Fixtures of the same type have the same name.
You can individually edit the name of every
Fixture to make it more descriptive for your

N . lication.
& Patcho vi§Fa5Scree Lo fulidion) N [ra

(name).

Press; %ad Fixture Number).

Phhel Ot8te the RditSwheel or press the yellow
bank [f/a] buttons for the desired characters as
labelled below the buttons. Press [<] or [>] to
move the cursor and press [remove] or [add] to
remove or add characters or spaces.

When finished, press [0K].

5.4 SAVING A PATCH

Whenever you finish editing a patch it is
automatically saved. When you save or load a
show from disk, you copy the entire contents of
the maXimd snemory. This includes the Patch.

See the AUTILITIESO section

5.5 INVERT PANORTILT

You can invert the operation of the PaTPaD pan
and tilt displayers. This makes operation easier
when a fixture is rigged such that mousing a
displayer from left to right, pans the fixture from
right to left or if it tilts in the wrong direction.

To invert the operation of a fixtures pan or tilt
parameters the fixture must be loaded on the
PaTPaD.

Press [get], [f/a] (fixture number).

Press [menu] [PM] (INVERT)

The PaTPaD shows the selected fixture number
and the current state of its pan and tilt as either

Anormal 6 (green PM button)

button).

PAN

normal

TILT

inverted N

Fx #

To reverse a parameter press its flashing [PM]
button.

Tapping either end of the [fixture displayer]
steps through the fixtures loaded on the PaTPaD.
When finished press [menu].

Video screens 1 and 2 indicate inverted pan or tilt
parameters as follows;

PAN -i

TILT -i
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6 MODES OF OPERATION

6.1 OVERVIEW
The maXim has several banks of faders.
1 The Yellow bank always controls the levels of

channels/fixtures 1 to 24 (36, 48, 60)

1 The Red bank has different functions as
selected by the fAmode

1 PRESET mode. The Red bank controls the
levels of channels/fixtures 1 to 24 (36, 48,
60). (A duplicate of the Yellow bank).

1 WIDE mode. The Red bank controls the
levels of channels/fixtures 25 (37, 49, 61) to
48 (72, 96, 120). (An extension of the
Yellow bank providing double the number
of channelffixture faders)

1 PLAYBACK mode. The Red bank faders
become PLAYBACKS and control the
levels of recorded Scenes or Chases.

You may freely change red modes at any time
during your operation of the maXim and the
current red mode is always shown by t he
MODE indicators.

Each mode has its particular advantage for
different types of operations.

6.2 PRESET MODE
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Simplified diagram of a maXim in PRESET mode.

You can create a lighting look by fading up your
required channels on one of the colour coded
banks and fading up the same colour master. By
keeping the other master faded down, another
look can be preset on the duplicate set of channel
faders without the channels being revealed on
stage. The new look is revealed by fading up its
master whilst the first look is faded down with its
master. Thenextl ook may now be
bank that has just been faded down. The fade
times of the masters are set by the IN and OUT
time faders.

6.2.1 PRESET ADVANTAGE
This simple mode of operating is most useful in
unrehearsed situations
needs to be <created
faders provide instant

6.2.2 PRESET DISADVANTAGE
Only half of the possible maXim channels/fixtures
can be intensity controlled by dedicated faders.
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6.3 WIDE MODE

Wide mode utilises both the red and yellow banks
as a single wide bank thus doubling the number of
channel/fixture faders. The yellow faders control
the low numbered channels and the red faders

r eaftrolptke rhighdy numhened ahannels. The yellow

master controls the total output.
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Simplified diagram of a maXim in Wide mode.

6.3.1 WIDE ADVANTAGE
You have individual access to all of the channels

=t available on the maXim. This is most
: Datla%u?’v%h

us en you are RECORDING scenes as you
can utilise all channels to create your scenes.

(See NPl ayback Moded bel ow).
6.3.2 WIDE DISADVANTAGE
You do not have a second fApre:c

to create the next look and you have less
playbacks.

6.4 PLAYBACK MODE

Selecting Playback mode only changes the
operation of the red bank. The faders of the red
fader bank become Playbacks containing scenes
or chases that you have recorded.

YELLOW BANK
3 1 T i1 1

RED BANK RED YELLOW GRAB \DD/SC N

5 >

Simplified diagram of a maXim S in Playback mode.

Scenes, stacks and chases can be recorded or
feplitece vehigst aperatiny intahyemodes but scenes
and chases can only be played back on the Red
bank when it is in Playback mode.

6.4.1 PLAYBACK ADVANTAGE
During rehearsal (in any mode), each lighting look
can be created and
wDuring ethe tshiow (im éPbaytback i incdle), k the

fi o n Playbaek cdnthining each §dere is fadedup wieeh
fi hreqoirdds The maXim remembers all the channels

and their levels together with the fade times. You
may also use the Red Playbacks to playback
chases that you have recorded.
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7 MEMORY STRUCTURE

7.1 OVERVIEW

Scenes, Chases and Stacks are stored in non
volatile memory. The red bank has 9 pages of
memory and the blue bank has 9 pages of
memory. Memories are organised by Page
number and f/a (flash/assign) number. Scenes,
chases and stacks share the same memory within
each bank. You determine what each memory
contains when you record (or copy) scenes,
chases or stacks into them.

When a blue bank page is changed, the contents

(scenes and chases) of the indicated blue page

are COPIED( subject to any fAPage |
into the blue playbacks.

Stacks occupy memory locations on the red and
blue pages but do not load onto playbacks. They
must be individually COPIED from red or blue
memory to the stack master for playback.

For exampl e, if a fApage a3 dMODE/RAGEEBREBZEr 0 | ocati on
has been used for a scene, then it cannot be used A AMODE/ PREEZEO feature prever
for a chase or stack. A chase or stack recorded in contents of a filiveo fader f

the same location would overwrite the scene.
The red and blue memories are totally separate.

Repeated presses of either;

[page red bank] or [page blue bank]

will step through their 9 respective pages of
memory.

To switch directly to a red page;

HOLD [page red bank] tap [f/a] (red 1 to 9).
To switch directly to a blue page;

HOLD [page blue bank] tap [f/a] (blue 1 to 9).

To see the type of object recorded in each

level is above 5% when a mode or page is
changed.

The current contents of any live fader is held until
such time as that fader is faded down below 5%
when it will be automatically updated with its
pending assignment for the new mode or page.
This prevents scenes, chases or channels
Afcrashing ind on stage
to the output when a different mode or page is
selected.

7.4 FREEZE INDICATOR
Whenever there is a pending scene, chase or
channel change due to a 'Mode or Page freeze',

t

memory, HOLD either; Lu?toen willr}lell_srlwz Do i ndinadat red banka t he
[page red bank] or [page blue bank]. '
A window pops up on the video showing memory mode
usage and the playback flash/assign buttons in Freeze preset
that bank indicate their contents as follows; indicator ;v'igfck
Playback Contents | Playback f/a LED red bank
Scene On steady
Chase Fast Flash This acts as a warning to you that the contents of
Stack Slow Flash a fader on the red or blue bank may change after
Empty Off it is faded down.
The video screen also shows the current page
When you press [edit] or [assign copy] or any number loaded on each playback.
[record] or [store] button, all Playback flash/assign . R
buttons flash twice (to indicate that they are 75 ARECORDO MEMOBY ACCE
possible choices), then they show their contents During recording, storing, editing or copying, you
as above. can directly access any of the memory locations
I'f you change pages whi |l LPanynRpoedpyging  t haRagdl ywkas ply o

or firecordo
page is also shown.

motsl ef ghe setedtes

Groups, Presets, Palettes and Filters each have
dedicated memory which is accessed via the
yellow [f/a] buttons.

72 APLAYBACKO MENRESSY AC
When the red bank is changed t osceffied
or when a red bank page is changed whilst in
Ap' back
and chases) of the indicated
COPI ED (subject
into the red playbacks.

red page are
to any

LSC Lighting Systems (Aust) Pty. Ltd.

iPage

chytiprs eGhanging pages when recording,” editing

or copying does not affect the current contents of
a playback.

If you attempt to record, store or copy over an
existing memory a warning will appear on the
maXimd glisplay. To overwrite the memory either
press [yes] or press the locations [f/a] button a

mo d &econd time.

To pick a different memory location press;

( pl a)he xantents (stemes e O [page] (optional), [f/a] (new location).

Freezedo bel ow)
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Memory Structure

7.6 SELECT PLAYBACK

When [select], [f/a] is pressed, the copy of a
scene or chase in a playback can be varied
without affecting the original memory.

You can vary a scenes fade times or you can
change the rate, crossfade and mode of a chase.
When [select] is de-selected, the changes are
retained in the playback until a new memory is
loaded onto the playback.

To reload the original memory onto a playback
press;

[copy], [f/a] (to same) [f/a].

7.7 EDIT MEMORY

When [edit], [page] (optional red or blue page),
[f/a] is pressed, the original memory is edited. If
the selected memory is currently loaded on a

maXim MP L(P) XL(P) XXL(P)
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playback, then the changes will also be seen on
that playback.

In addition to the changes that can be made by
s el ediddalso alfows you to change the
contents of a scene or a step in a chase or stack
and to insert or delete steps in a chase or stack.

7.8 EXTERNAL STAORAGE

The top USB connector allows you to plug in a
UsSB fAflash di sko memory
|l oad a fAshowodo wusing
contains the entire contents of the maXim's
memory. This includes all Scenes, Chases,
Stacks, SyncoBEATSs and the Patch.

