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1. Introduction

Thank you for selecting the Matrix Controller. The Martin Matrix Controller is designed to
reduce programming time of fixtures, arranged in a matrix, to a maximum. At the same time,
it relieves your conventional controller of precious DMX-channels, but you will still be able
to control your Matrix from the conventional desk.

2. Features
2.1 Hardware

- Pentium based industrial 19”controller
- 2048 DMX output channels standard expandable to 4096 DMX output channels (*)
- 2048 DMX input channels standard expandable to 4096 DMX input channels (*)

(*) All channels are opto isolated. The controller is expandable per 1024 DMX in/out
channels.

2.2 Software

- Windows based control software
- Can be used as an independent stand alone matrix controller
- Or slave controlled from any DMX controller. Requires:
0 10 DMX channels for main control (master,
0 32 DMX channels (if used) for:
= Preset calling (1-32 channels, depends on number of fixture channels)
= Preset crossfade timing (1-32 channels, depends on number of fixture
channels)
- Up to 500 fixtures, each with a maximum of 32 channels per fixture.
- Uses the same fixtures libraries as the Martin Case controllers
- Storage for 400 programs ordered in 20 pages of 20 programs.
- 4 independent effect engines can run simultaneous. There is a choice between:
0 Snake effects
0 Line effects
o Circle effects
0 Rectangle effects
- Text engine to use the matrix as a text display
- 50 presets for each fixture channel to make for example logos
- Possibility to run a matrix effect on every fixture channel
- Automatic recalculation of effects when resizing the matrix
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3. Connecting
3.1 Cable connections

& _— i} - O
Power @ — o [ |
O . 4 B4 ‘ O
——Jp Power Switch
——————J Keyhoard Lock
> ReSEE

P> Keyhoard connector DINS (do not use together with
mini-DIN on the hack)

t Serial 1
Serial 2
t USB
VGA monitor
t Mouse
Ethernet
P Keyhoard mini-DIN

11! Check Voltage Setting !!!

nu

92
IT

\.U? @ =
|

— DMX 1&2 Cable Connections
» DMX 3&4 1: DMX OUT LINE 1

2: DMX IN LINE 1
—» DMX5&6 [ 5. px ouT LINE 2

—> DMX 748 4: DMX IN LINE 2

Example: connector 1 on DMX 1&2 = DMX out 1
connector 1 on DMX 3&4 = DMX out 3
connector 3 on DMX 3&4 = DMX out 4
connector 2 on DMX 3&4 =DMX in 3
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The system is delivered with:
- Microsoft Intellipoint mouse
- Power cable
- 2 DMX XLR converters (2048 channel version)

WARNING: Adjust the voltage setting of the Matrix Controller to your local AC
power supply before applying power.

Connect:
- A keyboard at the back of the Matrix Controller (MINI DIN) or at the front (DIN 5).
Do not use both connections at the same time.
- A mouse
- An SVGA monitor
- Both XLR converters
- Fixtures or an MSD (Martin Show Designer)
- (A Light desk if you want to control the Matrix from a Light controller)

The XLR connectors are numbered from 1 to 4:
- 1=DMXOUTIine1l
- 2=DMXINline 1
- 3=DMXOUT line 2
- 4=DMXIN line 2

Depending on the output where they are used, they become

DMX CONNECTOR XLR Number Channel Number
DMX 1&2 DMX out 1 -512
DMXin1-512
DMX out 513 - 1024
DMX in 513 - 1024
DMX out 1025 - 1536
DMX in 1025 - 1536
DMX out 1537 - 2048
DMX in 1537 - 2048

DMX 3&4

AIWINIFRP|IRAWNEF

Apply power to the Matrix Controller and switch it on.

3.2 How the DMX is used
3.2.1 On startup

When the Matrix controller is used in ‘stand alone’ mode (no Light desk connected), all DMX
channels will have zero value when starting up.

When the Matrix controller is used together with a light desk connected to it, the DMX is
linked through from the input to the output, on startup. As soon as the program ‘Logimatrix’
is started, the link through will be cut off, and the DMX outputs will follow the actions of the
Martix controller.
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3.2.2 Stand-alone mode

In ‘Stand alone’ mode, the Matrix controller is the only controller to generate the light effects.
Programs, made on the Matrix controller, are selected by the mouse.

3.2.3 With a light desk connected

When a light desk is connected to the Matrix controller on its DMX inputs, there are 3
possibilities. The light desk:
- Selects the programs made on the Matrix controller
- Generates its own effects on the light matrix
- Selects the programs made on the Matrix controller and at the same time, generates its
own effects for some fixture channels on the light matrix.

For every channel of the fixtures in the light matrix, you can decide whether the Matrix
controller is in control or the light desk.

4 Starting up

Note: When the system starts up, there will be a message:
Verifying DMI Pool Data .....................
Boot from ATAPI CD-ROM : Failure .........

