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e Console Overview
« Power

e Turn On

e Button Layout

Section 1
Console Startup




Console Front Panel

«Setting up the console
*Power

«Connect the Vista to any mains supply between 100 and 240vAC.
sExternal displays

You can attach two external displays to the Vista using standard
VGA connectors.

N I 0

wd | wd r

Main AC Line In

e The screen resolution is 1024x768.
 Desk Lights

* You can attach two Littlelite or equivalent desklights to
the Vista.



Power Up

Stand By Power

A standby power switch is on the top of
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*There is a main power button on the EESEEEEENE

rear of the console
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Console Layout And Startup

Think visually,
work visually.

Splash Screen



Blank Canvas

Welcome to Vista v1.12 [4897] [New Show] [[Demo/visualiser mode]] 10:43 pm

Patch l Console l Programmer (‘E..l?@l Playback Corﬁmll Components l Screens 'l History - Snapshot vl Release All ]

This screen is a blank canvas, waiting for you to create a new show. To get
started you use the buttons on the toolbar at the bottom of the screen



Vista Button Bar

We will begin with Programmer
these buttons Console Used for selecting
Used for placing lights and making

looks

clips on faders
and playbacks

Toggle between the fixture
layout and timeline with
these two buttons on the
programmer button

/\

Patch
Used for giving
fixtures their
Addresses and
patch information

We will discuss these
buttons later



Patching

We will be covering patching in depth towards the end of our presentation.
Here is a brief explanation showing how the process works.

To begin patching, we start by pressing the
patch button

Patch
Used for giving
fixtures their
Addresses and
patch information



Patching and Layout



Patch Window

e |nsert Fixtures
Patch Fixture Type
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Patch Window

* |nsert Fixtures
Drag fixtures to patch

/
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Layouts

12



e Fixture Setup

Once patched, all
fixtures appear in the
layout window lined up
awaiting arrangement

Layouts
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Layouts

« Fixture Arrangement

You can now arrange your
fixtures in any order you
choose. This example shows
a rig schematic

Let’s first look at the layout
properties to learn how we
can adjust our fixtures
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Layouts

e Layout Properties

You can access the properties
window for your layout by
either right clicking in the
fixture window, or choosing the
layout drop down menu and
select layout
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Layouts

e Layout Properties

Layouts
Arrangement
Grid

Labels

Fixture Visibility
Top View
Bottom View
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Console Layout And Startup

Now press the programmer button
and this will open the fixture layout window
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Surface Areas

Additional Playback

Playback /\

Playback and
Programmer

Playback and

Programmer
Main Programmer Window J
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Modifier Buttons

Modifier Buttons

Modifier Buttons

Red (Shift): .

For making fine adjustments
(Ctr

For editing and fanning

Green (Alt):
Release

Two right click buttons

Trackpad is always available 19



What is a Clip?

What is a clip?
A clip is similar to a cue stack or a cue list
In clips you have steps

A step is similar to a cue or the actual static look
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Playback Buttons

*Playback Buttons

Select/Choose (Asterisks):
Used to choose the playback
and an alternate go button

Go (Arrow):

Begins the progress of CN
Faders:

Controls HTPM,

»
»

Bump:
Momentary control over HTP intensity
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Softkey Buttons

Softkey Buttons

«Softkey Buttons

Examples of various functions
that you might find useful to
assign to a Softkey include:

* Show the Presets window
* Show fixture chooser
 Clear programmer

» Select a workspace

» Release all

» Save show
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Section 2
Basic Programming

Creating a look with fixtures
Creating clips

Playback in programmer
Editing, Updating and Storing
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Create a Look

Let's begin by making a “look” on the console

Take the pen and select some lights on your fixture screen by drawing a
box around the icon and notice that they now turn blue
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Control Panel Options

Use the pen to touch the

intensity parameter. Touch

the arrows to W
lights to full

Now touch the color and
gobo control panels to
create your look.