Red PAGE 9
Red Playpacks ~ J123 ------- 34 35 36
123 ------- 343536 Red PAGE 8
....... 34 35 36
Red PAGE 7
123 ------- 34 35 36
Red PAGE 6
SELECT
BUTTON 123 ------- 34 35 36
Red PAGE 5
123 -c-en-- 34 35 36
/
Red PAGE 4
123 ------- 34 35 36
Red PAGE 3
a 123 ------- 34 35 36
~ Red PAGE 2
123 ------- 34 35 36
Red Page
Red PAGE 1
BUTTON 123 ------- 34 35 36
Scenes Stacks or
Chases
RECORD
GRAB
MASTER
Blue PAGE 9
EDIT 123456
Blue PAGE 8
STACK 123456
MASTER Blue PAGE 7
ASSIGN 123456
COPY
Blue PAGE 6
123456
Blue PAGE 5
123456
Blue PAGE 4
123456
Blue PAGE 3
Blue Playbacks 123456
123456 ~ Blue PAGE 2
123456
Blue Page
Blue PAGE 1
BUTTON 1234586

Scenes Stacks or
Chases

Basic Memory structure of a maXim L
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8 SCENES

8.1 OVERVIEW

A fir ec orSCENEOIs a snapshot of the
maXims output, together with In and Out fade
time settings and a descriptive name, that is
stored in non volatile memory.

The PaTPaD allows you
contain selected fixture parameters. See the
AFl 1 XTURE PROGRAMMI NG
section for details.

Scenes are recorded by page/scene number.
Page numbers are selected with the [page red
bank] or [page blue bank] buttons and scene
numbers are selected with the red or blue [f/a]
buttons (no blue bank on MP model but a scene
can be recorded
See the i MEMORY
more details on banks and pages.
Scene Playback fade times may come from the
Time faders or may be recorded in memory as
part of the scene. Individual IN, and OUT fade
times may be recorded for every scene.

8.2 SCENE RECORDING

The maXim provides a variable method of

recording scenes. The fastest method takes just 2

button strokes and uses the default times and

current page or you can choose to record in a

different page or to set separate IN and OUT fade

times. You complete the recording by giving the

scene a number (via the red or blue [f/a] buttons).

You can complete the recording at any time in the

process regardless of whether you have set each

parameter or not. If a parameter has not been set,

it will be recorded with its default value.

The DEFAULT values are;

1 Page = The number on the red or blue page
Indicator.

1IN time = Controlled by the IN time fader.

I OUT time = Controlled by the OUT time fader.

8.2.1 Rapid Scene Recording
To record a scene with default settings (above),
create the desired look on the output, then press;
[record scene],
[f/a] (Scene number).

8.2.2  General Description
To record a scene, create the desired look on the
output, then press [record scene].
The Record Scene button flashes and the display
s ¢ r oRick Sceme Number o .
The page buttons and the function button flash to
show that they are active. All Playbacks will flash
twice to indicate possible memory location
choices, then Playbacks already containing
scenes in that page will light. (Playbacks
containing chases flash quickly, stacks flash
slowly and empty playbacks are not lit.) This acts
as a warning to you of existing scene (and chase

LSC Lighting Systems (Aust) Pty. Ltd.

t ocof mBrsotyor e 0

onto. the
SettierJ forT U Rftegery memory location.

or stack) numbers and unused numbers in each
page.

8.2.3 Page Selection
Repeated presses of either [page red bank] or
[page blue bank] will cycle through the 9 pages
scenes that
To directly select a red page;
HOIMNpageRed $ank] tap [f/a] (red 1 to 9).
To directly select a page;
HOLD [page blue bank] tap [f/a] (blue 1 to 9).
As you select each page, all Playbacks will flash
twice then indicate their contents as above.
When a page is selected, if you HOLD either
[page] button, a window pops up on the optional
vidéd Bgeernshaaving yblatise tcantents and name

Choose a Page number for the scene.

8.2.4 Fade Times
Both the IN time and the OUT time may be
individually recorded as being either controlled by
their res p e ¢ t imeoefadeii {default setting) or
they may have a time set in memory.

1 If atime fader is selected, then when the scene
is replayed, the playback controlling the scene
will use the current setting of the appropriate
time fader. This allows you to use the IN and
OUT time faders to
flyo.

1 If a set time is recorded, this is a fixed time
exclusive to that scene. A scene may even
have a set IN time and a Fader OUT time or
vice versa.

1

See AFADE TI MESO i nsettibne

for more details on the operation of fade times.

Repeated presses of [function] will cycle the
display through the IN time setting, the OUT time
setting and the prompt for you to enter a Scene
number.

When either of the time settings are indicated, the
EDIT wheel lights to show that it is active. Rotate
the EDIT wheel to set the desired time. The
maximum time is 16 minutes and 39 seconds and
the minimum time is 0 seconds. When a time is

setlowert han O seconds, it
or OUT time Fader) control. Set the desired times
then ensure that t he

of the maXim is as you require and complete the
recording (take a snapshot of the maXims
output), by pressing [f/a] (Scene number).

If the selected memory location has already been

used, the di spl alNG memnordy
exists 1 0 v e r wrYoutn@w?have two options.

Page 23
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Scenes

1 To erase the existing memory and replace
it with the current output either press [yes]
or [f/a] (existing memory to overwrite).

1 To pick another memory location press
[f/a] (new memory location).

Note; The maXim will not record a scene if all
channels are at zero level.

8.2.5 NAMING A SCENE
Each scene is by default given its bank, page and
fla number as a name. For example, r1:.01 (red
bank, page 1, scene 1).

To enter or change a name;

HOLD [function], tap [f/a] (name).

The di s p PiekyObjecttoyNamédi 0.
Press [page] (optional), [f/a] (scene number).
Either rotate the EDIT wheel or press the yellow
bank [f/a] buttons for the desired characters or the
red bank [f/a] buttons for numbers 1 to 10 (0) as
labelled below the buttons. Where several
characters are printed below each button, multiple
presses select the next character in a similar
fashion to a mobile telephone keypad. Press [<]
or [>] to move the cursor and press [remove] or
[add] to remove or add characters or spaces.
Names may be up to 15 characters long.

When finished, press [0k].

8.3 SCENE PLAYBACK

8.3.1 PLAYBACK Mode AND PAGES

When you set the red bank mode t o p'bdtko
(playback), the scenes (and chases) in the current
page are copied, in order, to their respective red
playbacks.

If you change pages, the scenes (and chases) in
the selected page are copied, in order, to their
respective red or blue playbacks.

Note; Mode/Page freeze rules apply. See the
A MEMOR STRUCT WBcHan for more
details.

8.3.2 CONTROLLING A SCENE

To reveal a scene recorded on the red bank on
the output, press [mode red bank] until its
i p' b BEDHKights. If necessary, select the page
containing the scene using the [page red bank]
button. Fade up the red Playback containing the
scene and also the red master.

To reveal a scene recorded on the blue, if
necessary, select the page containing the scene
using the [page blue bank] button. Fade up the
blue Playback containing the scene and also the
blue master.

The scenes can be faded in or out as required or

they may be AFl ashedo
their [f/a] buttons. See t he
more details.
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8.3.3 PLAYBACK FADE TIMES
To control the fade times of the scene you can
either [select] the playback controlling the scene
or [edit] the memory containing the scene.
fSelecto al | o wchangedhe intamu out fade
times in the selected PLAYBACK without affecting
the original scene memory.
Press [Select], [fla] (playback
[function].
The fi i nndicator lights. The display prompts you
then shows the IN fade time. The fade time may
be changed by rotating the EDIT wheel. When a
time is set lower than 0 seconds, it is controlled by
the Ain timed manual
Press [function] until the fi o u indicator lights.
The display prompts you then shows the OUT
fade time. The fade time may be changed by
rotating the EDIT wheel. When a time is set lower
than 0O seconds, it i s
manual fader.
When you have finished adjusting the times, press
[Select].

to control),

The changes that you have made are retained in
the Playback until such time as the scene is
replaced on that Playback (by changing pages or
mode).

To restore the original memory to the playback
press [copy], [f/a] to the same [f/a].

fEditdo all ows you to dire
settings of the scene. In addition to changing the
fade times you can edit the channel levels of the
scene. These changes are automatically saved to
memory as you edit. If the scene is currently on a
Playback, then these changes are also seen live
on that Playback. Edit is described below.

8.4 EDITING A SCENE

You may edit a scene live or blind (faded down)
on its Playback or directly in its memory location.
If the scene is faded up on stage you will see the
changes. When you edit the scene its channel
levels are shown on the channel [f/a] LED
indicators and on the optional VGA monitor. The
LEDs intensity reflects the levels of those
channels in the scene.

f To edit a scene on a Playback, press;
[edit], [f/a] (scene number).

I To edit a scene (in the Grab master), press;
[edit], [f/a] (Grab master) (MP model only).

I To edit a scene in a different page, press;
[edit], [page] (red or blue page), [f/a] (Scene
number).

The FUNCTION button flashes to show that it is

] (s ol q&ifk. 10 &llowd YoU P& Fedd aMd &dit actual
AFLASHO chanfet leviel® dhd fAd€ fimes for the scene (see

below). Repeated presses of [function] will cycle
the display through channel LEVEL(%), IN time

LSC Lighting Systems (Aust) Pty.
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setting, OUT time setting and the page/scene
number. These editing processes are described
below.

8.4.1 Channel Levels
To read and/or edit the level of any channel in a
scene, edit the scene (above) then press a
channels [f/a] button. Whilst the f/a button is held
down, the display shows the channel number.
When the f/a button is released, the display
shows the level of that channel in the scene.
To edit the level of the selected channel, rotate
the EDIT wheel.
If the level is varied above its recorded value it is
prefixed by a + sign. When a parameter is varied
below its recorded value it is prefixed by a - sign.
If the level is restored to its original value no sign
is shown.
Press and release further channel [f/a] buttons to
read and/or edit their levels.
When finished editing press [edit].
All changes are automatically saved.

8.4.2 Fade Times

To read and/or edit the IN or OUT fade times in a
scene, edit the scene as described above then
use the function button to select each time.

T INTIME.

Repeatedly press [function] until
indicator lights. The display prompts you then
shows the IN fade time. The fade time may be
edited by rotating the EDIT wheel. When a time is

the Ai no

Scenes

I To erase the existing memory and replace
it with the copy either press [yes] or [f/a]
(existing memory to overwrite).
1 To pick another memory location press
[f/a] (new memory location).
The copy process may be abandoned at any time
prior to entering the destination scene number by
pressing [assign/copy] a second time.