As soon as the system is started, double click
the Matrix program.

icon, and you will enter
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5 Programming the Matrix

| Patch |—>| Define Matrix : number of colums and roﬂs

Select Fixture manufacture
and Fixture type

—

Address Fixtures or use
Auto-Patch
T —
v
Define DMX IN addresse

| Save and Exit Patchi

A 4
[Main ProgramHSelect ‘Stand alone’ mod

Open Master fader

Select Program

Select Page and Cu

Edit effect engin(e)(s Select effect

4>|Select Fixture channil

Select Fade mode
or
Select Text modee

'*

Select Limits
(upper and lower)

Select text
or
Enter text

A 4

Select one of
the four effect engine|

Adjust effect engine
or text engine
Speed

—

Save or update
Cue

|Sa‘\'/e Showl
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Programming hundreds of fixtures, arranged in a matrix, was never so easy. All that has to be
done is:

- Define the number of fixtures in x and y direction

- Select the fixture type

- Address the fixtures

- Select an effect

- Apply the effect on a fixture channel

- Adjust the speed of the effect

To explain the steps that have to be taken to program the Martix controller, we will
make an example with 60 miniMACs profile.

6. Defining the Matrix and Patch fixtures

When the program is active, we will see an empty screen:

¥ Martin Matrix Controller v 201 12:285I

=¥ Direct Access

Select Page
P9 P 0

PrERyPT 0

6 — EMPTY —
7 — EMPTY —
B:— EMPTY —

B — EMPTY —
A

]
20— EMPTY — [

E Matrix Gontroller

The first thing that has to be done is defining the width and height of the matrix, selecting a
fixture type and address the fixtures. This is done with the Patch program.
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6.1 Patch

In the PATCH program, we will define the matrix (10 wide by 6 high), we will select the
miniMAC fixture and address those 60 fixtures.

| [Select the MENU button] [Select Patch]|

I

The PATCH program will start:

Fixture library Change x-y matrix
Exit and save Patch

Exit (no save will be done)
Automatic Patch

Patch Matrix

DMX out line selection Delete present Patch

w |y DMX in override grou 1 Show present Patch
DMX in addressing - . ‘ Address Increment se

LAMP ON function

DMX out
address selection

DMX OUT line selection: Here the output channel will be selected. If the lIN&RED,
then the output is not availabBlack outputs are available.
o DMX 1: channels 1 - 512

DMX 2: channels 513 — 1024

DMX 3: channels 1025 — 1536

DMX 4: channels 1537 — 2048

DMX 5: channels 2049 — 2560

DMX 6: channels 2561 — 3072

DMX 7: channels 3073 — 3584

DMX 8: channels 3585 — 4096

(ol elelNeolololNeo]
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DMX IN addressing: To address DMX inputs when a conventional light desk will
control the Martix Controller.
Lamp On function: While addressing the fixtures, the fixture lamps can be struck.

DMX OUT address selection: If fixtures must be addressed manually, run with your
mouse pointer over the addresses.

DMX IN override groups selection: Used to address the DMX IN range for override
groups (presets) and their fade timings. (only
used when controlling from a conventional light
desk)

Address increment selection: If fixtures are addressed manually, the addresses can be
shown by:
= Increment 1
= Increment per number of fixture channels

Fixture matrix: The field shows the layout of the light matrix. It is important
that the layout order corresponds with the fixtures in the actual
light matrix.

o0 Green = addressed
o Yellow is currently active
0 Black = not addressed yet

Fixture library: A library of fixture manufacturers and fixture types. The system
uses the same fixture libraries as the Martin Case controllers.

Change X-Y matrix: To define the number of fixtures in X and Y direction.

Exit and save patch: When leaving the Patch program, the patch should be saved.

Exit (no save will be done):To cancel all changes and return to the main program.

Automatic Patch: When fixtures in the light matrix are arranged in successive
order, starting from the top left to the bottom right, the
automatic patch will address all fixtures automatically.

Delete present Patch: To delete all addresses from the patch.

Show present Patch: This gives an overview of the fixtures in (x,y) direction, their

addresses and the used DMX output.

6.2 Patch example step by step

Suppose we have a matrix of miniMACs profile, arranged in successive order from the top left
to the bottom right. We have also a conventional light desk that will be used to control the
Martix controller. In the example, we will show you how to work with the light desk, but the
desk is not really necessary to follow the example.
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The first thing that has to be done is: define the number of fixtures in the matrix.

[Select the CHANGE MARTIX button] [Enter the amount of fixtures in X and|Y
direction] [Click OK]

All fixtures will appear now on your screen as black boxes.
Now we have to select a fixture type.

Note: The Matrix controller accepts only one fixture type. It is impossible to make a
matrix mix with different fixture types.

|[Select PATCH (fixtures)] [Select the manufacturer and fixture typd]

Functions

— Since we will make a matrix of Martin
SPOTS SHUTTER = - . . .
RELAIS Cotoum : miniMAC profile, we select this fixture.

COEF GOBOWYHL

ROT.GOBO
MANUFACTURER PAN

DIVERSITRONICS PAN FINE
TiLT

TILT FIN
PT SPEED
Ch SPEED

MAC 500 DMX 4

MAC 500 PRISM M4 V4
MAC 500 DMX 2

MAC 500 PRISM ME V4
MAC 500 FROST M2 V4
MAC 500 FROST M4 V4
MAC 600 DMX MODE 4
MAC EXTERIOR 600 M2
MAC 600 DMX MODE 2
MAGHUM 2000
MINIMAC PROFILE V10
MINIMAC WASH VIO
MLD MAP ACTIVATOR
MARTIN DMX-MOTORS

ROBOSCAN MSD DMX
MX-4 6 CHANNEL
PAL 200 MARTIN LI

Each fixture in the Matrix has to have an address. We can address them manually by:

[Select a FIXTURE box] [Select the DMX output (1-8)] [Select the address from| the
dipswitch window]

Since no fixtures have an address yet, all fixture boxes will be black. When one of them is
selected, the box will become yellow. If the address is set, the box will be green, meaning that
the fixture is patched.