Use the tabs to choose
more options in each of the
pallet windows

Please spend a few
minutes each to create your
own look
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Record Using the Yellow
Modifier

Once we have created our “look” press the YELLOW
modifier button and then press the select (asterisk) button
over a fader. This will “export” the look from our Live tab
and begin a new Clip with this look
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We now have a Clip

Once a clip is opened in the programmer, we now have
access to both a timeline view and a fixture/icon view

Toggle between the fixture layout and
timeline with these two buttons on the
programmer button

/\

27



Create a Second Step

Continue with your next step by pressing the right arrow buttons at the top
of the programmer. You can also use ctrl and the right/left navigation
arrows on your keyboard

-

Arrows in Programmer

I

Arrows on Keyboard

/
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Programming

. Now that we have a 2" step, change your color then create your 3" step

. Finish by changing their position and fan the lights using the yellow
modifier button

Please note the unique fact that
on the Vista we are able to
see and work on multiple
steps (cues). On most

consoles we can only work
on one cue at a time.

Just as powerful is that we can even easily playback
our looks while we are creating our stacks. 29



Playback while programming

Playback buttons used while programming

Skip to Start
Skip Back to Step
Pause
Play
Skip to Next Step

\ikp to End

Intensity fader for the programmer
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Close and Save our Clip

*Finish by pressing Clear

. : Clear P Butt
After you have finished your clip, ear Frogrammer BUton

use this function button for
clearing the programmer. The
default “clear” button is located

here \
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Programming

*Save, Discard or Cancel

*Give the clip a name
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Playback our Clip

Clip playback

1. Bring the fader to full and press GO —
the GO button

To release the active clip,
press at the same time the
green modifier button and
the asterisks button above
the playback

To deactivate all running clips press the Release All button
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Save Your Show Now

Saving shows

Choose the Save or Save As option from
the Vista menu

As with any computer, it's a good idea to
save regularly in case of power

failure. .
Default save on function buttons
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Programming Round 2

\ Start this lesson by

“Clearing” our
programmer

Also press the “Release All” button \
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New Tab for New Clips

We will begin a blank new
clip by using the “New
Tab” option

Now we have a new clip tab with an
empty step 1 waiting for us to fill in

the blanks
36



Programming
/  Now fill in the blanks by
making our step 1 look

Then when finished create your next steps (cues) by using the
step box or by using the keyboard (Ctrl + right arrow)

\ T
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Programming

While you work on your clip, | will
explain various programming
options
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Control Panel Options

Using Pallet Windows

Pallet Features (Top Tabs,
Home, Component, Clear
Buttons, Right Arrow)

Slider Bars (Tap Top, Tap
Black, Tap Blue) (Tap with
Shift for 1% increments)
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Max / Min Buttons

Minimum and Maximum Buttons

 There are two buttons above each
encoder. When the left button is pressed,
you get a value of zero. If you press the
right you get 100% and press both
buttons at once and you get a value of
50%.

« This works for all parameters and is most
useful with intensity for at full and at zero

 There is a cross hatch for adjusting
position in the intensity control panel but
the encoders wheels can be convenient
for pan/tilt functions

* You can also use the encoder wheels at
anytime for control over IPCB paramete

You can use these buttons for intensity
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Next and Back

These are the next and back buttons

They work specifically with your
fixture selections

You can use these buttons
for choosing each light in
a group of lights for
quicker individual
adjustments
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Fanning

Fanning

To Fan, hold the Yellow
modifier button while adjusting
a parameter such as pan

Fan results
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Live and Clip Tabs

* Live and Clip Tabs

|/
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Close and Save our Clip

*Finish by pressing Clear

. : Clear P Butt
After you have finished your clip, ear Frogrammer BUton

use this function button for
clearing the programmer. The \'
default “clear” button is located

here
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Programming

*Save, Discard or Cancel

*Give the clip a name and we
need to place the clip by pressing
a select button above a playback



Save Your Show Now

Saving shows

Choose the Save or Save As option from
the Vista menu

As with any computer, it's a good idea to
save regularly in case of power

failure. .
Default save on function buttons
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Making Changes to our Clips

We will now learn how to

make edits, updates and

changes to the clips we
have been making
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Editing a Clip

Editing Clips Asterisk

1. To edit a clip that resides on a fader
press and hold the YELLOW modifier.
Notice that it now says EDIT in the
playback windows

2. Pressthe ASTERISK button for the clip

to be edited
3.  The clip will now be loaded in to the Yellow
programmer showing you either the Modifier

fixture layout window or the timeline

4.  Select your lights and make some
adjustments

5.  Finish by clearing the programmer and
choose to save or discard your changes

Use YELLOW and RED together to open in Blind
48



Update Button

Update

 While a clip or clips are playing,
Make changes to parameters and
choose the “update” button

 Now activate clips that use
presets, Make changes to
parameters and choose the
“update” button and select either
clips or preset to be updated
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Store Programmer
Quick Store