Hint; In a show or performance, the transition
from one scene to the next will sometimes
only involve a change of a few channels. The
majority of channels will remain the same. If
this is the case, it is quickest to make a copy
of the first scene and then edit the copy to
create the next scene. This method ensures
that any channels that are to be the same in
both scenes will have identical levels.

8.6 REMOVING (DELETING) A SCENE

To remove (delete) a scene from memory, press
[remove].

[page] (optional)

[f/a] (scene number).

The display asks you to confirm your action.

Press [yes].

setlowerthan0Oseconds, it is controlled by the #Ain
ti medo manual fader.
1 OUT TIME.

Repeatedly press [function] until
indicator lights. The display prompts you then
shows the OUT fade time. The fade time may be
edited by rotating the EDIT wheel. When a time is
set lower than 0 seconds, it is controlled by the
fout timed manual

8.4.3 Ending Edit
Edit may be ended at any time by pressing [edit].
Any changes that you have made will
automatically be saved in memory.

8.4.4 EDITING A SCENE NAME
Names are edited in the same way as they are
recorded.

See ANAMI NG A SCENEO

8.5 COPYING A SCENE

To copy a scene, press;

[assign/copy].

[page] (optional red or blue source page)

[f/a] (source scene number),

[page] (optional red or blue destination page)

[f/a] (destination scene number).

If the selected memory location has already been

used, t he di s pWARNNG wmenhoty
exists T overwrite? 0. You n owmy
options.

LSC Lighting Systems (Aust) Pty. Ltd.
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9 CHASES

9.1 OVERVIEW

A chase is a recorded list of steps that are to be
replayed in order, stepping continuously from one
step to the next and automatically repeating the
list when it has reached the end. Each step in a
chase can consist of a previously recorded scene
or a snapshot of the output (which is taken when
that step is added to the chase). Up to 250 steps
may be recorded for each chase.

The chase stepping can be controlled by an audio
input or by a beat pattern that you teach the
maXim. See the fSTL and Sy n c o B Eé&ktion
for detalils.

Chases are recorded by page/chase number.
Page numbers are selected with the [page red
bank] or [page blue bank] buttons and chase
numbers are selected with the red or blue [f/a]
buttons. (no blue bank on MP model but a chase
can be recorded onto
Chase mode, speed in BPM (Beats Per Minute)
and crossfade times are recorded in memory as
part of each chase.

9.2 CHASE TERMINOLOGY

9.2.1 BOUNCE
The chase automatically changes direction when
it reaches the last or first step. In this manner, it
continuously fAbounceso

9.2.2 SINGLE SHOT
The chase is normally stopped. When it is started,
it will run through its recorded steps once in the
direction in which it is started. It will then stop and
wait until it is manually started again in either
direction.

9.2.3 CHASE CROSSFADE
Traditionally chases will snap (instantly switch)
from step to step but in the maXim you may also
set a crossfade value so that it will fade from step
to step. The Crossfade is set as a percentage of
the chase speed.

For example, if the chase speed is set at 60 BPM
(which is one step per second), then with
crossfade set at 0% (that is, no fade), the chase
will wait for one second, then snap to the next
step. None (0%) of the available speed time will
be used for crossfading.

If the crossfade is set to 50%, then the chase will
perform a 0.5 second crossfade to the next step,
wait for 0.5 seconds and then perform the next
crossfade. That is, 50% of the time is used to
perform a crossfade and 50% of the time is spent
waiting before starting the next crossfade.

If the crossfade is set to 100%, then the Chase
will use all of the time performing a crossfade to
the next step. When the crossfade is complete,
the next crossfade will commence immediately.

Page 26
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9.3 CHASE RECORDING

To record a chase, press;

[record chase],

Select a memory number for the chase, press;

[page] (optional) (Select a red or blue page

number),

[f/a] (memory number) (any red or blue f/a

number).

Each step of a Chase consists of either an

existing scene, a snapshot of the output or

selected parameters of moving fixtures.

T To select a scene as a step, press;
[page] (optional red or Dblue page),
[f/a] (scene number).

1  To record a shapshot (of the current maXim
output) as a step, press;

[record scene].
1 To store the flashing parameters on the
MPAIBaD frésg[Btordfa st er ) .

1 To store the flashing parameters on the
PaTPaD and all intensity levels press
[store+levell].

Continue to record steps as above. You may mix

snapshots, scenes or parameters in any order.

When all steps have been recorded, complete the

chase by pressing;

[record chase].

end to end.

9.3.1 REMOVING STEPS

Whilst recording (above), if the step that you add

is not correct, the last step may be deleted by

pressing [remove].

9.3.2 CHASE SPEED
At any point after giving the chase a memory
number (above), repeated presses of [function]
will toggle the display between the STEP number,
the SPEED in BPM (Beats Per Minute) and the
CROSSFADE percentage. When the SPEED is
displayed, the EDIT wheel may be used to set the
desired speed. The default setting is 100 BPM but
you may change this in
See the AUTI hI TI ESO

9.3.3 CHASE CROSSFADE

At any point after giving the chase a memory
number, repeated presses of the [function] button
will toggle the display between the STEP number,
the SPEED setting in BPM (Beats Per Minute)
and the CROSSAFDE percentage. When the IN &
OUT indicators are lit, the EDIT wheel may be
used to set the percentage of the chase speed
time that is used for the crossfade.

The default setting is 0% (no crossfade) but you
may change this in the

9.34 COMPLETING THE CHASE
When all steps have been recorded complete the
chase by pressing [record chase].

the AS

sectil o

inSetup
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The chase will be a conventional forward running
chase. To select other chase modes either
[select] or [edit] the chase as described below.

9.3.5 NAMING A CHASE
Each chase is by default given its bank, page and
fla number as a name. For example, r1:02 (red
bank, page 1, chase 2).

To enter or change a name, HOLD [function], tap
[f/a] (name) (a yellow bank f/a button). The
di s pl a yPick @bjest to iName 0.
[page] (optional) [f/a] (memory number). Either
rotate the EDIT wheel or press the yellow bank
[f/a] buttons for the desired characters or the red
bank [f/a] buttons for numbers 1 tol0 (0) as
labelled below the buttons. Where several
characters are printed below each button, multiple
presses select the next character in a similar
fashion to a mobile telephone keypad.

Press [<] or [>] to move the cursor and press
[remove] or [add] to remove or add characters or
spaces. When finished, press [0K].

9.4 CHASE PLAYBACK
Chases may me replayed on the:
1 Red Bank (in Playback mode).
1 Blue Bank (not on MP model).
1 Grab master (only on MP model).
1 As astep in a stack.

9.4.1 PLAYBACK MODE AND PAGES
When you set the red bank mode t op'bdtko ,
chases (and scenes) in the current page are
copied, in order, to their respective red playbacks.
If you change pages, the chases (and scenes) in
the selected page are copied, in order, to their
respective red or blue playbacks.

Note; Mode/Page freeze rules apply. See the
i MEMORY S T R U CdettiBrE dor more
details.

9.4.2 CHASE INTENSITY
The OVERALL level of a chase is controlled by
the Playback containing the chase.
The chase can be faded in or out as required (its
fade times are controlled manually) or the chase
may be AFl ashedo
button.
If the chase is faded down to zero, the chase
automatically stops.

9.4.3 CONTROLLING A CHASE
fSelecto al |l ows charge thet speed,
crossfade, mode and direction of the copy of the
chase in the selected PLAYBACK without
affecting the original chase memory. To make
permanent changes to a chase
Chasedo bel ow.

Press [select], [f/a] (chase to control), [function].

LSC Lighting Systems (Aust) Pty. Ltd.
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1 To control the SPEED, rotate the EDIT wheel.
The display shows the speed in Beat Per
Minute.

I To change the CROSSFADE between steps,

press [function] until bot hno fi &utoi L EDs

light, then rotate the EDIT wheel. The display
indicates the percentage of time between steps
to be used for the crossfade.

See CROSSFADE above for more details

pr els Jo change the MODE or DIRECTION use the

3 buttons below the EDIT wheel as follows;

BUTTON ACTION

[step/stop] STOPS a running chase or

STEPS a stopped case

[>] (Forward) RUNS A CHASE FORWARD

[<] (Reverse) RUNS A CHASE REVERSE

Hold [>] Tap [<] Selects BOUNCE mode

[>]or[<] De-selects BOUNCE mode

Hold [step/stop] | Selects SINGLE SHOT mode
Tap [>]

[>]or[<] RUNS A SINGLE SHOT

Hold [step/stop] | De-selects single shot mode
Tap [>]

( s ol[ffale d

When finished controlling press [select].

The changes that you have made are retained in
the Playback until such time as the chase is

t hreplaced on that Playback (by changing pages or

mode).
To restore the original memory to the playback
press [copy], [f/a] to the same [f/a].

9.4.4 STEPPING A CHASE
A chase may be manually stepped at any time by
pressing its [f/a] button. If the chase is already
running, this will immediately step it to the next
step.
To manually step a chase, stop the chase
(above), then step it by pressing its [f/a] button.

9.4.5 RUNNING A SINGLE SHOT
| f a chase has
(above), pressing its [f/a] button will run a single

Shc?t'r bumped) via its

9.46 GLOBAL SPEED CONTROL
Global speed control allows you to speed up or
slow down all chases that are running on the
output of the maXim whilst still retaining any
different relationships in speed that might exist
between each other.

Global speed does not affect chases running in
T8N SHOBFATI % gmo g e

To activate AGI ogbal
HOLD [select] for 1 second then release.

Rotate the EDIT wheel to speed up or slow down
all running chases.

Page 27

been set

Speed

(o]

Co



Chases

The speed can be increased by up to 1999% of its
original value. The maximum speed is limited to
999 BPM.
The speed can be decreased to 0% of its original
speed.
For example:
1 rl1.01 has a recorded speed or 120BPM
and its fader is at 100%.
1 rl1.02 has a recorded speed or 200BPM
and its fader is at 0%.
1 rl1l.03 has a recorded speed or 60BPM
and its fader is at 10%.
HOLD [select] for 1 second to
Speed Controlo. This wildl

Global Speed Control.

