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INTRODUCTION

The Elektralite CP-10 is a small but powerful moving light controller designed to control up
to eight moving light fixtures (lamps). It is quick and easy to program and wili do many of the
things that up untii now could only have been done with much more expensive lighting
consoles. Features include:

o Rack mount 19" X 2 space chassis.
e Battery backed RAM for 200 scenes, 50 chases, and 40 macros.
e 32 character LCD display for easy programming.
o Simple panel layout with dedicated switches for ease of use.
o High quality 60mm faders for lamp feature control.
o Separate faders for crossfade and chase speed control.
o High quality joystick for pan and tilt control.
o 12 digit keypad for data entry.
e Audio input and switch for chase speed control.
" Midi in and out for automation and memory backup.
¢ DMX512 outpet.
o Extensive library of iamp types.
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SYSTEM SETUP

After unpacking the CP-10, plug in the external power supply and turn on the power switch
on the front panel. The display should light up and display the product name along with the
current software revision. If the display does not light up consult the troubleshooting chapter

in this manual.
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The moving light fixtures (lamps) are connected to the CP-10 via the DMX512 jack on the
rear panel. The CP-10 is designed to control a variety of lamp types which accept up to 8
channels of control per lamp. Lamps requiring more than 8 channels can be controlled by
using 2 consecutive lamp addresses, one for the lower channels and one for the upper
channels. The CP-10 outputs 64 DMX512 channels. You can connect more than 8 lamps but
some will have to share channels and will operate in unison. The default starting addresses
for the 8 lamps are shown below, consult your particular lamp’s instructions on how to set
the starting channel address using the dipswitches. There is a soft patch feature in the CP-10
which also allows you to change these starting addresses.

Llamp = Start Address

1

9

17
25
33
41
49
57

After the lamps are connected and the start addresses set you must next tell the CP-10 what
type of lamp is connected at a particular address. To do this press "Enter”, "Scene", "998",
"Enter". The display will read:

O~ O WwN =

LAMP 1 TYPE
GOLDENSCAN2/3

To program a lamp type for each of the 8 lamps, first select the lamp number "1-8" using the
numbered keyswitches. Next use the "+" or " key to select a lamp type from the library.
You must do this for all 8 iamps. The selections will be stored in battery backed memory so
you won't have to set them again until you change your system. To exit this display, press
any other control switch.
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DMXS512 EMI Suppressor

Included with the CP-10 is an EMI (Electromagnetic Interference) Suppression device which
must be attached to the DMX512 cable where it exits the CP-10. This device will reduce
unwanted radio and TV interference from the CP-10. Consult the chapter "Radio and TV
Interference” for more information.

AUDIO IN
Connect the audio input to a line level output from a mixing console or an audio preamp. Do

not connect this to a power amp or any speaker level source. Consult the chapter on chases
as to how this input is used.

MIDI IN/OUT
If you are using MIDI with the CP-10, connect the MID! out on the CP-10 to the MIDI in on

your computer interface, sequencaer, or data storage device. Connect the MIDI out on the
CP-10 to the MIDI in on the other device. Read the chapter on MIDI for more information.

page 3




SCENES

The CP-10 allows youto store up to 200 scenes in memory which can later be recalled directly
using the numbered keyswitches and Go switch or recafled in automatic sequences using
chases and macros.
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Programming Scenes

To program a scene you must first create a "look" on stage. This is done by setting the control
levels for each lamp. You can do this one lamp at a time or in any group combination. To
selectthe lamp(s) youwant to control, press "Lamp'then press the corresponding numbered
keyswitch. You can select any combination of lamps by pressing more keyswitches. Pressing
the keyswitch of a lamp that is already selected will deselect that lamp. Pressing "0" will
deselect all lamps. Once a lamp is selected you can control its pan and tilt with the joystick
or any of its other settings with the 6 faders on the far left side of the panel. The faders address
each remaining control channel within the lamp in ascending order. Consult the "CP-10 Lamp
Library" chapter of this manual to see how the faders are assigned to different lamp types.

NOTE: Lamps which require less than 8 control channels will only use some of the 6 faders
and possibly the joystick. Color changers and dimmers which don’t use pan or tilt will not
use the joystick.

When creating a new scene from scratch always start by pressing "Black". This will zero all
channels at the start of the programming process. Next select lamps as described in the
preceding paragraphs. Use the joystick and control faders to program the lamps that are to
be used in the scene. Once the look has been established, store the scene in memory by
pressing "Enter", then "Scene", the following message will be displayed:

ENTER SCENE _
XFADE 00.0 SEC.