 When you create a look in the programmer, you can use the “Quick Store”
window to record your look

*Please notice the useful
options for tracking and for
choosing which fixtures get
stored

*This window can be
accessed by pressing the
“enter” button on the
keyboard

*The Clip Store option is
also able to be placed on a
softkey

/

. Note that when a clip is open, the store button is now shown as the “Save” button
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Save Your Show Now

Saving shows

Choose the Save or Save As option from
the Vista menu

As with any computer, it's a good idea to
save regularly in case of power

failure. .
Default save on function buttons
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Section 3
More Programming

o Keyboard Commands
e Groups
 Presets

52



Programming

 Keyboard Commands

o Citrl + C (Copy)
o Citrl +V (Paste)
o Ctrl+Z (Undo)
o Ctrl+Y (Redo)
o Ctrl +A (All)

And many more combinations are available
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Groups

* Create Groups 1.  Select Lights with the pen
« Update Groups 2. Inthe Groups window, press Create

3.  OrRight Click in any Groups window and
Choose Create New Item

. To update, select a new group of lights, right click on the Group and
choose Update
54



Presets

» Creating Presets _ _
1. Select Lights with the pen and use pallets

to choose parameters

2. Right click in the correct Preset window
and choose Create New Item

3. You will then see the record box like the
one shown here to the left

4. In this window you can name the preset,
choose any masking you might need and
choose which fixtures the preset applies to
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Presets

.. 1. Right Click on the preset and choose Edit
« Editing Presets ) P

2. This opens the preset in the timeline
allowing you to add or remove any
parameter, finish by pressing clear

Toggle between the
fixture layout and
timeline with these
two buttons on the
programmer button

AN
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Presets

e Lets Create a Preset 1. Begin by selecting some lights and
adding parameters to them

2.  Now choose one of the Quick Picker
windows to be a Preset All

3. Right click in the preset window and
choose to Create New Item

Also practice the edit process for presets
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Section 4
More Programming and Timeline

58



Open a Clip

To see a timeline, we need to
either create or open (edit) a clip
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Event Groups

 Event Groups

« Event Bars (parameters and length of time to see an effect)
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Playhead

Progress indicator

*Greenline (Playhead line) Shows position on
timeline and allows precise adjustments to be made.
Zoom level can make the yellow and green
playheads so they do not match

*Yellow progress bar (Shows where you're at in a clip)
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Zoom

Zoom Buttons

In / Out/ 100 / Selected / Active / Fit

NN\ S

/ Red box at bottom shows zoom area
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Steps (Cues)

Step marker options:

*Halt: Reaches end point and stops

*Follow: Reaches the end of the step and proceeds to next
step

*Drag the Step diamond to add time to the step

Yellow events length triangles on time ruler (place these
and added events fall in between this range

Toolbar step options:

* Insert Step (step/insert step)
 Delete step

 Clear contents

* Next/Previous step
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Normal and Free

Blind (Cuts DMX Output for making looks without triggering fixtures)
Auto ( Defines what happens when you change between clip tabs)
Free (Make changes to events on timeline without playhead jumping to
the position)

Normal (Playback follows event selection)

64



Steps

Modifier Buttons
e Red: Fine control

* Yellow: Reduce and increase size
of step (events move
proportionately)

« Green: Moves events past step
boundaries (past last step/new one
IS created)

*Diamond (shows the end of the step/determines what happens halt/follow)

*Red and Green diamonds in progress bar (quick reference of the main points in a clip)
*Changing step length (left click and drag diamond to right or left to change length, events
stay the same size)

*Yellow maodifier: Proportionally resize events to left/right by dragging step marker

*Green modifier: Step markers can be moved freely across boundaries
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Skewing

Skewing
Selection handles

Drag size (middle sides), Skew
(corners), Offset (middle bottom)
(tools/chain)

Manipulate separate events
(intensity, position and color)
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More Timeline

To reset your events, use these
buttons that align the start and
end points \A

To offset events, use the Chain
function under tools
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Move In Black

68



Creating a Chase

69



Section 5
Console Layout

70



Console Layout

Buttons
Modifiers
Configuring Playbacks

Clip Actions
*Group Actions
«Softkey Actions

71



Console Layout

Super Playback

12



Save Your Show Now

Saving shows

Choose the Save or Save As option from
the Vista menu

As with any computer, it's a good idea to
save regularly in case of power

failure. .
Default save on function buttons
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Section 6
Smart FX