We can address all fixtures manually, but since we have a light matrix in successive order
from the top left to the bottom right, it will be easier to address all fixtures automatically:
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| [Select AUTOPATCH and confirm]|

If some of the fixtures have other addresses than given by the auto patch, it is always possible
to change it manually.

If you work in ‘Stand Alone’ mode (no extra light desk connected), then the patch is ready at
this point. The only thing that has to be done is save.

[[Select SAVE & EXIT] |

However, when a controlling light desk is connected, we have to address its control channels.
On the light desk, a 10-channel fixture has to be made and addressed. If the controlling light
desk is a Martin Case controller, you can select the ‘MATRIX BLACKBOX' from the
‘CASEFIXTURES’ library. The DMX address given to this fixthlgST have a unique
address, which not overlaps with the fixture addresses on the Matrix controller

The controlling desk can be used in 3 ways. It can control:

- The Matrix controller and its presets (override groups or groups). In this case, the light
desk sees the Matrix controller as a normal 10-channel fixture (if presets are used also,
you need to setup also 2 fixtures of 4 channels at a unique address).

- The light matrix itself when the DMX through option of the Martix Controller is used.

In this case, the light desk should have the same fixture setup as the Martix controller.

- Both, the Matrix controller with presets and the light matrix.

The DMX input of the Matrix Controller must be set at the same address of the MATRIX
BLACKBOX on the light desk.

| [Select DMX IN] [Enter DMX addresses that are not in the fixture range]

4

Ldidididididididie

L]

Note: Card 2 means the same as Line 2.
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Explanation: In this example, we have chosen address 469 on line 2 as a DMX input. This
means that; if the conventional light desk has a fixture at address 469 on the
incoming 29 DMX line of the Matrix Controller, we will be able to control
the Master fader of the Matrix Controller from the fixture at address 469 of
the light desk. We will explain the other channels in the main program.

The use of presets will be explained later.

To save the Patch, click the SAVE & EXIT button.
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7 The main program

Master fader (dimmer
Mode fader ¢———

Speed faders effect engins
and effect engins edit butto}s

1111

Speed fader text engine——
Selection of predefined tex s
Online text «— |

To open the menu

Stand Alone button
Controlled from DMX-IN button

Page and program (cue) selection buttons

CUE!

Jue SHUTTER [0)

7.1 How the main program is used

There are 20 pages of 20 cues.

- Each cue holds:

o All fixture channels
0 4 effect engines

0 1textengine

Value COLORWHL (0]

Select Page

Fixture Channel
Effect Parameters

Program (cue)
storage options

Fixture Channels

Direct access buttons of
Programs (cues)

Page x - Cuey

Fixture

‘Channel 1 (ex. Dimmer)

ol

‘Channel 2 (ex. Color)

‘Channel 3 (ex. Gobo)

Channel 4 (ex. Rot Gob

‘Channel 5 (ex. Pan)

NS

Channel 6 (ex. Tilt)

‘Chanﬁelx

AN

Effect engine (1-4

Snake effect
Line effect
Circle effect
Rectange effect

14
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On every fixture channel, one of the 4 effect engines or the text engine can generate an effect.
The effect will be active between the fixture channels limits.
The fixture channel limits are entered:

- By anumber

- By the direct access field (ex. Between color white and yellow)

- By a preset

Fixture Channe]

Value
or

Upper limit «—— Direct access (ex. Yellow
2 or

Preset

—
o

Effect
text engin

Value
or

Lower limit «——— Direct access (ex. White
or

Preset

Note: The fixture channel limits may be negative and may exceed value 25%his will be
explained in the example.

7.2 The main screen
7.2.1 The menu button

Initial settings, like defining the matrix, selecting the fixture type, addressing the fixtures...,
show loading and saving options, DMX timing settings etc. can be accomplished in the menu.

7.2.1.1 Show
To store/load the entire programmed Matrix show on/from the hard disk or the floppy drive.

7.2.1.2 Parameters

The parameters button includes:

- Patch:
o Definition of the matrix
0 Selecting the fixture type
0 Addressing fixtures
0 Addressing the DMX-IN inputs

- Make Presets:
o0 To define your own logos to be displayed on the Matrix. There is storage for

50 presets on each fixture channel.
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o Cross fading times can be applied for fading between 2 logos.
- Text
0 There is storage for 20 pre-defined texts, to use the Matrix as a text display. On
top of this, texts can also be entered ‘on the fly'.
- Priorities:
0 To define the priorities of the running Matrix.
0 Attention, playing with the priorities can slow down the Matrix program
enormously.
- DMX timings:
o Some older fixtures may react wrong on the standard DMX timings.
Attention, changing the DMX timings can result in strange behavior of the
fixtures.

7.2.1.3 View

To activate/deactivate the preset override screen (with X-fade timings) and the Direct Access
cue window.

7.2.1.4 Options

Some special fixture functions like reset, lamp on, lamp off, can be applied directly on the
entire matrix. Théamp on function will strike all lamps one by oneto avoid power surges.