Next use the "Xfade Speed" fader to set the crossfade time for this scene. This will establish
the speed at which the lamps will crossfade to this new scene when catled. Set this to 0 for
the fastest possible movement. Next use the numbered keyswitches to select a scene number
from 1 - 200 to store this scene to. It is not necessary to enter 3 digits. If for example you are
saving scene 1, you only need to press keyswitch 1. Finally press "Enter" to store the scene.
If a scene has already been saved at this location you will be prompted with the following
display:

'SCN 001 EXISTS,
|ENTER OR CHANGE
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Press "Enter" to write over the old scene or you can select a new number and then press
"Enter" to save it at a different location. Once the scene has been saved the display will read:

SCENE 001 SAVED

Recalling Scenes

Once scenes have been stored in memory they can be directly recalled by pressing "Scene”.
The display will read:

NEXT SCENE _

Select the desired scene number (1 - 200) using the keyswitches. Press "Go" to call the scene.
A bar graph will appear in the lower half of the display if there is a crossfade and will show
the progress of the fade. Also the next consecutive scene number will automatically be
displayed. This will allow you to press "Go" again without having to select the next scene
number in sequence. You can also use the " +" or " key to increment or decrement the next
scene number.

NOTE: When a scene crossfades, only pan, tilt, and possibly dimming will actually crossfade
as these are continuous type controls. All other non-continuous type settings; color, gobaos,
etc. snhap to position at the end of the crossfade. You can reprogram each channel to
crossfade, snap before or shap after fade to suit your application. Consult the "System
Programming" chapter in this manual on how to do this.

Ed iting Scenes

To edit an existing scene, first recall the scene as described in the previous paragraphs. Make
any changes as needed using the control faders or joystick. Press "Enter”’, "Scene", then
adjust the "Xfade" if desired. Select a scene number to store the edited scene to using the
keyswitches. You can write over the original scene number or you can select a different one
if you are copying this scene to another location. Finally press "Enter’ to store the edited
scene. If you are writing over the original scene press "Enter again to averwrite.

Fine Pan and Tilt

The joystick has a "fine” mode for positioning the mirrors. Te access fine mode, press "Lamp".
When the "Select Lamp" menu is active, pressing "Lamp" again will toggle fine mode on and
off. The display will read:

SELECT LAMP FINE
12345678

With the joystick in fine mode the mirrors will move in small increments making it easier for
exact positioning. Use fine mode only after you first get the mirrors close to position with the
joystick in normal mode. in normal mode the joystick controls the mirrors with absolute
position, when the joystick is full left the mirrors are full left, and so forth. In fine mode the
joystick control is relative. Moving the joystick will increment or decrement the mirrors from
their current position. If in fine mode you run out of joystick when trying to position a mirror,
you can disengage the joystick by turning off all lamps (press 0 or any of the currently
assigned lamp numbers) then move the joystick to center, then turn the desired lamps back
on by pressing the desired lamp numbers. From that point the joystick control will continue
where it left off.
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CHASES

The CP-10 can store up to 50 chases each with up to 99 steps. A chase is a series of scenes
which are called one at a time in order. Each scene in the chase is referred to as a step. The
chase will loop continuously as it steps through each scene at a pre-programmed speed. In
addition you can set the crossfade speed from one step to the hext. If there is an audio sighal
at the audio input on the CP-10, you can sync the chase to the beat by pressing "Audic'.

Programmingphases

The scenes in the chase are accessed from the scene memory so you must first create and
store some scenes as described in the previous chapter. Once you have done so you can
then program a chase. To begin, press "Enter" then "Chase". The display will read:

CHASE _ BPM 080
STEP 01 SCN

Use the cursor keyswitches "< =" to move the underiine cursor on the display to the lower
right corner of the display next to the word "SCN". Select the number for the first scene of
the chase using the number keyswitches. Press "Enter". The display will automatically
increment to the next step and the number next to "SCN" will go blank allowing you to enter
the scene for the next step of the chase. Repeat this process until you have entered all of the
scenes for this chase.

After entering the scenes, adjust the "Chase Speed" fader until the display shows the desired
BPM (beats per minute). There are 128 different BPMs availabie from 0 {stopped) up to 989.
Next adjust the "Xfade Speed" fader to the desired crossfade time. The display will switch
from "BPM" to "XF" and show the selected crossfade as a percentage. There is only one
crossfade speed for the entire chase, the crossfades that are stored with the scenes are not
used.