74



SmartkX

Let’s select some fixtures and
then apply a canned effect
from the list in the Quick Picker
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Now we will press
the SmartFX
button to make
adjustments to our
canned effect

The fixture tab
shows what lights
are included in our
effect

We will make our
adjustments by
using the settings
tab

SmartkX

76



SmartkX

Settings Tab

There are several
ways to use effects

Here we will

discuss the /
settings available

for adjusting our

effect \
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SmartkX

78



SmartkX
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SmartkX
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SmartkX

81



SmartkX

82



SmartkX

83



SmartkX

84



SmartkX
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SmartkX

Using effects

There are several ways to use e

ffects

We will use the YELLOW modifier button

To record the FX look into a clip

You can see here that the clip has a
effect running because of the “RT”

—
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SmartkX

To quit an effect in a clip, use the
“STOP EFFECTS” Button

See the “STOP”
command here
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Save Your Show Now

Saving shows

Choose the Save or Save As option from
the Vista menu

As with any computer, it's a good idea to
save regularly in case of power

failure. .
Default save on function buttons
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Section 7
Patching and Layout
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Patch Window

e |nsert Fixtures
Patch Fixture Type
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Patch Window

* |nsert Fixtures
Drag fixtures to patch

/
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Patch Window

e |nsert Fixtures
Patch multiple fixtures
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Patch Window

 Rearrange Fixtures
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Layouts
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e Fixture Setup

Once patched, all
fixtures appear in the
layout window lined up
awaiting arrangement

Layouts
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Layouts

« Fixture Arrangement

You can now arrange your
fixtures in any order you
choose. This example shows
a rig schematic

Let’s first look at the layout
properties to learn how we
can adjust our fixtures
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Layouts

e Layout Properties

You can access the properties
window for your layout by
either right clicking in the
fixture window, or choosing the
layout drop down menu and
select layout
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Layouts

e Layout Properties

Layouts
Arrangement
Grid

Labels

Fixture Visibility
Top View
Bottom View
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Layouts

e Layout Properties
We will begin by choosing Grid
or Free under arrangements

Lets also adjust the grid
spacing making horizontal set
to 50

Let's also discuss the
remaining options
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Layouts

Fixture Arrangement

Now when we select an
icon, it can be moved by
either dragging it in to
place, or you can also
use the navigation
arrows on the keyboard

Once the icons are in a
rough arrangement, we
can select the icons,
right click and choose
auto arrange
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Layouts

e Fixture
Arrangement

This shows the fixtures laid out
In a rough configuration

We will now use Auto Arrange

from our right click menu to add
some space to each icon
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Layouts

« Fixture Arrangement

This shows the fixtures icon with space between them and
it is now much easier to work with
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Layouts

« Fixture Arrangement

Now lets make some duplicate layouts of this arrangement
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Layouts

e Layout Properties
New and Duplicate

Select “all fixtures”
and choose duplicate

This now makes a copy
for that layout and will
allows us to hide fixtures
we don’t want in that
layout
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Layouts

e Layout Properties
Duplicate

Notice our duplicate views that
have been renamed as DS
Fixtures and Mid and US
Fixtures
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Layouts

e Layout Properties
Hide and Un-Hide

Right click to choose
hide

Results after hiding
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Layouts

e Groups and Quick Picker

107



Layouts

e Groups and Quick Picker

108



Save Your Show Now

Saving shows

Choose the Save or Save As option from
the Vista menu

As with any computer, it's a good idea to
save regularly in case of power

failure. .
Default save on function buttons
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Extracts

 These are programming templates and can contain any defined
attributes such as I, C, B, P and timing

Use these to save
certain events and
timing in a step or
this can even be
done for multiple
steps

111



Extracts

To Create: Select events from
timeline, click components
button on relevant pallet, then
choose the extracts button. At
extract screen, use filters to
insert only desired parameters,
and then choose ‘new”. Finish
by right clicking and rename
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Extracts

» Applying Extracts: Create new
clip, select fixtures, tap proper
extract button in the
components window and set
filters as needed

You can also apply
extracts from the

quick picker window
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Extracts

 Arrange components

114



Timeline

 Time bar, Play Head, Green Line, Yellow Line, Cursors
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Components

« Components Window
* Arrange Components/Make Tabs (Pages)
 Use Parameters Filters to Create Presets
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Summarize Views