7.2.1.5 Exit
To close the program.

Attention: The program runs in a Windows environment, please shut down the system
properly by using the Windows START button.

7.2.2 Stand-alone button and ‘Controlled from DMX-IN’ button

When no light desk is connected to the Matrix controllers DMX inputs, or when programming
effects, the Matrix controller should be set in ‘Stand Alone’ mode.

In ‘Stand Alone’ mode, all faders (Master, Mode and speed) are accessible through the
mouse.

The Matrix controller can be controlled from an external light desk via its DMX-IN inputs
(see ‘Controlling the matrix from a light desk’). Enable the ‘DMX-IN’ button if you want to
do so.
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7.2.3 Page and program (cue) selection buttons and Direct Access buttons
A cue is a program. Programs are divided into 20 pages of 20 cues.
One cue can hold:

- 4 effect engines

- ltext engine
- Effects for all channels of the selected Matrix fixture.

CUE

Page x -

Cuey L

= - I 4 effect engines
IXture channe 1 text engine

; Presets

Every cue holds all channels of the fixtures. On those channels, an effect can be applied with
1 of the 4 effect engines (every cue, there are 4 new effect engines), or the text engine. When
the effect is running on a fixture channel, it is running between 2 limits. Those limits can be
set using:

- Digital values

- Direct access values (ex. Color white and green, or between dimmer closed and open)

- Pre-defined presets

To select a cue:
|[Select a page] [Select a cue] |

7.2.4 Master fader

To open or close the dimmers of all fixtures instantly. In ‘Stand alone’ mode, the fader is set
with the mouse. When controlling from a light desk, the fader is set on the light desk.
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7.2.5 Mode fader

There are 2 modes for this fader:
- DMX through
- Chase

In DMX through mode, thefixture matrix is controlled from a connected light desk This

means that the light desk has to hold the same fixture setup as the Matrix controller. The
incoming DMX on the Matrix controller will be sent instantly to the DMX outputs. The
Matrix controller doesn’t change DMX values in this mode.

In Chase mode, the Matrix controller controls the fixture matrix. Matrix controller cues can be
selected from a connected light desk (for DMX channels, see Paragraph: Controlling the
Matrix controller from a light desk), or with the mouse in ‘Stand Alone’ mode.

Note: When the Matrix controller is used in ‘Stand Alone’ mode, the mode fader must

be set in Chase mode to be able to select Cues.

7.2.6 Effect engines

For every cue that is selected, there are 4 new effect engines. Every effect engine has its own
effect speed.

There are 4 main effects for an effect engine:
- Snakes
- Lines
- Circles
- Rectangles

To select an effect for an effect engine:
|[Select a cue (page + cue)] [Edit an effect engine with its EDIT button]

To see the effect, the effect must be applied on a fixture channel, and the speed must be
set.
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7.2.6.1 Snake effects

3 snake effects are available:
- Random: The fixture channel on which the random effect is applied will be selected at
random.
- Lines: The effect will select the fixture channel in a line order (see figure), starting
from the bottom to the top.
- Real Snake: The effect will select the fixture channel in a snake order, starting in the
middle (see figure).

The direction of the ‘lines’ and ‘real snake’ effect can be inversed.

The amount of snakes in ‘real snake’ mode, is selectable and the effect can be mirrored.

Snakes
OO0O0O0OO0OOOO [G]10)010I010]0I0]0]0) (0101010101 0I0]I0]0]e)
ojolojolelolelele]e) Q0 O Op O
ojojojolelolelelele) OO0 m O op @)
OOOOGG—@-@-@-% oOOoOP O oPp O
% OO OO @) O
) OO0O00O0O00OOO OO O O
Line Real Snake Real Snake
Amount horizontal=2
e]ojojololololole]e) O D P O
O O%-@-@ @-@go
O O @JoIC S IC.S JJele)
@] O @JOIC SIS JJele)
o6 O OEE-@-@ @-@ji@
00 @], O ) O
Real Snake Real Snake
Amount horizontal=2 Amount horizontal=2
Mirrored Amount vertical = 2
Mirrored
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7.2.6.2 Lines

There are 8 line effects:
- Rotating line
- Line BR (bottom right) to TL (top left)

- Arrow

- Diagonal Cross
- Vertical Cross
- Diagonal lines

OOOOOOO

Rotating Line

Diagonal Double Lines
Diagonal Double Lines Mode

Every effect can be inversed (direction).

OO0O00O00000O

_lejeieleleieielel | L JoX Jol 1o Jol 1)
olol Jelelelel Jele ol Jol JoI lef JeI /|
elolel 1 I I Jelele L JoI Jol 1ol Jel o
ololel 1 I I Jolole o JoI JoI Jef JeI
ole] lelelelel Jele; L JoI Jeol ol Jel ¢
| Jojejejelejelele] | o] Jol JeoI Jel JeoI |
0000000000 ol JoX JeoI lef Jer |
00 0000 00 L Jof Jol ol Jel Jo
0000000000 QO000OO000O0 o Joi JoX jef JeI |
(1 ] Jelelelel X I O00O0O0O00O000O L JoJ JoI Jo] JoX 1@
000000000 0000 0000 0000000 e
000000000 0000 0000 L JeJ JoI Jof Jeol )¢
Diagonal Cross Vertical Cross Diagonal Lines
[ JoloX 1 Jolel I 1@  J Jojel I JoleX I |
ol 1 Jelel I Jeler ([ J Joleol I Joler T |
o] 1 Jeolel I Jeler olel X lelel I Jele
[ Jolof 1 Jelel I e elel ) Jelel I lele
[ JoloY 1 lelef X e ( 2 Jejel 1 Jeler 1
o] 1 Jelel I jelef 000000 00
ol I Jolel I Jelel | ool I 1olel I 100
[ Jolof 1 Jelel I e ool I lele] I 1el@
| Jolof 1 Jolel I I 00000000
ol I Jolel I jeler | 000 000 00
ol 1 Jeolel I Jeler | 0000000000
0000000 ojel ] Jelel I Jeolv