Crossfades are presented as a percentage for chases rather than in seconds as in scenes.
Setting the crossfade rate to 100% gives a smoath glide from step to step and 0% gives a
quick snap from step to step. Only the channels which are programmed to crossfade are
affected. The crossfade time will automatically adjust itself to the chase speed and will always
be a percentage of the time between chase steps. Crossfade will always revert to 0% when
a chase is controlled by audio.

After the chase is programmed, move the underline cursor back to the top line of the display
next ta the word "Chase" by pressing "Enter” once mare or by using the cursor keyswitches.
Select a number to assign the chase from 1-50 using the keyswitches. Press "Enter’ again
to store the chase at that location. As when storing a scene, if there is already a chase at that
location the display will read:

CHASE 01 EXISTS,
ENTER OR CHANGE

Press "Enter” to write over that location or select a new location and press "Enter”.
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Recalling Chases

Once a chase has been stored in memory it can be recalled by pressing "Chase". The display
will read:

SELECT CHASE _

Select the desired chase number with the keyswitches then press "Go". The display will read:

CHASE 01 BPM 080
STEP 01 SCN 001

As the chase runs, the display will increment with each step of the chase showing the current
step and scene number. You can adjust the speed and crossfade rate while the chase is
running. Pressing "Go" while the chase is running will advance the chase one step.

Audio S!nc

If there is an audio signal present at the audic input jack on the rear panel, you can sync any
currently running chase to it by pressing "Audio". The chase will try to derive a beat from the
bass frequencies and trigger the steps from it. When the chase is using the audio signal for
its speed, the display will show the message "AUD" next to BPM instead of a number.

The sensitivity of the audio input to the signal level can be adjusted by pressing "Enter",
"Scene', "999'", "Enter". The display will read:

AUDIO IN SENSE 5
0-LEAST, 9-MOST

Use the keyswitches to select the desired sensitivity from 0-9 with 9 being the most sensitive
(for the weakest audio signal). The value will be saved in battery backed memory.

Editing Chases

Once a chase is programmed and stored in memory it can be edited and re-stored at any
time. You can change the scene number at a step, you can remove steps, you can add or
insert steps, you can change the speed and you can change the crossfade rate. You can
also modify a chase and copy it to a different location, keeping the original while creating a
hew one.

NOTE: Whenever you edit a chase you must always store it again, either at the same location
or at a hew one.

To edit a chase, press "Enter then "Chase". The display will read:

CHASE _ BPM 080 |
STEP 01 SCN

Use the keyswitches to select the number of the chase you want to edit. That chase will be
copied into an edit buffer where you can make changes to it without affecting the original
which is stored in battery backed memory.

After the chase has been selected, use the cursor keys to move the underline cursor until it
is underneath the step number. Select the step that you want to edit using the keyswitches.
After a step is selected the display will show the scene that is stored at that step. If you want
to change the scene number at that step, move the cursor until it is underneath the scene

page 7




number then use the keyswitches to enter a hew scene. Press "Enter”. The step number will
automatically increment to the next step. f you don’t need to edit that step press "Enter"
again and the cursor will return to the chase number on the top line. To store the edited chase
at the same location press "Enter"' again. If you are copying the chase to ancther location,
select a different chase number before pressing "Enter". If you are storing to the same location
the display will read:

CHASE 01 EXISTS,
ENTER OR CHANGE

Press "Enter" to store the new edited chase over the old one.

To add more scenes to the end of a chase, first load the chase into the edit buffer as
explained earlier. Move the cursor to the step number on the display and select the step
number that is one higher than the last step in the chase. The scene number will be blank for
that step. Move the cursor to the blank scene field and select a scene number. Press "Enter”.
The display will automatically increment allowing you to enter more steps to the end of the
chase. When you are finished press "Enter" and the cursor will return to the chase number.
Fress "Enter" again to overwrite the old chase or select a new location then press "Enter".

To delete steps from a chase, load the chase into the edit buffer as explained earlier. Select
the step number that you want to delete by moving the cursor under the step number in the
display and selecting it. Press "Delete". That step will be deleted from the chase and any steps
above that one will move down to the next lower step number. The display will show that the
scene that was at the next step has now moved down to the step that you just deleted. If the
step you deleted was the last step of the chase, the scene field will go blank showing that
there is now no scene at this step. Finally you must store the chase after you have edited it.