 Summary Views (Feature, Fixture, All Events, Filtered)
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Normal and Free

Blind (Cuts DMX Output for making looks without triggering fixtures)
Auto ( Defines what happens when you change between clip tabs)
Free (Make changes to events on timeline without playhead jumping to
the position)

Normal (Playback follows event selection)
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More Timeline

In the timeline press the plus (+)
sign to expose the individual
events for each parameter

Now you can use the pen to select
a single event or multiple events
at once
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Exact Timing

* Precise time adjustments (time

fields) (touch, tab and +/-)

N\

*Align start and end points
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Set Timing

* Right click in the timeline
and choose “set timing”
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Path

o Setting path
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Section 6
Extra Stuff

Step List

Split Steps

Sort

Assign Audio

Learn Timing

Paste Special

Insert Commands
Grabbing Console Output
A-Filter

Insert “Mark” Step
Playback Control Screen
Output and DMX Screens
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Step List

* Make this small window
available by pressing this

button = on the Keyboard
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Splitting Steps

Tap on timescale or ruler at the
point you want to split then use
the “step menu” and choose
split at cursor

Or move the green playhead
line to the point for splitting,
choose “step menu” and select
split at play head

Result after splitting
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Sort

*Next, Previous, Odd, Even, Reset/All, Custom (1:2 = Select 1 + skip 2+3), Ganging, Invert

«Sorting fixtures: ID, Name, Selection order, Random
sLock: define current selection, Set: displays custom sort window (left pane defines selection

order; right pane shows order of selection)
*Mirror: mirror image of defined selection (1-10 becomes 1+10, 2+9, 3+8, 4+7 and 5+6)

« Descending: Sorts the selection in descending order based on order of defined selection

« Save sort methods: Click preset name field, enter name, click add button. Delete by
selecting sort method name and clicking delete button

* Apply sort methods: Select fixtures, select sort, click save tab, select sort name, and click

apply
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Assign Audio

In the timeline, choose tools
and then assign audio. Vista
displays the assign audio
window. Click “add” to create
a playlist, enter name. Now
click “add” and choose an
MP3 from file window (first
import MP3 to Vista, IE;
music folder) select track then
choose open. Repeat for
each track needed in playlist.
Choose where the track will
begin in the clip by typing in
start field.

Now return to the clip in the timeline and notice
that the song is inserted
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Markers

 To add marker, tap
timescale ruler and right
click choose “add marker
@ cursor”

 Vista now adds a green
arrow indicating the
marker

o Also use alt + M while
clip is playing

Delete markers by selecting them, then right
click and choose “remove markers”. This
option is also found under tools
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Learn Timing

129



Programming

* Paste Special
Ctrl + Shift + V
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Insert Command
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Grabbing Console Output

While clips are playing, open
new or existing clip, select
fixtures to grab from, if none
are selected Vista grabs all
fixtures, switch to timeline and
choose the grab icon.

Grab Active: Grabs whatever
attributes that are active
(playing) at that moment and
then pastes them in to timeline

Grab Full: Captures the full
state of selected fixture
parameters (example: if no
color is present, grab full
Inserts open white in timeline)
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Clip Properties

» Clip properties are an
important set of options
that are used often
during programming
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Save Show Now

Saving shows

To save a show at any time, choose the
Save option from the Show menu,.

As with any computer, it's a good idea
to save reqgularly in case of power
failure.

Default save on function buttons
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Active Selection

e Quick selection by attribute
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Insert Mark Step

 Move in dark, setup

parameters in black
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Playback Control Window

* Playback Control

137



Output Window

e Output Window

138



DMX Window

e DMX Window
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Section
Advanced FX

Patch Window
Swap Fixtures
Connect Universe
Clone

Layouts
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SmartkX

Applying a single stored (canned) effect

4. Click the Stored (Canned) FX tab. Vista displays the list of available
stored (canned) effects

The first few letters of each
effect title tells you what
parameters are in this
effect (e.g. I-Intensity, P-
Position, C-Colour, etc)

5. To apply an effect, click on the effect you want and click the OK
button. Vista displays the Smart Effects window showing the effect
you've chosen
6. To add a second effect that is synchronized with the first one, click the
Settings tab to display the SmartFX Control Panel
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SmartkX

Applying a single stored (canned) effect

7. Click the Add button, choose
another effect and click OK. Vista
adds this effect to the list in the
Settings/Parameters box