Diagonal Double Lines

Diagonal Double Lines Mode
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7.2.6.3 Circles

There are 2 circle effects:

Outside — Inside
Inside — Outside

They can both be set for a random center point.

7.2.6.4 Rectangles

Like the circles, there are 2 effects:

Outside — inside
Inside — Outside

7.2.7 Text engine

The text engine is an effect engine, but it displays only texts when it is applied on a fixture
channel (ex. The dimmer channel).

Texts can be displayed on a matrix with minimum dimensions of 5 fixtures by 5.

It is possible to display pre-stored texts or to display texts ‘on the fly'.

To run the text engine, the engine must be applied on a fixture channel and its speed
must be set.

Selection for pre-stored texts
put here your tect —— Text input ‘on the fly’

7.2.8 Program (cue) storage options

The selected cue can be stored using those options. When effect engines have been prepared,
and when the effect engin(e)(s) have been applied on the fixture channel(s), the cue must be

stored.

There are 5 options:

Default: To put the fixtures back to their defaults i.e.. Dimmer open, no color, no gobo
and Pan/Tilt at halve their values. All effect engines will be removed from the
channels (not deleted).

Update: To store changes to a previous stored cue.

Delete: To delete the cue.

Save to: To store the settings of the effect engines and the effects applied on the
fixture channels.

Name: To rename the cue.
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7.3 An example

We will use in the example, the 10 by 6 matrix of miniMACs that we’ve prepared in the
Patch.

As we have explained, we have to select first a cue, edit its effect engine(s) and then apply the
effect engines on one or more control channels (with upper and lower limits of the channel).
The last step that has to be done is: save the cue.

Before we begin:
- Select the ‘Stand Alone’ bgxto be able to control the Matrix controller with the
mouse.
- Open the Master Fader

7.3.1 Select a cue

First we have to select a cue.
Select a Page and a Cue in the Direct Access box.

In case of a new show, all cues will be empty.

r =¥ Direct Access

Select P_aie |

Select Cue

Note: When the cue is selected, the mode fader will automatically go into chase mode when
he was on DMX-in.

7.3.2 Edit one or more effect engines

In every cue, we have 4 new effect engines.

Open an effect engine with its EDIT button:

Edit Effect
Snake LlllESl (irclesl Rectanglesl
| | [ Snake k
{* Rotating Line [ Inverse
¢ UneBR-> TL
 Arrow
i~ Diagonal Cross
£ Vertical Cross
" Diagonal lines

" Diagonal double lines
¢ Diagonal double lines Mode
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In the effect engine, we can select the snakes, lines, circles or rectangle effects.

When effect is chosen, select the SAVE buBoppose we want a snake effect (real snake,
amount horizontal=2, amount vertical=2, mirrored):

- Select ‘'SNAKE’

- Select ‘REAL SNAKE’

- Enter the amounts

- Select ‘MIRROR’

- SAVE

Now, one effect engine is prepared. You can edit fie3? or 4" effect engine if you want
more effect engines available in this cue.

7.3.3 Apply the effect on a channel

The effect engine(s) can now be applied on one or more channels.

Click a channel (ex. The shutter channel)

A window will open at the bottom. In this channel window, we can:
- Select the effect:
o0 No effect
o0 An effect engine:
= Select the fade mode:
» Cross-fade (x-fade)
* ON-OFF wave: no fading
» Step (future use)
0 Text effect
0 Set this channel on DMX-in
- Select the limits of the effect (from — to)

We will apply the snake effect of the previous paragraph on the shutter channel:
- Select ‘Effect 1' and ‘X-FADE{the TO, and an effect engine select window will

open)
- Select in the TO window, the direct access field, and select ‘OPEN’
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We have now an effect running with Effect engine 1 (if you want another effect engine
running on this shutter channel, you can select it in the effect engine box). The effect is
running between value 0 and 20 (open).

If you don’t see the effect, the effect engine speed of effect engine 1 may e €an adjust
the effect speed with the effect engine fader.

Suppose: in this cue, we want also a color effect, another gobo, and Pan/Tilt values have to be
adjusted:

- Edit effect engine 2

0 Select rotating line

o0 Save
Open the color channel

0 Select direct acce$som ‘Pink’

0 Select direct accedss ‘Red’

0 Select ‘ON-OFF fade’

0 Select ‘effect engine 2’
Open the gobo channel

0 Select ‘no effect’

0 Select direct access from ‘Stardust’
Open the Pan channel

0 Select ‘Default(the default value is 127 with no effect)
Open the Tilt channel

0 Select ‘Default’

Our effect is now ready and running. The only thing that has to be done is: Save the Cue:
- Select ‘Save to’
- Select ‘Page 1 —Cue 1’
- Enter a name (ex. Colored snake’)

The name will appear in the ‘Cue Direct Access’ window.