Now fade up chase r1.02. As it was not active
when global speed was selected, it will not be
affected when the global speed is varied.

Rotate the EDIT wheel until the display reads
50%.

9 r1.01is now running at 60 BPM.

1 rl.02is still running at 200 BPM.

1 rl1.03is now running at 30 BPM
Rotate the EDIT wheel until the display reads
200%;

1 r1.01is now running at 240 BPM.

1 rl.02is still running at 200 BPM.

1 rl1.03is now running at 120 BPM

Tapping [function] resets all selected chases to
the Adefaultd chase spee
APreferencesodo menu.

If the default is set to 100 BPM, then in this
example, tapping [function] results in;

1 rl1.01is now running at 100 BPM.
1 rl.02is still running at 200 BPM.
1 r1.03 is now running at 100 BPM

Rotate the EDIT wheel until the display reads
150%;

1 rl1.01is now running at 150 BPM.
1 r1.02 is still running at 200 BPM.
1 r1.03is now running at 150 BPM

To exit Global Speed press [select].

All chases remain at their modified speed. The
original speed of a chase can be restored by
copying the chase from its memory back to the
playback. Press; [copy], [f/a], to the same [f/a].

9.5 FIXTURE PARAMETER CHASE TIMES
The chase speed can be varied, which changes
the time between steps however the times taken
for Fixture parameters to move when their step is
triggered, is dependent upon the
ifAs Chaseo flags.

The default settings for these flags depends upon
the type of parameter.
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T Col our and beam parameters
Chasebo flag set t o iNoo by
therefore use the times that are in the scenes
that make up the steps. They ignore the
chase crossfade setting.

f Focus par ameter have their i A
set t o iYeso by defaul t. '
therefore under the control of the chase
crossfade setting. This allows the speed of
Fixture movement (focus) to be easily
controlled by the EDIT wheel without the need
to edit the times in every step. If the chase is
asmapping aftom sG Itoo tep| the focus
Paramietgry algo 1snap. 1If thenahase has @3 t o
crossfade setting, the focus parameters will
fade from step to step as determined by the
chase rate and percentage crossfade.

By default, only the focus parameters are affected

by the chase crossfade. Therefore, when a chase

crossfade is used, parameters such as gobo or

colour wheels will not make slow movements from

step to step. Typically they will be set to zero time

so that they snap change.

Hint; If your fixtures have colour mixing

featur es, set the cOHaouegd par al

flag to Ayeso and the <colour

under control of the chase crossfade.

9.6 EDITING A CHASE

A E ®iSt ad € to wis pergiafently tBlodrRd the O ,
speed, crossfade, mode and direction plus you
can add or delete steps, connect or disconnect
the STL (Sound To Light) processors and edit the
contents of each step.

These changes are applied to the chase memory
and if the chase is currently on a playback, they
will also be applied to the playback. If the chase is
faded up on stage you will see the changes. If the
chase is not live on stage, its steps are displayed
on the channel LED indicators and on the SVGA
monitor.

1 To edit a chase on a Playback, press;
[edit], [f/a] (chase number).

To edit a chase in the Grab master, press;
[edit], [f/a] (Grab master) (MP model only)

To edit a chase in a different page, press;
[edit], [page] (red or blue page) [f/a] (chase
number).

f
f

The indicators in the channel f/a buttons show the
channels of the running chase. Their intensity
reflects the levels of the channels in each step.

To control the SPEED, rotate the EDIT wheel.

To change the CROSSFADE between steps,
press [function] unt iiho béwtoh LEDS
light, then rotate the EDIT wheel.

LSC Lighting Systems (Aust) Pty. Ltd
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1 To change the MODE or DIRECTION, use the
3 buttons below the EDIT wheel as described
above.

1 To connect or disconnect a STL (Sound To
Light or SyncoBEAT) from the chase,
repeatedly HOLD [function] until the STEP
number(s) are shown on the display and the
STL button LEDs flash. Whilst holding
[function] tap either [STL1] or [STLZ2].
Press [yes] to connect or disconnect the
sel ected ST&TIL an8 8ymcoBEAT®
section for more details.

9.6.1 ADDA STEP
To add a step, first edit the chase (above), then
press [step/stop] to stop the chase and continue
pressing to step the chase to the step prior to the
point where the new step is to be added.

Press [add] then either;
1 Create the look for the new step on the
output and press [record scene].
or
I To add a scene as a step, press [page]
(optional red or blue page), [f/a] (scene
number).
or
1 To record flashing PaTPaD parameters
press [store] or [store + level).

If necessary press [>] or [<] to start the chase
again in the desired direction.

When finished editing press [edit].

All changes are automatically saved.

9.6.2 REMOVE A STEP
To remove a step, first edit the chase (above),
then press [step/stop] to stop the chase and
continue pressing to select the step to be
removed.
To remove the step, press [remove], [yes].
If necessary, press [>] or [<] to start the chase
again in the desired direction.
When finished editing press [edit].
All changes are automatically saved.

9.6.3 MODIFY A STEP
To modify the channel levels of a step, first edit
the chase (above), then press [step/stop] to stop
the chase and continue pressing to select the step
to be modified. Press [function] unt i |l
LED indicator lights and the display reads;
fPick channel to edit 0.
To see the level of any channel, press its [f/a]
(channel number) button.
Whilst the channels f/a button is held down, the
display shows the channel number.
When the f/a button is released, the display
shows the level of that channel in the step.
To edit the level of the selected channel, rotate
the EDIT wheel.

LSC Lighting Systems (Aust) Pty. Ltd.
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If the level is varied above its recorded value it is
prefixed by a + sign. If it is varied below its
recorded value it is prefixed by a - sign. If the level
is restored to its original value no sign is shown.
Press and release further channel [f/a] buttons to
read and/or edit their levels.

NOTE: If the chase step that you modify is a
scene, then that actual scene memory is
edited, not just the chase step. If you directly
_edit a scene memory and that scene is a step
lin a chase, then the changes will be seen in
the chase.

To modify other steps, press [step/stop] to step
the chase then again select any channels to be
modified with their f/a buttons.

If necessary press [>] or [<] to start the chase
again in the desired direction.

When finished editing press [edit].

All changes are automatically saved.

9.6.4 EDITING A CHASE NAME
Names are edited in the same way as they are
recorded.

See ANAMI NG A CHASEO

9.7 COPYING A CHASE
To copy a chase, press;
[assign/copy].
[page] (optional red or blue source page)
[f/a] (source chase number),
[page] (optional red or blue destination page)
[f/a] (destination chase number).
If the selected memory location has already been
used, t he
exists i overwrite? 0.
options.
1 To erase the existing memory and replace
it with the copy either press [yes] or [f/a]
(existing memory to overwrite).
1 To pick another memory location press
[f/a] (new memory location).
The copy process may be abandoned at any time
prior to entering the destination scene number by
pressing [assign/copy] a second time

You now

Hint: If you have recorded a chase and you
want to experiment with some changes, make
a copy of the chase and edit the copy. In the
event that your changes are unsatisfactory,
hthee orri#]i:nfﬁl ([ierrp%ins unaltered.

9.8 REMOVING A CHASE

To remove (delete) a chase from memory, press
[remove].

[page] (optional)

[f/a] (chase number).

The display asks you to confirm your action.

Press [yes].
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10 GRAB MASTER (MP only)

10.1 OVERVIEW

The Grab master is a multi function master that is
only available on the maXim MP model. The MP
does not have any Blue playbacks.

The Grab master can be used as either;

1 A Grab master.

1 A Scene master.

1 A Chase master.

1 A storage location for a stack.

You change its function by recording or copying
either a Grab, a Scene, a Chase or a Stack into it.

10.2 GRAB AS A GRAB MASTER

The Gr ab master all ows
maintain the current output of the maXim by
taking a Asnapshoto of
Grab master, thus freeing the rest of the maXim
for other operations.
To AGrabo
[record scene],
[f/a] (grab).

The contents of the Grab master (including its
fade times), may be edited and named in exactly
the same manner as a scene.

See t he A& NEdR@IlS.

t h ena>omy, prgss;t o f

10.2.1 Typical Grab Operations
When you perform a
Grab master, it allows the Bank masters currently
producing the output to be faded down whilst the
Grab master maintains the output. This allows the
next look to be preset blind (not faded p) on either
of the preset banks. This is most useful in Wide
and Playback modes as the Grab master
effectively provi des a
bank.

In a typical operation, the current look is created
on any of the channel faders or Playbacks. To
enable the nex t l ook to be
of the output, fade up the Grab master and then
fade down the Bank masters. The look is
maintained by the Grab master. Preset the next
look using any of the channel faders or Playbacks.
To crossfade to the next look, simply fade up the
Bank masters and fade down the Grab master.
You may continueto i Groa ba Rrelsetd@i f or
new look that you require.

10.3 GRAB AS A SCENE MASTER

To copy a scene to the Grab master, press;
[assign/copy].

[page] (optional)

[f/a] (scene number).

[f/a] (grab).
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10.4 GRAB AS A CHASE MASTER

Any existing Chase from any Page may be copied
to the Grab master, or a chase may be recorded
directly into the Grab master. The Grab master
then performs like any other Playback containing
a chase. SeESséehtien far detdiks 8n
how to control the chase.

To copy a chase from any page of memory to the
Grab master, press;

[assign/copy],

[page] (optional)

[f/a] (chase number).

6 ‘?{Sp'ay will briefiy e0lk 6 a n d
ick

ocation to copy to o .

t hPEesspliidl @aPt and hol di n g it the
The Chase in the Grab master may be edited in
exactly the same way as a Chase in a Playback.
tRheef €1 to AEDITING A CHASEDO
section.

10.4.1 Recording A Chase On The
Grab Master
This is the same procedure as recording a chase
on a Playback except that the Grab master is
selected as the chase number.