8. To adjust the parameters of an
effect, click on it in the
Settings/Parameters box and use
the controls to adjust it (see
X101HEffect controlsX)

9. To see the effect, click the green Run button. To stop if, click the red
Stop button — a swing effect has two stop buttons
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SmartkX

Creating an effect from scratch

To create your own effect:

1. Inthe Programmer Fixture
window, select the fixtures
you want.

2. Click the SmartFX button on
the toolbar. Vista displays the
Smart Effects window

3. Click the New button to display the Add New Effect window and click

the Settings tab
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SmartkX

Creating an effect from scratch

4. Choose the parameter you want to put an effect on (e.g. position) and click either
the Modulated or Swinging button at the top of the window to determine the type of
effect you are going to create. ‘Swing’ creates an effect that transitions from one
setting to another, while ‘Modulate’ varies the attributes of one setting (e.g. creating
a circle or figure of eight around a single position)

5. Click OK display the
selected parameter in the
Settings/Parameters box
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SmartkX

Stored (Canned) effects that modulate or swing
Stored (Canned) effects are pre-set to either swing or modulate.

Swinging means the fixtures move
between two sets of attributes
determined by the effect (e.g.
moving from to left to right)

Effects that are preset to modulate
will apply their own varying
attributes about a particular setting
(e.g. creating a circle around a
position).
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SmartkX

Making your effect swing

If you chose the ‘Swing’ button in the Settings tab, you have to define the
end points of the effect (i.e. where it starts and where it finishes)

In this case, when you click OK, Vista adds ‘Stop A’ and ‘Stop B’ buttons at
the top of the Settings/Parameters box:

To define the two end points:
1. Click the ‘Stop A’ button.
2. Use either the palettes or the controls to define a setting.

3. Click the ‘Stop B’ button and define its settings in the same way.
4. Click the ‘Run’ button to start the effect swinging.
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SmartkX

Swinging between two of your own presets

Once you've created a couple of presets you can use the Effects window to
swing between them

To swing between two presets

1. Inthe Programmer Fixture window,
select the fixtures you want

2. Click the SmartFX button on the
toolbar. Vista displays the Smart
Effects window

3.  Click the New button to display the
Add New Effect window and click the
Presets tab
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SmartkX

Swinging between two of your own presets

You can use the buttons along the top of the window to filter out the
various types of preset (e.g. to display only the colour presets). To do this
click the ‘X’ button to turn off all of them, then click the icon for the preset
type you want to display.

4. Select a preset from the list on the
left (the ‘A’ preset), then choose one
from the list on the right (the ‘B’
preset) and click OK to start swinging
between the two presets. You can
then adjust the settings of the overall
effect using the controls (e.g. speed
it up, spread it across, etc)
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SmartkX

Saving your effect

To save an effect you've created, click the Save Effects Button. Vista displays a small
window asking for a name for the effect. Type a name for the effect and hit the Enter key
on the keyboard. Vista adds you effect to the list of stored (canned) effects. Next time you
click the Stored (Canned) FX tab on the Effects window, your effect will be in the list.

Modifying effects

To add or change the features of an effect, click the Add button below the
Settings/Parameters box and choose the additional effect you want from
the list. Vista adds it to the list of attributes in the Settings/Parameters box.
You can then select any of these and adjust them using the controls

Splitting out effects

Once you've added several effects you may want to take or more of them

out and make them separate effects in their own right. To do this, click on the effect you
want in the list in the Settings/Parameters box and click the Split button. Vista removes that
effect from the Settings/Parameters box and adds it to the effects list on the left-hand side
of the screen. It's now a separate effect that applies to the same set of fixtures.
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SmartkX

Stopping an Effect

To stop an effect and have the fixtures revert to their original or default
values for the parameters that were running the effect you do this:

1. Edit the clip in the programmer.

2. Select the Step where you want to stop the effect, or create a new step
3. Select the fixtures and open up the SmartFX Control Panel (SmartFX
toolbutton)

4. Click the Stop Effects button. The Select Effects to Stop window opens.
5. Select the Effect(s) you want to stop. The selected fixtures are shown
on the right hand side (to confirm what will be affected).