Note: To save the effect, it is also possible to select ‘Update’ (because we've selected Page 1,
cue 1 when we started) and then select ‘Name'.

7.3.4 Make a text effect

In cue 2 of page 1, we will create a text effect. The text should appear on the shutter channel,
with gobo ‘dot sh’ (for those who want to see it clearly on an MSD (Martin Show Designer))
and with Pan/Tilt on default.

- Select Page 1 cue 2

- Select the ‘Shutter’ channel
0 Select ‘Text’
0 Selecto ‘Open’

- Adjust Text engine speed

- Select the ‘Gobo’ channel
0 Select ‘No Effect’
0 Selectfrom ‘Dot sh’

- Select the ‘Pan’ channel
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0 Select ‘Default’
- Select the ‘Tilt’ channel
0 Select ‘Default’
- Select ‘Save to’
o Pagelcue?
o Name ‘Dimmer text’

The text that will be displayed will be: ‘put here your text’

You can replace the text in the fieldt this text willnot be stored into the cuelf you wish
to store a text into this cue, you must first edit some texts and seledbéf@m® you save the
cue

- Select in the ‘Menu’: ‘Parameters — Text’

- Enter some texts

- Select the text

- Save or update the cue

Note: The text will run continuously: “Hello WorldHello WorldHe....”. Add some spaces after
the word ‘World’ if you want a separation.

7.3.5 Notes on the channel limit values

As mentioned, channel limits may exceed the maximum (255) and minimum (0) channel
values. Values may be 2,000 or —2,000.

Explanation:
Suppose, we have an effect engine running as a sine wave and we want the dimmer channel to
Flash (short bursts of light, longer dark periods).

>

2

Shutter Channel valug

Time

20=0pen
/\ /\ Open during short time
0=Closed / »

Closed during long time

-y =closed
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Warning: Some channels like the shutter channel on the miniMAC, contain values for
reset, lamp off and lamp on. Those functions will be activated when the upper limit is
bigger than one of those function values.

7.4 Controlling the Matrix Controller from a light desk

When a light desk is connected to one of the Matrix Controllers DMX-inputs, and it has a
unique address, as explained in the Patch program, it can control the Matrix Controller.

The Matrix controller requires 10 DMX channels from the light desk for main control, and 2 x
4 channels for preset control:
- Main control:

(0]

O 0OO0OO0OO0OO0O0OO0o

(0]

Master fader

Mode fader

Page selection

Cue selection

Speed fader effect engine 1
Speed fader effect engine 2
Speed fader effect engine 3
Speed fader effect engine 4
Speed fader text engine
Text selection

- Preset Selection (4 channel)
- Preset X-fade time (4 channel)

Example: The DMX-in was patched on the Matrix controller at address 469 on line 2. When
DMX-in line 2 of the Matrix controller is connected with a light desk that has a 10 channel
fixture at address 469, we can control the Matrix Controller:

>

Light desk Matrix Controller DMX Value
Channel 1 Master Fader 0 — 255
Channel 2 Mode Fader 0 -19:DMX throug
20 — 39 : Chase
40 — 255 : not used
Channel 3 Page Selection (mode fader in 0-12:Pagel
chase mode) 13 -24:Page 2
25 —-36 : Page 3
37 —48 : Page 4
244 — 255 : Page 20
Channel 4 Cue Selection (mode fadef in 0-12:Cuel
chase mode) 13-24:Cue 2
25—-36:Cue 3
37 —-48 : Cue 4
244 — 255 : Cue 20
Channel 5 Speed Fader Effect engine 1 0 - 255
Channel 6 Speed Fader Effect engine 2 0 - 255
Channel 7 Speed Fader Effect engine 3 0 - 255
Channel 8 Speed Fader Effect engine 4 0 - 255
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Channel 9 Speed Fader Text engine 0 - 255
Channel 10 Text selection 0-12:Text1
13-24: Text 2
25-36: Text3
37—-48 : Text 4
244 — 255 : Text 20

Note 1: To be able to control the Matrix Controller from an external desk, deselect
‘Stand Alone’ mode on the Matrix Controller.

Note 2: When the mode fader is set at DMX-IN, the DMX-inputs are patched to the

DMX-outputs. When the light desk contains the same fixture setup as the Matrix Controller,
the light matrix listens to the light desk instead of to the Matrix Controller.

8. PRESETS and Overrides

Why overrides?
- The main purpose of overrides is; to be able to control for each channel if the channel
should follow the Matrix Controller, or if it should follow DMX coming in on the
DMX inputs or if the channel should go to a Matrix defined preset. To make the
transition between the modes smooth, override crossfade timings can be used, even
between presets.

Why presets?
- To design custom logos applied on fixture channels like, for example the color
channel
- To create some variation in the effects; instead of using the same channel limits for all
fixtures, use a variation (preset) to define the channel limits. For example on the color
channel: instead of going from green (for all fixtures in the matrix) to red (for all
fixtures), go from a combination of colors to another combination of colors.

What is an override group?
An override group combines one or more fixture channels. We can combine for
example the Pan and Tilt channel to one override group so that if we call a Matrix
Controller preset for the Pan channel, the Tilt channel preset will be loaded too.
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Up to 4 override groups can be defined.