105 GRAB AS A MEMORY
and st ebd)ind ASrRckUrB The Bréb

Master

Any existing stack from any Page may be copied
to the Grab master. The Grab master cannot
replay the stack but does provide another storage
location for a stack.

To copy a stack t(e the GrabNmashter, Rress;
E‘:lsesi%ri?c'?) ] or APhant om
[page] (optional),

[f/a] (stack number).

[f/a] (grab).

0)

Grab
Master
A grab (snapshot), a scene, a chase or a stack in
the Grab master can be copied to any memory
location. Press;
[assign/copy],
[f/a] (grab)

e[page] (pptional),
[f/a] (destination)
A stack in the Grab master can be also copied to
the stack master.
Press [assign/copy],
[f/a] (grab),
[stack flash].

LSC Lighting Systems (Aust) Pty. Ltd
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11 STACKS

11.1 OVERVIEW

A stack is a recorded list of steps that are to be
replayed in order. Each step consists of either a
scene, a chase or a snapshot of the output (which
is taken when that step is added). Stepping from
one step to the next is a Dipless Crossfade and is
usually executed manually but can be automatic.
Each stack and each step can be named.

Up to 500 steps may be recorded in each stack
and up to 217(MP) 378(L), 594(XL), 810(XXL)
separate stacks may be recorded into memory. If
all the lighting cues in a "show" have been
recorded into a "stack”, then the entire show may
be performed on the stack master by simply
pressing the forward " > " button for each lighting
cue.

Stacks are recorded by page/stack number. Page
numbers are selected with the [page red bank] or
[page blue bank] buttons and stack nhumbers are
selected with the red or blue [f/a] buttons. Stacks
may be randomly recorded into any page, f/a
number, however scenes, chases and stacks use
the same memory locations. A stack recorded in a
previously used number will overwrite the
previous contents.

Stacks may only be replayed on the Stack Master,
which provides comprehensive facilities to control
the replay of the Stack. Crossfade times for each
step are recorded into memory or can be under
control of the time faders. Each step can be given
a Al i n ladsingtititare@tomatically step after
an elapsed link time.

A stack may be edited. The contents of any step
may be changed, the fade and link times varied
and steps may be inserted or deleted. A stack
may be copied onto another page/ f/a number or
onto or from the Grab master (MP only).

11.2 RECORDING A STACK

To record a stack, press;

[record stack],

[page] (optional) (Select a red or blue page
number),

[f/a] (stack number) (any red or blue f/a).

Adding steps:

1 To select a scene as a step press;
[page] (optional red or blue page),
[f/a] (scene number).

f To select a chase as a step press;
[page] (optional red or blue page),
[f/a] (chase number).

1 To record a snapshot (of the current maXim
output) as a step press;
[record scenel].
A blackout can be recorded as a step

i To add a range of memories (scenes and or
chases) select the page (optional red or blue

LSC Lighting Systems (Aust) Pty. Ltd.

page) then HOLD [f/a] (first memory in range),
and tap [f/a] (last memory in range). Any
memory in the selected range that is empty or
contains a stack will be ignored.

1 To record flashing PaTPaD parameters
press;
[store] or [store + level).

Continue to add steps. You may mix snhapshots,

chases, parameters or scenes in any order.

When all steps have been added, complete the

stack by pressing;

[record stack].

11.2.1 REMOVING STEPS
Whilst recording the stack (above), the last step
may be deleted by pressing; [remove].

11.2.2 FADE AND LINK TIMES
As each step is added (above) you may set the
fade IN, OUT and LINK times (automatically links
to next step after link time expires) for that step.

After each step has been added, repeatedly press
[function] to cycle through the fade IN time, fade
OUT time and LINK time. When any of the time
settings are indicated, rotate the EDIT wheel to
set the desired time. The maximum time is more
than 16 minutes and the minimum time is 0O
seconds. When a time is set lower than O
seconds, i tFadere veohtsr alo
time fader).

If you do not enter a time then the default settings
will be used. The default step times are;

1 SCENE = The fade times from that scene.

1 LINK = No link.

T SNAPSHOT = In time and Out time faders.

(You can change the def
Preferencesodo Sfeenct hen
section).

See REPLAYNG STACKS below for more details
on fade and link times.

11.2.3 NAMING A STACK
Each stack is by default given its bank, page and
fla number as a name. For example, r1:03 (red
bank, page 1, stack 3).
To enter or change a name, HOLD [function], tap
[f/a] (hame).
The
Press [page] (optional) [f/a] (stack humber)
Either rotate the EDIT wheel or press the yellow
bank [f/a] buttons for the desired characters or the
red bank [f/a] buttons for numbers 1 to10 (0) as
labelled below the buttons. Where several
characters are printed below each button, multiple
presses select the next character in a similar
fashion to a mobile telephone keypad.
Press [<] or [>] to move the cursor and press
[remove] or [add] to remove or add characters or
spaces. When finished, press [ok].
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11.2.4 NAMING EACH STEP IN A
STACK
See ANEDATINAGCKO bel ow.

11.3 STACK PLAYBACK

To playback a stack, it must be copied from its
memory location to the stack master. Press;
[copy],

[page] (optional red or blue page),

[f/a] (source stack number),

[stack flash]

Fade up the stack master to reveal the first step.
When a stack is idle, its output comes from the
current step. The step that will follow this step is
called the next step. When a crossfade is initiated,
the stack master performs a Dipless Crossfade
from the current step to the next step. When the
stack reaches the last step, it will wrap around to
the first step.

11.3.1 STACK INTENSITY LEVEL
The OVERALL output level of a stack is controlled
by the stack master. The stack can be manually
faded in or out as required or the stack may be
flashed via its [stack flash] button.

11.3.2 STACK VIDEO
To see a comprehensive display of the status of
the stack on the video screen,
HOLD [function], tap [f/a] (video 3).
You can also fAPino a
display. Seet h ¥IDHEDOsection for details.

11.3.3 STARTING A CROSSFADE

To crossfade from the current step to the next
step, press; [ >] (forward).

The crossfade will occur with the incoming step
fading in, in its IN time and the outgoing step
fading out in its OUT time. The display
momentarily shows the step number of the
incoming step.

To momentarily see the current step number
again, HOLD [stop/step] (stack master).

To continuously see the step numbers on the
display press; [select], [stack flash]. To turn off
the display press [select].

While the crossfade is in progress, the > (forward)
button flashes for the duration of the IN fade and
the < (reverse) button flashes for the duration of
the OUT fade.

Each press of the [ >] (forward) button will start
the crossfade to the next step.

Note: You do not have to wait for a step to
complete before starting the next step.

11.3.4 CROSSFADING TO THE
PREVIOUS STEP
To crossfade from the current step to the previous
step, press;
[<] (reverse).
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You may only crossfade back one step. You may
however STEPback to any
ASTACKO bel ow.

11.3.5 STOPPING A CROSSFADE
To stop a crossfade in progress press;
[step/stop].
When a crossfade has been stopped, the >
(forward) button, < (reverse) button and step/stop
buttons all flash.

11.3.6 STARTING A STOPPED
CROSSFADE
To start a stopped crossfade in the forward
direction, press;
[>] (forward).
To start a stopped crossfade in the reverse
direction, press;
[<] (reverse).
To momentarily run a stopped crossfade in the
current direction;
HOLD [step/stop].
The crossfade only progresses whilst [stop/step]
is held down.

11.3.7 REVERSING A CROSSFADE
To reverse a crossfade in progress and return to
the previous step, press;
[<] (reverse).

: }13% tSéI’%Plfll\_lC%A STACK

a stack isstationary (idle between steps), you
may step (instant change, no times executed)
through the stack in either direction.

To instantly step a stack in the forward direction;
HOLD [step/stop], tap [>] (forward).

To instantly step a stack in the reverse direction;
HOLD [step/stop] ,tap [<] (reverse).

11.3.9 RANDOM STEP SELECTION
To randomly jump to any step in a stack;
HOLD [stop/step] and rotate the EDIT Wheel.
The display shows the selected step number. A +
or i sign indicates that the selected step is higher
or lower than the current step. The current step
has no sign.
When the [stop/step] button is released, the
stack jumps to the selected step.

11.4 STACK TIMES

11.4.1 FADE TIMES

The times of the crossfade from one step to the
next are determined by the settings that have
been recorded for each step. This can be the
manual time faders as well as a set time. The
transition from one step to the next is in the form
of a DIPLESS CROSSFADE. The incoming step
will fade up in the IN time for that step and the
outgoing step will fade down in the OUT time for
that step.

LSC Lighting Systems (Aust) Pty. Ltd
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11.4.2 LINK TIMES
If a step contains a LINK time, then when that
step is played, its link time starts counting down.
At the completion of the link time, the stack will
automatically step to the next step. If every step
has a link time, then the stack will play like a
chase, but with the following differences.
1 The duration of every step may be
individually set by its link time.
1  The in and out fade times of every step may
be individually set.
1  Astep may be a chase.
This allows you to create very complex and
interesting chases.

Hint: If you need a link time in every step of a
stack (to make it chase) it is much quicker to
set the default link time using the preference
function rather than setting every individual
step. See t he fseclidnlfor detailsS o

11.5 EDITING A STACK
You may edit a stack live or blind (faded down) on
the stack master or directly in its memory location.
If the stack is faded up on stage you will see the
changes. If the stack is not live on stage, its steps
are displayed on the channel LED indicators and
on the video monitor. You can add or delete
steps, change fade and link times and edit the
contents of each step (including channels not
already on in the step).
I To edit the stack on the stack master, press;
[edit], [stack flash].

T To edit a stack in memory, press;
[edit], [page] (optional red or blue page),
[f/a] (stack number)

The display momentarily shows the

bank/page/stack number or name and then it
shows step number and its contents.

If you edit the stack on the stack master, the
current step will be selected. If you edit a stack in
memory, step 1 will be selected.

Step through the stack using the [<] or [>] buttons
below the EDIT wheel.

The indicators in the channel f/a buttons show the
channel levels in each step.