6. Click the Stop button. Stop RTFX events will be added to the timeline.
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SmartkX

e Smart FX

Settings
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Console Layout Turning On

Use these buttons to begin your show
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Section 8
Layout and Patch

e Patch Window

o Swap Fixtures

e Connect Universe
« Clone

e Layouts
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Patch Window

e Universes and Connect
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Patch Window

* Display Fixture Short Names

7

View drop down
menu
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Patch Window

« Renaming and Renumbering
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Patch Window

e Fixture Pool
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Patch Window

e Swapping Fixture Types
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Generic Fixture Model

This is the heart of the Jands Vista offering the most in-depth
definitions for intelligent and other unique lights found today.

The fixture models are created
in a way that allow a user to
easily swap fixtures and
automatically update
programming. When swapping
fixtures, the console will
compare features on up to 32
levels comparing parameters to
accomplish the best match
possible. It also allows the
ability to simultaneously control
fixtures that have differing
features such as color mixing
and color wheels

This powerful option offers seamless programming between multiple
fixture types.
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Patch Window

* Deleting Fixture Types
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Patch Window

e Fixture Properties
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Patch Window

« Advanced Fixture Properties/Transformers
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Patch Window

o Edit Fixtures
Select this option by clicking on
edit and choose edit fixtures
types. Then choose either open
fixture or load stand alone fixture
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Patch Window

e Fixture Control

The Patch screen has five buttons at
the top that give you control over
whatever fixtures are currently
selected on the Patch panel

Note that only some

fixture types support

these functions; refer
to the user guide for

your fixture types

164



Patch Window

e Highlight and
Next/Previous
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Patch Window

e Views
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Patch Window

e Connecting External Ethernet
Boxes

Vista provides four
internal 512-channel
DMX outputs (or
universes)

through the desk’s
internal Ethernet
connection. You can
add up to four

more by connecting

your own external Thi h the ArtNet nod ted to the Ethernet output of th
IS SCreen snows the ArtiNet nodes connected to the ernet output o e
ArtNet or PathPort P

console, and the connection details of universe. You use it to set up the
boxes to the DMX connections for each of your universes and to check that they are
Ethernet port. working correctly.

Tip: If you're only using four Vista’s internal universes you don’t need to

use this screen.
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Patch Window

e Connecting External Ethernet
Boxes

The ArtNet nodes box
on this screen lists all
the Ethernet-DMX
connection

interface boxes
attached to the Vista:

In this example you can see two entries: one is the Vista logo, representing
the internal Ethernet connection; the other is ‘Pathport’, which is an
external interface box attached to the back of the console.

You can have up to four external interface boxes connected, which, when
added to the four internal ones, gives you a total of eight universes. 168



Patch Window

« Connecting External Ethernet Boxes

To connect an external interface
box:

1. Select the universe you want to
run through a particular box from the
Universes list in the left hand side of
the screen.

2. Click on the box title in the ArtNet
nodes list to select it, then click the

Connect button. Depending on the
type of interface box you are using 3. Click on the arrows beside the Source

Vista will either connect field and choose the number of
automatically, or display the Enter the universe in the box you’ve connected
External to. For example, if you've set

DMX source window: up a PathPort box to handle universes 7

and 8, you’d choose one of

those numbers on this window. 169



Patch Window

« Connecting External Ethernet Boxes

Vista polls the box to check that the
connection is working, and displays
the details of the connection in the
Connected Universes box. It also
greys-out the number of the
universe you've connected to in the
Universes list

You can check this connection at

any time by clicking the Re-Poll
button
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Patch Window

« Connecting External Ethernet Boxes

This example shows a Vista
with an Artistic Licence DMX
Hub with four ports and a
PathPort with two ports
connected:

Note that in this example, universes 1 to 4 have been left as
Vista internal universes, and the external boxes have been

connected to universes 5 to 8. 171



Patch Window

e Disconnecting External Ethernet Boxes

To disconnect an interface box:
1. Click on the title of the
interface box in the ArtNet nodes
section of the screen.

2. In the Connected Universes
section of the screen, click on
the connection you want to
remove.

3. Click the Disconnect button.
Note that when you disconnect

an interface, the universe it was Tip: To change the settings of an interface
connected to becomes available box you have to disconnect it
once more in the Universes list. and re-connect it with the new settings.
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Console Layout And Startup
Creating and Loading Shows

Creating a show

To create a new show at any time,
choose the New option from the Vista
Button menu
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Console Layout And Startup
Creating and Loading Shows

Loading existing shows

To load a show you've already created,
choose the Load option from the

Show menu. Vista displays the Open
window

To load a show you've previously saved
(or loaded into the console using

the import function), find the directory
containing it, then click on the

file name to select it and hit the Open
button to load it.
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Console Layout And Startup
Creating and Loading Shows

Importing shows

You can load shows you've created on a
PC or another console onto the

Vista. The shows must be on a CD or
any kind of storage device that

connects to the Universal Serial Bus
(USB) port (such as a memory stick).