Up to 50
dimmer presets
Up to 50
color presets
Up to 50
Gobo presets
Up to 50
Rot Gobo presets
Up to 50
Pan presets
Up to 50
Pan Fine presets
Up to 50
Tilt presets
Up to 50
Tilt Fine presets
Up to 50
PT speed presets
Up to 50
Col/Gob speed presefs

Override Group 1
Override Group 2
Override Group 3
Override Group 4

Example for miniMAC profile

In the example for the miniMAC matrix, we can define 4 override groups:
- Group 1 for the dimmer presets
- Group 2 for the color presets
- Group 3 for the Gobo presets
- Group 4 for the Pan/Tilt presets

Each of those 4 override groups has its @nossfade timings This is the time to fade from
one preset to another.

8.1 Presets

There are 50 presets available for every fixture channel. Every preset contains a combination
of values for 1 fixture channel.

For example, we want to create a color preset:
- The 8 inner fixtures have to be in red
- The outer fixtures have to be in blue
- In between the fixtures have to be in green

000000000
@00O0000000®
000000000
000000000
@000000000
000000000

28 © R&D International NV for Martin Professional A/S



30/11/00 Martin Matrix Controller V2.01

8.1.1 Preset screen

To create presets, select:

|[MENU] [PARAMETERS] [MAKE PRESETS] |

You will enter Preset mode:

Fixture channels

i~y

Make Presets

SHUTTER |COLORWHL| G0BOWHL | ROTG0BO |'PAN | PAN FIHE| TLT | TWT FAIN| PT SPeen | €6 SPeen

Fixture selection ; ' Fixture
menu T ) selection

CLOSED
| |[oPen

STROBE
NO FUNCT
RANDOM F

Channel access RANDOM M

RANDOM S

menu <« frormicr

LAMP OM
NO FUNLCT
LAMP OFF

F T

Fixture channels: To select the channel on which the preset has to be applied

Fixture selection: To select or deselect a fixture in the Fixture matrix.
* Mouse left button: to select a fixture
* Mouse right button: to deselect a fixture

Note: you can hold down the mouse button while moving over the

fixtures to make a selection.
Fixture selection menu:  To make global selections, or to set channel(s) to their default.
Channel access menu: To select a direct access channel for the selected fixtures

Preset menu: To save or load presets
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8.1.2 An example

Let’s create the color example:

[Click
COLORWHL]
To move to the color presets on the color wheel.

| [Select a preset number in the ‘preset meny’]

| [Left click the outer fixtures in the ‘Fixture selection’ area]
To select the fixtures

[-'_3 Make Presets

SHUTTER COLORWHL | goownL | RoT.GoBo | pan | Pan Fne| TT | T Fin | PT sPeen | o6 speen

RANDOM 5

| [Select the color ‘blue’ from the ‘channel access menu’]
The value from the selected fixtures will be ‘96’.

| [Select ‘Deselect ALL’ from the ‘fixture selection menuf]

Now we can select other fixtures and give them another color. Repeat these steps until we
have the colors from the example. It should look like this:
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Make Presets

E- SHUTTER COLORWHL | GoBowHL | ROT.GOBO | PAN | PAN FINE| TUT | TILT FiN | PT SPeeD | ca SPEED

COLORWHL
WHITE 38

RAMDOM 5

| [Select ‘Update’ or ‘Save to’ from the ‘preset menu]
- Update to save to the selected preset
- Save to, to save to another preset.

We can create presets for the color wheel, the gobo wheel, for Pan/Tilt....

Note: When 2 or more channels are grouped into override groups, use the same preset
number for the grouped channelsSince override groups are combinations of channels, and
since calling a preset in an override group will call the same preset number for those channels
it is important that the presets match with each other. For example, if Pan and Tilt are
combined in an override group, then calling Pan preset number 5 (called from the overrides)
will load automatically Tilt preset number 5.

The presets can now be used when an effect is created on a chanimstead of using the
values or the direct access (see paragraph ‘7.3.3 Alpglgffect on a channel) we can glso
use the presets in the ‘from — to’ fields.
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8.2 Override groups

Override groups are only used when the Matrix Controller itself is controlled from an external
light desk. With the override groups, we can call presets on the Matrix Controller and also

their crossfade times.

Note: As shown in the Patch Exampldsee 6.2 Patch Example Step by Stee) have to
address 2 4-channel fixtures on the external light desk and on the Matrix Controller.

With the ‘override group fixture’, we can select:
MX mode or Martix mode. This mode is the normal mode as if we don’t use the

With the ‘crossfade fixture’, the crossfade timings are set for the same ‘override group

1 4-channel fixture to call the 4 groups of presets (let’s call it override group fixture)

1 4-channel fixture to set the crossfade timings (let’s call it crossfade fixture)

overrides.

DMX-IN mode. In this mode, the DMX-IN is patched to DMX-OUT for the grouped
fixture channels, as if the Matrix Controller doesn’t exist for those channels. Those
Fixture matrix channels are now controlled on the external light desk (if the same
fixture setup exists on this controller). The Matrix controller is not totally disabled in
this mode, because we can use crossfade timings (on the ‘crossfade fixture’) to go to
the DMX-IN values and the other channels that are not involved in the group will still

follow Matrix Controller actions.