The [function], [remove] and [add] buttons also
flash to show that they are active.

Their uses are described below.

When finished editing, press [edit].

Changes are automatically saved.

11.5.1 ADD A STEP

To add a step to a stack, first edit the stack
(above) then step through the stack using the [<]
or [>] buttons below the EDIT wheel.
Select the step after which the new step is to be
inserted, then press [add].
I To select a scene as the added step, press;

[page] (optional red or blue page),

[f/a] (scene number).

LSC Lighting Systems (Aust) Pty. Ltd.
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I To record a snhapshot (of the current maxXim
output) as the added step press;
[record scene].

I To select a chase as the added step, press;
[page] (optional red or blue page),
[f/a] (chase number).

When finished editing, press [edit].
Changes are automatically saved.

11.5.2 REMOVE A STEP
To remove a step from a stack, first edit the stack
(above) then step through the stack using the [<]
or [>] buttons below the EDIT wheel.
Select the step that is to be deleted, then press
[remove], [yes].
When finished editing, press [edit].
Changes are automatically saved.

11.5.3 EDIT THE TIMES OF A STEP

To edit the times of a step in a stack, first edit the

stack (above) then step through the stack using

the [<] or [>] buttons below the EDIT wheel to
select the step to be edited.

I To edit the IN time, press [function] until the
fino LED | ights.
shows the IN fade time. The fade time may be
edited by rotating the EDIT wheel. When a
time is set lower than O seconds, it is
controlled by the #@Ain

1 To edit the OUT time, press [function] until
t heutoh LED | i ght s .ompislya
then shows the OUT fade time. The fade time
may be edited by rotating the EDIT wheel.
When a time is set lower than 0 seconds, it is
controlled by the fAou

I To edit the LINK time, press [function] until
th eindi a owd AL Hgbts. Use the EDIT
wheelt o set the fAlink?o
the stack to automatically step to the next step
after link time expires.

When finished editing, press [edit].

Changes are automatically saved.

11.5.4 EDIT THE CHANNELS LEVELS
OF A STEP
If the step is a shapshot or a scene you can edit
the channel levels of the step.

NOTE: If the step that you are editing is a
scene, the channel levels in the original scene
are edited, not just the step. Likewise, if you
edit the actual scene, the changes will also be
seen in the step of the stack that contains that
scene.

To edit the channel levels of a step in a stack, first
edit the stack (above) then step through the stack
using the [<] or [>] buttons below the EDIT
wheel to select the step to be edited.

Repeatedly press [function]
lights and the display reads
fPick Channel to edit 0.
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Stacks

To see the level of any channel, press its [f/a]
button. Whilst the channelsé f/a button is held
down, the display shows the channel number.
When the f/a button is released, the display
shows the level of that channel in the step.

To edit the level of the selected channel, rotate
the EDIT wheel. If the level is varied above its
recorded value it is prefixed by a + sign. When a
parameter is varied below its recorded value it is
prefixed by a - sign. If the level is restored to its
original value no sign is shown.

Press and release further channel [f/a] buttons to
read and/or edit their levels.

When finished editing, press [edit].

Changes are automatically saved.

1155 NAMING EACH STEP
STACK
To name a step in a stack, first edit the stack
(above) then step through the stack using the [<]
or [>] buttons below the EDIT wheel to select the
step to be named. The
display scrolls the step number.
HOLD [function], tap [f/a] (name), a yellow bank
function button.
The di s p Edt@gtepNarges Of.
Either rotate the EDIT wheel or press the yellow
bank [f/a] buttons for the desired characters or the
red bank [f/a] buttons for numbers 1 to10 (0) as
labelled below the buttons. Where several
characters are printed below each button, multiple
presses select the next character in a similar
fashion to a mobile telephone keypad.
Press [<] or [>] to move the cursor and press
[remove] or [add] to remove or add characters or
spaces. When finished, press [0k].

11.5.6 ENDING EDIT
Edit may be ended at any time by pressing [edit].
Any changes that you have made will
automatically be saved in memory.

IN A

11.5.7 EDITING A STACK NAME
Stack names are edited in the same way as they
are recorded.
See ANAMI NG A STACKDO

11.6 COPYING A STACK

To copy a stack, press;

[assign/copy].

[page] (optional red or blue source page),
[f/a] (source stack number)

[page] (optional red or blue destination page)
[f/a] (destination stack number).

Note; When you make a copy of a stack, any
stack (or scene or chase) that is currently in
the destination number will be overwritten by
the copy.

If the selected memory location has already been
used, t he
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exists i overwri te? 0 . You now have
options.
I To erase the existing memory and replace
it with the copy either press [yes] or [f/a]
(existing memory to overwrite).
1 To pick another memory location press
[f/a] (new memory location).
The copy process may be abandoned at any time
prior to entering the destination scene number by
pressing [assign/copy] a second time. That is,

de-selecting it.

Hint: If you have recorded a stack and you
want to experiment with some changes, make
a copy of the stack and edit the copy. In the
event that your changes are unsatisfactory,
the original remains unaltered.

11.7 REMOVING (DELETING) A STACK

To remove (delete) a stack from memory, press;
[remove],

[page], (optional red or blue page),

A 5[f/a?(§t£bk nbnfoBY). 1 s I Ig t and the
The display asks you to confirm your action.
Press;

[yes].

11.8 CLEARING THE STACK MASTER

To remove (clear) a stack from the stack master,
press

[remove],

[stack flash].

The display asks you to confirm your action.
Press;

[yes].

or det ail s.

read fi
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12 FLASH

12.1 OVERVIEW

The FLASH section of the maXimu t i | i sf/ads
(Flash/Assign) buttons in the fader bank sections
and the Aflashd buttons
extensive flashing control. When a channel or
master i s Afl ashedo it
current out put of t he
where it becomes the ONLY output of the maXim.
You may Flash any channel, fixture or multiple
channels or fixtures, any Playbacks, any master,
or any multiple combination of the above at the
one time. The only limit is your ability to hold down
multiple buttons. The Flash function is a
momentary action. As soon as all Flash buttons
are released, normal output is restored.

There are no times associated with the FLASH
function. All actions are instantaneous.

12.2 ADD/SOLO MODE

You may select what effect the Flash buttons

have on the output of the maXim, by selecting

either ADD mode or SOLO mode.

Pressing the [ADD/SOLO] button will toggle from

one mode to the other.

SOLO mode is indicated when LED

ADD/SOLO button flashes.

1 In ADD mode, pressing any FLASH button will
add the flashed channels to the output (at the
FLASH control level) without having any effect
on the current output of the maXim.

1 In SOLO mode, pressing any FLASH button
will add the flashed channels to the output (at
the FLASH control level) and at the same time
it will KILL (black out) all other output of the
maXim. The flashed object(s) is now the solo
output from the maXim.

12.3 FLASH LEVEL

The FLASH level control sets the percentage level

at the output of the FLASH section for all channels

when they are flashed.

1 For individual channels and fixtures, the Flash
level sets the actual level of any flashed
channels.

1 For the contents of any Playback it will be the
percentage of the channels recorded level.

For example, if the Flash level is set to its mid

(50%) position;

I Flashed channels/fixtures will come on at a
level of 50%.

9 If a scene is Flashed and it contains a channel
at a level of 80% then that channel will come
on at 40% (50% of 80%).

If the FLASH level is set to minimum, then no

channels will come on when a FLASH button is

pressed.

in the

LSC Lighting Systems (Aust) Pty. Ltd.
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If the maXim is in ADD mode, and a channel is
f\lready (%N when it is flashed, the flash level acts
ogther with any existing level for that channel on
a Plgh?s%TakesNIfrecepencre Q—|TP) li)a5|s.

Warnlng Settmg the[SE?éSH LEVEL control to
mfnimUM Grd thé BLO tmbde to"s®LO

d &8 'aus® il of the FEASH buftdhs t& 8cP 4s®

DBO (Dead Black Out) buttons. Pressing a
FLASH button will cause its channel(s) to
come on at 0% and all normal output to be
killed.

Hint: To safeguard against inadvertently
Aflashingd any | ights
output, you can set the FLASH LEVEL control
to minimum and the ADD/SOLO mode to ADD.
Pressing any FLASH button will now have no
affect.
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13 FIXTURE PROGRAMMING CONCEPTS

13.1 OVERVIEW
There are two basic situations in which Fixtures
(moving lights) are used in a show:
1 A rehearsed show where every lighting
cue is pre programmed and executed fon

cuea

1 A live and unrehearsed show where the
lighting |l ooks are
is also

The maXim provides all the tools to control
fixtures in both situations.

13.2 REHEARSED / PRE PROGRAMMED.

In a rehearsed and pre programmed show, each
lighting cue provides a total lighting look that has
been recorded into the maXim using the [record
scene] button. This type of show has usually had
many rehearsals in which the lighting cues have
been refined (edited). The lighting cues are the
scenes and/or chases that you have recorded.
The cues are often recorded in order into a stack
for easy sequential playback on the stack master.

13.3 LIVEORADLIB

3
knownnbalskmm@oft&]s

stored. Fading up the blue scene only changes all

of its Fixtures to blue.

Filters are a powerful tool that you will often use

on the PaTPad.

Thus by playing back

scenes, you can create different combinations of

focus (position), colour and beam (gobo). If, for

example ou create 10 fferen cus (posmon ).

dlﬁbr(éﬁl cdioliresce Ljs %afd- 6 bk

3b8) Lceres then you can instantly create 480

(10x8x6) different looks on stage by using

different combinations of these 24fibui | di ng

scenes.

13.4 LTP PLAYBACK

Fixture parameters are played back on a LTP
(Latest Takes Precedence) basis. This is fully
ex pl ai ne TERMINOLOGY® section, but in
practice this means that as soon as a scene fader
is raised above zero, the parameters in that scene
are fAtriggeredo (played
level in that scene (in the time stored in that
scene) regardless of any further fader movement.