To insert a chase step into the midadle of an existing chase, first load the chase into the edit
buffer as explained earlier. Call the step numher where you want to insert the new step by
moving the cursor under the step number and selecting it. Press "Insert". A blank step will be
inserted at this step number and any steps above this one will be moved up one step number.
Move the cursor over to the scene number which will be blank. Select the scene number to
insert at this location then press "Enter”. The step number will automatically increment and
you can insert another step by moving the cursor back to the step number and repeating the
previous operation. Finally you must store the chase once you are finished editing.

To erase an entire chase from memory press "Enter" then “Chase". Select the chase number
then press "Delete". The display will read:

ERASE CHASE 017
+ = YES,- = NO

Press the " +" key to confirm the erase or press "-" to escape.
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MACROS

The €P-10 can store up to 40 macros each with up to 99 steps. A macro is a list of scenes,
chases and blackouts which are automatically called one at a time in order. Each item on
the macro list is referred to as a step. A hold time is also stored with each macro step which
determines the amount of time that will elapse until the next macro step is automatically
called. This allows you to pre-program an entire show that will loop continuously .

Programming Macros

To program a macro first press "Enter" then "Macro”. The display will read:

MACRO _  STEP 01
SCN HOLD

Use the cursor keyswitches to move the underline cursor on the display to the lower left
corner of the display underneath the word "SCN". If the first step is to be a scene, press "Enter"
and the cursor will move to the scene number. If instead you want to put a chase at this step
press any of the numbered keyswitches to toggle the selection from "SCN" to "CHS". If you
want to put a blackout at this step first set the "Xfade Speed" fader to the desired crossfade
speed for the blackout then press "Black". After selecting "SCN", "CHS" or "SCN BLK" press
"Entetr". The cursor will move to the next field which selects the scene or chase number. Use
the number keyswitches to select the desired scene or chase for this step. If you have selected
a blackout for this step "BLK" will be disptayed next to "SCN" and no additional selection is
necessary. Press "Enter'. The cursor will now move to the next field which selects the hold
time for this step. Use the keyswitches 1o enter the hold time in seconds (0-999). Press "Enter.
The cursor will return to the left of the display and will automatically increment to the next
step number allowing you to repeat the previous operation for the next macro step.

Once all steps have been programmed, press "Enter" repeatedly or use the cursor keys until
the underline cursor moves backto the top line of the display next to the word "Macrao”. Select
a number to assign the macro from 1-40 using the keyswitches. Press "Enter' again to store
the macro at that location. If there is already a macro at that location the display will read:

MACRO 01 EXISTS,

ENTER OR CHANGE
Press "Enter” to write over that location or select a new location and press "Enter".

Recalling Macros

Once a macro has been stored in memory it can be recalled by pressing "Macro". The display

will read:
SELECT MACRO _

Select the desired macro with the keyswitches then press "Go". The display will read:

MACRO 01 STEP 01
SCN 001 HOLD 010

The display will change with each step of the macro showing the current step and what is
stored there. The hold time will also count down on the display showing the time remaining
until the next step call.. While it is running, you can pause the macro by pressing the "-" key
then continue by pressing " +". "Go" will advance the macro to the next step.
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Editing Macros

Once a magcro is programmed and stored in memory it can be edited and re-stored at any
time. You can change the scene or chase number as well as the hold time at any step. You
can remove steps, add or insert steps. You can also modify a macro and copy it to a different
location, keeping the original while creating a new one.

To edit a macro, press "Enter" then "Macro". The display will read:

MACRO _ STEP 01
SCN  HOLD

Use the keyswitches to select the macro that you want to edit. The selected macro will be
copied into an edit buffer where you can make changes to it without affecting the original
which will still be stored in battery backed memory.

After the macro has been selected, use the cursor keys to move the underline cursor
underneath the step number. Select the step that you want to edit using the keyswitches.
When a step is selected the display will show the information that is stored at that step. If you
want to change anything at that step, move the cursor until it is underneath the item you wish
to change then use the keyswitches to enter a new value. Press "Enter' after each new entry.
If you continue to press "Enter” the cursor will move to each item on the step display. If you
do not want to change that item, press "Enter" and the cursor will move on then automatically
increment to the next step. If you don’t need to edit the next step keep pressing "Enter' until
the cursor returns to the macro number on the top line. To store the edited macro at the same
location press "Enter' again. if you are copying the macro to another location, select a
different macro number before pressing "Enter.