Preset mode. We can select one of the 50 presets with crossfade timings, set with the

‘crossfade fixture’'.

fixture’ channel.

8.2.1 Override fixture DMX values

DMX value from external light desk for Matrix Controller Mode
‘override fixture’ (4 channel fixture: all
channels have the same values)

0-48 Matrix Mode

49 - 55 DMX IN Mode

56 — 59 Preset 1

60 - 63 Preset 2

...... Preset X
252 — 255 Preset 50

8.2.2 Crossfade fixture DMX values

DMX value from external light desk for
‘crossfade fixture’ (4 channel fixture: al
channels have the same values)

Matrix Crossfade Time

0-255

0 sec - 25.5 sec.
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8.2.3 Example

Up to 50
dimmer presets
Up to 50
color presets
Up to 50
Gobo presets
Up to 50
Rot Gobo presets
Up to 50
Pan presets
Up to 50
Pan Fine presets
Up to 50
Tilt presets
Up to 50
Tilt Fine presets
Up to 50
PT speed presets
Up to 50
Col/Gob speed presefts

Override group fixture

Override Group 1
Override Group 2
Override Group 3
Override Group 4

(5] (5] (5]

I 1= 1= 1=
[CRETY | ST L » L »
=] =) =) =)

s S|ls E < = < = Crossfade fixture
8 8 8 i

»n T v © n © n ©
wn wn wn wn
o o o O o O o O
e e e e

o (&) (&) (&)

Example for miniMAC profile

In this example:

- Override group 1 groups the dimmer (shutter) channel in the ‘override group fixture’
channel 1. The crossfade for this channel is set on the ‘crossfade fixture’ channel 1.

- Override group 2 groups the color channel in the ‘override group fixture’ channel 2.
The crossfade for this channel is set on the ‘crossfade fixture’ channel 2.

- Override group 3 groups the gobo and Rot Gobo channels in the ‘override group
fixture’ channel 3. The crossfade for this channel is set on the ‘crossfade fixture’
channel 3.

- Override group 4 groups the Pan-Pan Fine-Tilt-Tilt Fine channels in the ‘override
group fixture’ channel 4. The crossfade for this channel is set on the ‘crossfade
fixture’ channel 4.

If we set on the external light desk, ‘override fixture’ channel 4 in:

- MX mode, then the Pan/Tilt (+ fine channels) will follow the actions programmed on
the Matrix controller

- DMX-IN mode, the Pan/Tilt (+ fine channels) will follow the actions programmed on
the external light desk.

- Preset mode, then presets (the same preset number on Pan, Tilt (+ fine channels) will
be selected) are called on the Matrix Controller.
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8.2.4 Assigning the groups

First the fixture channels must be assigned to an override group:

We enter the patch program with:
| [MENU] [PARAMETERS] [PATCH] |

Select the groups button:
| [GROUPS] |

Assign the fixture channels to one of the four groups:

- — __
Group Assignment -

aroup |

A ‘

Group 2
aroup 3 .
aroup 3 .
Group 4 .
Group 4 .
aroup 4 l
aroup 4 .
aroup 4 |
[Group 3]
aroup | .
aroup |
Group |
aroup |

aroup |

Group |

Note 1: Since we must assign a group to a channel, we’'ve selected in group 4 also the Pan/Tilt
speed and in group 3 also the color/Gobo speed.

Note 2: Do not forget to assign also a DMX-IN channel to both, the override fixture and
the crossfade fixture(see 6.2 Patch Example Step by Step).

8.2.5 Controlling the override groups

The override groups can now be controlled from the external light desk. We can see the
overrides and their crossfade timings in the Main screen:

|[MENU] [VIEW] [OVERRIDES] |

This will open the override screen.
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In this view, only the first 10 fader fields will be used, since in our example, the fixture is a
miniMAC profile with 10 channels.

If we now give a value for ‘override fixture’channel 1 on the external light desk, we will see
the first fader going to this value. If we give a value to ‘override fixture’ channel 4, we will
see 5 faders going to the value (Pan- Tilt (+ fine channels + speed channel).

If a value is given for ‘crossfade fixture’ channel 4, we will see a crossfade time coming up
for the Pan Tilt (+ fine channels + speed channel).

For example:
On the external desk we program a fist step:
Override channel 4 Crossfade channel 4
Value 0 (MATRIX) Value 0

This means that the Pan Tilt (+ fine + speed) follow the actions programmed on
the Matrix Controller (ex.: a Pan/Tilt cue). The crossfade time is O sec.

The second step on the external desk:
Override channel 4 Crossfade channel 4
Value 49 (DMX-IN) Value 155

This means that the Pan Tilt (+ fine + speed) will follow some programs coming
in on the DMX-IN of the Matrix Controller, thus programmed with the external
light desk, since DMX is patched through for those channels in the Matrix
Controller. The crossfade timing is 155, which means that the Pan/Tilt cue (from
step 1) is fading to the DMX-IN values (from step 2) in 15.5 sec.

The third step on the external desk:
Override channel 4 Crossfade channel 4
Value 60 (PRESET 2) Value 255

This means that Preset 2 is called on the Matrix Controller only for Pan/Tilt (+
fine channels + speed channel (the same preset number for Pan, Tilt, their fine
channels and the speed). The Preset is faded in from the DMX-IN values (from
step 2) in 25.5 sec.
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