So in the example above, to change the colour of

vari ous

Many fone offodo or |live S@WMeowEi xddr @ast gHawe t he fader
rehearsals. The |1 ighti ng blpckgcrne and simplycraise i (frentizera)ohe t h e
flyo using fAbuilding bl oédeneisyiggeredeard the hixjures change tored.c o r d

into the maXim prior to the show using the [store]
or [store + level] buttons on the PaTPad. During
the show, you combine different combinations of

these fAbuilding blockbo
l'ighting Al ooko.
The di fference bet ween

(store button) scenes
scene button) scenes of a fully programmed show
are that

information (only specific parameters) for the
Fixture(s) in that scene. Some scenes would only
contain focus parameters. For example, one
scene might only position the beams in a fan
pattern, another positions them on some scenery
and yet another might set the beams in a cross
pattern. These scenes might also include intensity
information but they will not contain any settings
for any other parameters. Other scenes might only
contain Fixture colour parameters, that is, one
scene might set its Fixtures to yellow, another
scene sets them to blue or another to red. Other
scenes might only select different gobos on the
Fixtures to say fAstarso

Fading up the playback containing the fan pattern
will not change the gobo or the colour because
the fan scene has been Filtered to only contain
pan and tilt parameters. Fading up the red scene
changes the Fixtures to red but does not change
any other parameters because colour was the
only Filtered parameter when the scene was

Page 36

The fader can be returned to zero or it can be left
in the up position to show you which scene you
last triggered. Video 1 (channel view) also shows

s Y@ nthe slatest gsougee ©ra@veyy parapeter. T t a |
t he

istar o

change to blue raise
zero. To change to

tsqenre Jager fipm zerol T@ imavg thegacus ¢okhe

a n @ross pRatern, yaise gpcrosstpattgrn scene fadgrr d

from zero. Each scene that you trigger only

fibui | di ng Fitdred c k @hanges then(kilieredy paraneters ghat you stored

in that scene.

You only have to fully fade up a scene if it
contains intensity levels for the Fixtures because
intensity is always under fader control.

The [f/a] button below each scene fader can also
be pressed to momentarily trigger the parameters
in a scene. For example, if the look on stage is
currently blue, pressing the [f/a] button for the red
scene will change the look to red. Releasing the
[f/a] button will restore the blue look.

In another example, you might record a chase
owheregy @ash Step. contains a different focus
(position) scene. When the chase is faded up, the
Fixtures move from position to position with each
step of the chase. To make the chase blue, raise
the blue scene fader from zero. To make the
chase red, raise the red scene fader from zero. To
momentarily change the chase to yellow, press
the [f/a] button of the yellow scene. You could
make a chase of only colour scenes and run it at
the same time as the focus chase or only keep it

LSC Lighting Systems (Aust) Pty. Ltd
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faded down and momentarily reveal its chasing

colours by pressing its [f/a] button. The
possibilities are endless.
By organizing your @$iyoui

can have a group of adjacent faders that contain
different focus (positional) scenes, another group
of faders with colour scenes and then another
group with beam (gobo) scenes. In other pages of
memory you could have more focus scenes or
chases. You organize your memories so that you
can have instant hands on access to the scenes
that you need.

Using these techniques it is very easy to ad-lib or
busk a show.

See al so
APALETTE
AADVANCED
section.

13.5 COMBINING REHEARSED AND LIVE
If you intend to fully program a show, it is still
usef ul to create your

to the first rehearsal. You can then use them to
quickly create looks on stage and then RECORD
each look as a complete scene to be played back
on cue. When you are running a fully programmed
show, y ou can still u
scenes for any dad |

PLAY-RAGR En

To re-cap, the maXim with PaTPad provides two
methods of programming scenes into memory.

i [record scene], (on the main maXim
control panel) saves the entire output of
the maXim into a scene. What you see is
what you get.

1 [store], (on the PaTPad) saves only

selected (flashing) parameters of the
Fixtures into a scene. You can select any
parameters by using Filters. You can
select any fixtures by using Hi-lights.
Filters and Hi-lights are described in detail
later in this manual.
[store + level] also saves only selected
parameters of the Fixtures but includes all
intensity levels on the output PLUS all
parameters of any fixtures not loaded on
the PatPad but with an intensity above
zero on the output.

13.6 FIXTURE INTENSITY CONTROL

13.6.1 INDIVIDIDUAL FIXTURES
Each fixture that has been patched has its own
intensity fader.
The fixtures patched to the faders on the yellow
bank always have their intensity fader available
under the total control of the yellow master.
The fixtures patched to the faders on the red bank
only have their intensity fader available when the

LSC Lighting Systems (Aust) Pty. Ltd.
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Fixture Programming Concepts

maXim i s
total control of the yellow master.

13.6.2 SCENE PLAYBACK

| DuwlfinﬁI glaybsclk,. Jou IQaé/e s%v%rael cnh%ices for the

control of fixture intensity:

1 If the scene was saved with the [record
scene] or [store + level] buttons, the
scene will contain the intensity levels. The
intensity will be under control of its
playback.

1 If the scene was saved with the [store]
button, it will not contain any intensity
levels. You can either use the individual
fixture faders to control fixture intensity or

ucanuse 0Flixtteursei ty

t h e described below.

FI XTUREMMI REBOGRA 136.3 FIXTURE INTENSITY SCENES

Instead of using the individual faders to control the
intensity of each fixture, it is often more
convenient to control the intensity of groups of

This is achieved by programming scenes that only
contain intensity levels of selected fixtures (and no
other parameters).

Abui

intensities;

Fade up only the fixtures to be in the scene then
load them onto the PatPad by pressing;

[get], [f/a] (flash yellow master).

Clear all Hi-lights;

[clear], [fixture displayer].

With no fixtures Hi-lighted, none of their
parameters will be included in the scene that you
store.

To store the scene with only its intensity levels,
press

[store + level],

[page], (optional red or blue page)

[f/a] (scene number).

You can use this method to store several scenes
with different groups of fixtures in each scene.

Hint; The blue masters (or the Grab on a MP
model) are a convenient place to store
intensity masters because they are always
available.
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14 BASIC FIXTURE PROGRAMMING

Programming fixtures with the maXim consists of the following basic steps;
1 Fading up some Fixtures.
1 Getting the Fixtures onto the PaTPad.
1 Adjusting parameters to get the desired look.
Then either;
1 #Mecordingd t he entire omtput in a scene, o0
1 #Btoringd o Filtering parameters of the Fixtures in a scene, or.
1 Mecordingd chases or stacks.
Advanced programming techniques using Groups, Filters, Hi-lights, Presets, Palettes etc are described in
the i Ad v a RixtwedProgrammingosection.

=T 9 = 24 PM buttons .

$ b . it c (Parameter Matrix).
4 per Parameter
Displayer

6 Parameter
Displayers

Fiilae 9

s e

Fixture g St S
. “ :: i o0 i : :
Displayer oo Rt 3
15 Control
Buttons
14.1 FADING UP FIXTURES 14.2 GETTING FIXTURES ONTO THE PATPAD
To see a list of all patched Fixtures press [get]. To load all fixtures that are currently faded up onto
The ff/ad buttons of all patched fixtures will flash the PaTPaD, press;
and a AFI XTURESO® I i st p foetk [flashp(yellownmastel). e vi deo
screen.

Note: This method of loading fixtures clears

any existing fixtures from the PatPad. Fixtures

can also be loaded individually, in ranges,

from groups, presets, palettes or filter

memories as described i n t he AAdvancec
Programmingdo section

1 If fixtures are patched to any yellow
faders, fade up the Yellow master and the
individual yellow faders of the desired
fixtures.

1 If fixtures are patched to the red faders, 143 ALL MODE

ensure that the makXi Mwher® ml'JItffBIe rﬁ)YlYu'reg Gk |5%8e‘<§ €onto the

If not in wide mode, fade all red faders - \ g o
fully down and then tap [mode red bank] Zjl)fnaal?icgllg seletthde one Allp enodatisi on, n

until the fpresetd and fivided LEDs are
bOIh. ”t'. Fade up the Yellow master gnd As soon as you touch a parameter displayer to
]t‘ir;gurlgglwdual red faders of the desired e_alter is vglue, that same parameter Qn_all othgr Hi-
| V. ded d t h li ht\elf Elxtures of the same type, will immediately
(In- Awi €o mode € ibw a )PcWangég%nst eesélectela Rixture.
control of both the yellow and red banks). If you want to only control the currently selected
fixture, turn off AALLO mode by pressing [all]
(toggle action).
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14.4 SELECTING A FIXTURE

To select any of the loaded fixtures, tap either end
of the Fixture Displayer. Tap the left to select the
next lower Fixture Number. Tap the right to select
the next higher Fixture Number.

To change directly to a specific Fixture Number,
HOLD the centre of the Fixture Displayer, then
tap [f/a] (Fixture Number).

The Fixture Number of the currently selected
Fixture is shown on the Fixture Displayer and also
indicated on the video screen by a row of colons. :

The PaTPad can now control the parameters of
this Fixture.

145 CONTROLLING THE SELECTED

FIXTURE

When a fixture is selected on the PaTPad, its
Fixture Number is shown on the Fixture Displayer
and all of its available iPM0 (Parameters Matrix)
buttons are active. Each of the 6 parameter
displayers can be used to control up to 4
parameters as selected by the 4 [PM] buttons
beside it. This allows a maximum of 24
parameters to be controlled. The number of iPMo
buttons that are available and the actual
parameters that each of these PM buttons selects
are defined each Fixtured $emplate.

The colour of the PM buttons indicates their status
or function;

1 Red + White + Blue. This parameter is
active on the parameter displayer to its
left.

1 Red. This is a colour parameter and it is
not currently active. Pressing this PM
button will select it on the parameter
displayer to its left.

i Blue. This is a beam parameter and it is
not currently active. Pressing this PM
button will select it on the parameter
displayer to its left.

i Green. This is a focus parameter and it
is not currently active. Pressing this PM
button will select it on the parameter
displayer to its left.

1 Red + Blue. This is a parameter that
cannot be stored in a scene (No Store)
and it is not currently active. Pressing this
PM button will select it on the parameter
displayer to its left.