To add more steps tothe end of a macro, first load the macro into the edit buffer as explained
above. Move the cursor to the step number on the display and select the step number that
is one higher than the last step in the macro. The scene and hold numbers will be blank for
that step. Move the cursor under "SCN" if you want to change it to "CHS". Press "Enter". The
cursor will automatically move to the next field so that you can enter the scene or chase
number and finally the hold time for the new step. After entering a hold time and pressing
"Enter" the display will automatically increment allowing you to enter more steps to the end
of the macro. When you are finished continue to press "Enter" or use the cursor keys to return
the cursor to the macro number. Press "Enter" again to overwrite the old macro or select a
new location then press "Enter".

To delete steps from a macro, load the macro into the edit buffer as explained above. Select
the step number that you want to delete by putting the cursor under the step number in the
display and selecting the desired one. Press "Delete". That step will be deleted from the macro
and any steps above that one will move down to the next lower step number. The display will
show that the values that were at the next step have now moved down to the step that you
have just deleted. If the step you deleted was the last step of the macro, the scene and hold
field will go blank showing that there is now nothing at this step. Finally you must store the
edited macro as explained previously.

To insert a macro step into the middie of an existing macro, first load the macro into the
edit buffer as explained. Call the step number where you want to insert the new step by
moving the cursor under the step number in the display and selecting the desired step. Press
"Insert'. A blank step wili be inserted at this step number and any steps above this one will
be moved up one step number. Move the cursor over to the scene field which will be blank.
Select the scene, chase or blackout to insert at this location then press "Enter". Enter a new
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hold time and press "Enter". The step number will automatically increment and you can insert
another step by moving the cursor back to the step number and repeating the previous
operation. Finally you must store the edited macro.

To erase an entire macro from memory press "Enter" then "Macro". Select the macro to
erase then press "Delete”. The display will read:

ERASE MACRO 017
+ = YES, - = NO

Press the " +" key to confirm the erase or press "-" to escape.

Fast Hold Time

Programming a macro step with a hold time of 0 seconds will give you an actual hold time
of .25 seconds. This allows you to program macro steps which quickly refocus the lamps
with the lights off to achieve a dramatic effect. To do this, program a scene which focuses
the light on the desired subject but with the lamp turned off. The crossfade time should be
setto 0. Copy this scene to another scene number but with the lamp turned on. In your macro
call the first scene with the lamp off with a hold time of 0. With the next step of the macro call
the second scene with the lamp turned on giving it a longer hold time. This will create the
effect of a focus which appears rather than moves across the stage.
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PERFORMANCE

Live performance of the CP-10 for the most part involves calling scenes, chases, and macros.
The easiest method of performance which doesn't require an operator, is to call a macro or
chase and let it loop continuously. The macro or chase will continue to run until it is interrupted
by a call to another macro, chase, or scene, or by pressing "Black". A macro can be paused
by pressing the "-" key, " +" will continue after the pause, and "Go" will advance the macro to
the next step.

You can also call scenes directly by pressing "Scene’, then the desired scene number, then
"Go". The next scene number will automatically be displayed so that you can continue to
press "Go" to call one scene after another in ascending order. The " +" and "-" keys can also
be used to select the next scene.

Direct Control of Lamps

During performance you can take direct control of any lamp or group of lamps using the
joystick and control faders. To select which lamps to control press "Lamp". The display will
read:

SELECT LAMP
12345678

In the above example all 8 lamps are active. To enable or disable any lamp press the
corresponding number keyswitch. Its number in the display will toggle on or off. Pressing "0"
will toggle all lamps off. The current lamp selection is saved in battery backed memory so
that when the CP-10 is turned off it will always power up as you left it.

Lamps whose numbers are displayed will respond to any movement of the joystick or control
faders. This gives the operator the option of live performance control even if a macro or chase
is running. If there is a chase running any channe! settings that are adjusted will temporarily
override the chase control of those channels. The chase memory will not be affected.

Use the joystick in fine mode when you want to manually follow with a focus on stage. Fine
mode moves a focus relative to its previous position.

Black

Pressing the "Black" switch sets all control channels to 0 which turns off all of the lamps. It
also turns off any currently running chase or macro. The blackout will crossfade at whatever
speed the "Xfade Speed" fader is currently set to.

Xfade SEeed

If a crossfade is in progress it can be overridden by moving this fader. If the "select scene"
or "black” displays are active, a bar graph is displayed showing the progress of the crosstade.
If a chase is running, the crossfade affects the amount of glide between chase steps.

Chase Sgeed

If a chase is running, its speed can be adjusted by moving this fader. If audio is controlling
the speed of the chase, this fader will have no effect.
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