To load a show, attach the USB device
or put the CD in the CD drive and
choose the Import option from the Show
menu. Choose either the CD or

USB option from the pop-up menu to
display an Open screen, then choose
the show file you want to load.

Once you've loaded the show you
should use the Save option from the
Show menu to save it onto the Vista
hard drive immediately. 175



Console Layout And Startup
Creating and Loading Shows

Saving shows

To save a show at any time, choose the
Save option from the Show menu,.

As with any computer, it's a good idea
to save reqgularly in case of power
failure.

Type a name for the file and
choose the directory in which
you want to

save it, then click the Save
button. Once you’ve named the
file, each time

you choose the Save option
from then on, Vista overwrites
that file with the

new details without displaying

this window. 176



Console Layout And Startup
Creating and Loading Shows

Saving copies of shows

To save a separate version of a show
with a different name, choose the

Save As... option from the Show menu.
You can then give the file another
name and save it in another directory if
you like.
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Console Layout And Startup
Creating and Loading Shows

Exporting shows

It's extremely important to make backup
copies of your shows. Like any

other computer, the Vista stores your
shows on a hard drive, and although

it's extremely unlikely, if this drive were
to fail (e.g. if the console was

dropped) you could lose all the show
files stored on it.

For this reason we recommend that you
make regular backups of your

work, either onto CD or onto a storage
device that you can connect through
the USB port. The Vista includes a CD
burner so you can burn backup

copies of your show files onto CD at any
time.

To copy shows onto CD or an external storage device:
1. Put a blank CD into the CD drive or connect the
device to the USB

port.

2. Choose the Export option from the Show menu.

3. Choose either the CD or USB option from the pop-
up menu to display

the Save As... window.

4. Name the file, choose a directory on the CD or
storage device and hit

the Save button.
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Console Layout And Startup
Importing Fixtures

Importing Fixtures

It is easy to add new fixture profiles.
Start by importing the new file into the
fixture folder. The fixture folder is found

inside the user folder.

179



Console Layout And Startup
Creating and Loading Shows

Exporting shows

It's extremely important to make backup
copies of your shows. Like any

other computer, the Vista stores your
shows on a hard drive, and although

it's extremely unlikely, if this drive were
to fail (e.g. if the console was

dropped) you could lose all the show
files stored on it.

For this reason we recommend that you
make regular backups of your

work, either onto CD or onto a storage
device that you can connect through
the USB port. The Vista includes a CD
burner so you can burn backup

copies of your show files onto CD at any
time.

To copy shows onto CD or an external storage device:
1. Put a blank CD into the CD drive or connect the
device to the USB

port.

2. Choose the Export option from the Show menu.

3. Choose either the CD or USB option from the pop-
up menu to display

the Save As... window.

4. Name the file, choose a directory on the CD or
storage device and hit

the Save button.
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Console Layout And Startup
User Preferences

There are a number of system settings
that determine how the Vista

operates that you can change if you
like. To set these preferences, choose
the user preferences option from the
Show menu. Vista displays the User
Preferences screen with the ‘General *
tab selected
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Console Layout And Startup
User Preferences
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Console Layout And Startup
User Preferences

Programmer preferences
To set the editor preferences click the
Programmer tab on the User
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Console Layout And Startup
User Preferences
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Console Layout And Startup
User Preferences

Clip preferences
To set the clip preferences click the clip
tab on the User
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Console Layout And Startup
User Preferences
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Console History

The Jands Vista was first conceived in the year 2003 by Jands.

In looking for a better way to
control lights, Jands looked at
other established software
programs that utilize timeline
and similar features. They found
by implementing these types of
options considerably speeded
up programming and creation of
intricate lighting transitions. The
entire project was nearly
scraped when they found typical
touchscreen technologies were
not working until they came
across the Waycom pen tablet.

This option gave the exact kind of precision and control that was
needed to interact with the graphical control options the Vista offers.
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Jands Vista

Completion of Level 2 Training
Support and Contact Information

. UK USA & Canada
Australia AC Lighting Ltd. A.C. Lighting
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