When a parameter is selected (by pressing its PM
button) its displayer will show the Name of the
parameter and the PM button will light red + white
+ blue to show that it is active.

There are three display levels of information
available on the displayers for each parameter,
Name, Value and Time.

Tapping an active [PM] button will toggle its
parameter displayer between Name and Value.

LSC Lighting Systems (Aust) Pty. Ltd.
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Tapping a parameter displayer that is showing a
Name will also change it to Value.

1 Name i Displays the name of the current
parameter. e.g.

1 Value i Displays the current value of the
parameter.
and allows you to alter the value by
touching and scrolling the displayer.

Pressing and HOLDING a [PM] button will change
its displayer to:

i Time i Displays the timing information
that will be recorded/stored for that
parameter and allows you to alter the
timing information (see t h eAdvdnced
Programmingo section

Tapping a [PM] button returns its displayer to
Name.

There are three yellow LEDs located at the right
end of each parameter displayer and they indicate
which level of information is being displayed.

1 Top yellow LED = Name

1 Mid yellow LED = Value

1 Low yellow LED = Time.

To quickly restore all parameter displayers to the
Names of the parameters that they control press;
[clear], [clear].

14.6 ADJUSTING PARAMETER VALUES

In Value and Time modes, each touch sensitive
displayer can be used to adjust its parameter
val ue by fAmousiUsgthe etge ef
your finger to get the best response from the
displayer.

For fine adjustment
When you have touched a displayer, the Mid
(Name) or Low (Time) yellow
LEDs will flash. Whilst they are
flashing, the EDIT wheel can
also be used to vary the value.
Use the edit wheel for very fine
adjustments. If the edit wheel is
not moved for 30 seconds, the
yellow LED will stop flashing and the edit wheel
will revert to scrolling the V1 or V2 video page. To
manually revert to scrolling the V1 or V2 video
page press [0k].

To re-connect the edit wheel to a parameter
displayer or connect it to a different displayer,
touch the required displayer.

To connect the edit wheel to the next parameter,
press [>]. To connect the edit wheel to the
previous parameter, press [<].

For example, whilst adjusting pan with the EDIT
wheel, if you press [>], the wheel will now adjust
tilt. If you press [>] again, the edit wheel will
connect to the next parameter such as colour.
Pressing [<] connects it back to tilt.

The parameters that can be selected for the EDIT
wheel with the < and > buttons can be restricted
by the use of filters.

For example, if no filters are selected, the < and >
buttons can be used to step through all

Page 39

i PANH#

3Dy . oriPaBGreen

fir ol



Basic Fixture Programming

parameters of a fixture. If only pan and tilt have
filters applied, then the < and > buttons are
restricted to only selecting pan and tilt. See
AFi | below frodetails on how to apply filters.
Different parameters can be adjusted in different
ways. The way each parameter is adjusted is
defined in its

1 The value of each parameter might be
continuously variable (e.g. Pan).

1 It might jump between pre-defined values
called wheel stops (e.g. Gobo 1, Gobo 2
etc).

1 There might be variable areas within
wheel stops (e.g. gobo spin speed).

14.7 TRACKBALL OR MOUSE PAN & TILT
The bottom USB connector can be used for
connecting a mouse or trackball device which
can then be used to control the pan and tilt of the
selected fixture(s) on the PaTPaD.

14.7.1 Fine Control
For fine control, HOLD down the LEFT button
whilst moving the device.
Tapping the RIGHT but t on cycl es
onlyo, ATilt onlyodo and

14.8 VARIABLE PARAMETERS

When a parameter is continuously variable, the
displayer will show the name of the parameter and
a neqiialsd s E)dgollowdd by its value.

e.g. Pan = 25D. (25 Degrees)

You can use your finger
displayer and hence alter the value of the
parameter. If you touch anywhere on a displayer,
its yellow LED flashes and the EDIT wheel can
also be used to vary the value.

149 WHEEL STOPS

If wheel stops are available, the displayer will
show the name of the current wheel stop, e.g.
Gobo 1. Tapping on the left or right ends of the
displayer will STEP the parameter through the

wheel stops.
e.g. Gobo 1, Gobo 2, Gobo 3, etc.
You can also fimouseo t

through the stops.
When the yellow LED flashes, the EDIT wheel can
also be used to step through the wheel stops.

14.10 VARIABLES WITHIN WHEEL STOPS

If the current wheel stop allows a variable range to
be controlled, the displayer will show the name of
the wheel stop followed by a fcolond (:) then its
value. e.g. Strobe : 52.

You can use your
central area of the displayer and hence alter the
value of the parameter within the limits of that
wheel stop.

If you touch the central area on a displayer, its
yellow LED flashes and the EDIT wheel can also
be used to vary the value.

Tapping either end of the displayer will step to the
next wheel stop.
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14.11 PARAMETER TIMES

In Time mode (HOLD the [PM] button), there are
3 pages of settings available for every parameter.
Tapping on the left or right ends of the displayer
will step through the pages. When a page is
displayed, you can alter its settings by mousing
tHe eentpal ase& & the displayer or if you touch the
central area on a displayer, its yellow LED flashes
and the EDIT wheel can also be used to vary the
value.

See t he fifAdvanced

details on times.

14.12 HOME

You can send a Fi xture

(parameter values as defined in its Template).
Typically the home position will be an open white
beam with pan and tilt in their mid positions. This
can be useful if you cannot see a Fixtures beam
and you want to check or alter its parameters.

To send a Fixture to its home position, select the
Fixture on the Fixture Displayer then press;
[home], [fixture displayer].

To send ALL Fixtures on the PaTPad to their

th8nfe Pdsiflolis, pfedsa N
Tilto.

14.13 FILTERS

You decide which parameters 'y o u
by selecting the appropriate Filters.
When a Fixture is loaded onto the PaTPad it will
not have any Filters so all of its parameters will be

want

Prorgr ammi n.

to it

t o

Olhshiy ot % 'hdeS B LT PP Uskd tRHE

video screen.

When one or more parameters are filtered, only

the filtered parameters will flash.
Only flashing

To filter a parameter(s); press;

[filter], [PM], [PM] etc (parameters to Filter),

[filter].

To deselect a filter, repeat the process (Toggle

action).

See the Mdvanced

more details on filters.

Wissrligrgr to quickly
You decide which fixtures you want to exclude
when you fstor eo-lightg.
When a Fixture is loaded onto the PaTPad it will
automatically be Hi-lighted so all of its parameters
will be flashing o n t he PaTPabD
PADVI EWO video screen
If a fixture is not hi-lighted, none of its parameters
will be flashing.

t @nkhholik@adhinl @ hpar amet
To clear the hi-light of a fixture, press;
[clear], [f/a] (fixture number).
To hi-light a fixture, press;
[get], [f/a] (fixture number).

par amet

Note: Hi-lights can also be controlled by
Groups as descr i bedFixture
Programmingodo section.
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step

cl eari

and

er s

t he

LSC Lighting Systems (Aust) Pty. Ltd

VA4

wi |

s e

ng t

t h

wi |

i Ac



maXim MP L(P) XL(P) XXL(P)
Operator Manual V3

14.15 PAD VIEW

PAD VIEW

Mac258.4
MacZ2568.4

Mac25@.4
iSpot 158
iSpot 158
iSpot 158

Video 4 (Pad View) shows a list of all Fixtures
loaded on the PaTPad and shows exactly which
(flashing) parameters are included when you use
the [store] or [store + level] buttons as well as in
other PaTPaD operations.

The Fixture numbers (Fx) are listed on the left of
the screen. The 24 parameter matrix buttons
(Param Number) are numbered across the top of
the screen.

The Fixture that is currently selected on the
PaTPad has a row of : : : : symbols.

In the example above it is fixture 4.

Fixtures that are faded up have a white name.
If they have no intensity they have a cyan name.

Fixtures that are Hi-lighted have a grey
background. If they are NOT Hi-lighted have a
black background.

Parameters can be represented by the following
symbols;

- (colon) the parameter exists and can be selected
by its [PM] button on the PaTPad.

F indicates that a filter has been applied to the
parameter.

a indicates that the parameter has been altered by
the PaTPaD

E indicates that a palEtte has been applied to the
parameter.

P indicates that a Preset has been applied to the
parameter.

See t he fAdvanced
details on Palettes and Presets.

Hint: The most important information
conveyed by the PADVIEW screen (and also
on the PaTPaD) is that any Parameters that are
included when you use the [store] or
[store + level] buttons will be flashing.

14.16 SAVING SCENES

When you have adjusted the parameters of your
fixtures you can save the settings (including
parameter times) in scene memory.

LSC Lighting Systems (Aust) Pty. Ltd.

Pr ogr a mmPaligap as 8 ¢&ap press: n

Basic Fixture Programming

The maXim provides several ways of programming

scenes into memory.

1 RECORD SCENE. To record a scene of the
entire output press;

[record scene],
[page] (optional red or blue page),
[f/a] (red or blue playback number).

1 STORE. To store a scene of only flashing

parameters press;

[store],

[page] (optional red or blue page),
[f/a] (red or blue playback number).

i STORE + LEVEL. To store a scene of only
flashing parameters AND all intensity levels on
the output press;

[store + level],
[page] (optional red or blue page),
[f/a] (red or blue playback number).

14.17 SAVING CHASES

To record a chase, press;

[record chase],

Select a memory number for the chase, press;

[page] (optional red or blue page),

[f/a] (red or blue playback number).

Each step of a chase consists of a either a

previously recorded scene or a snapshot.

I To select a scene as a step, press;

[page] (optional red or blue page)

[f/a] (scene number).

1 To record a snapshot (of the current

maXim output) as a step, press;

[record scene].

1 To store the flashing parameters on the
for
[store].

1 To store the flashing parameters on the
PaTPaD and all intensity levels as a step
press;

[store+level].

Continue to record steps as above. You may mix
snapshots, parameters or scenes in any order.
When all steps have been recorded, complete the
chase by pressing;

[record chase].
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