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1 .Product Introduction

The TEKMAND NANO console is a newly designed micro portable console by
Guangzhou Caiyi Lighting Co., Ltd. It has a net weight of 1.1 kilograms and a length
and width of only about A4 paper size. The interface is simple, the weight is
particularly light, it is easy to carry, and the operation is more user-friendly. The
integrated design of hardware configuration, software and network technologies,
and the bidirectional combination of capacitive touch screen control interface and
button functions enable complex real-time control through simple operations,
making it more intuitive and fast to control the programming, input, and final
playback of the entire lighting effect. Simple lighting effect diagrams can be seen
through the built-in simulation stage module, supporting pre programming in offline
mode, saving a lot of time, and improving work efficiency. The console itself can
handle 2048 parameters and can control various types of lighting equipment, such
as conventional lamps, moving head lights, LED lights, video and media digital
lights, through external expanders. The product technology has reached the
international leading level and can meet the needs of various small and medium-
sized performances and events.

TEKMAND NANO has highly professional features, embedded multiple high-tech
innovations, stylish exterior design, excellent interactive experience, and
innovative working modes. Built in battery life, video camera, voice recognition,
manual tracking, etc. Support access to various 3D simulation software, support
cloud functionality, support audio and video control, intelligent speckle, etc.



1.1. Product specifications

® FEach session connection extender can control up to 65536
parameters in real-time

® There can be a maximum of 32 workgroups

® The console itself can handle 2048 parameters

e Comes with 4 Dmx input/output ports

® The connection extender can reach 256 Dmx output ports
® 10.1-inch multi touch screen

® 5 execution buttons and 4 encoders

® 1 MIDI input port and 1 USB port

e 1 Ethernetinterface (10/100/1000)

e 7 function buttons and 1 power on button

® Supports multiple operating languages

® Powerful and realistic stage 3D simulation effect, real-time
simulation of live effects, convenient for offline programming

e Powerful layout management with multiple operation modes
e Supports multiple protocols: ArtNet, sACN, etc

e Support RDM remote lighting management

e Builtin WiFi battery, Bluetooth camera, voice module

® Power supply: Type-C interface 12V/2A power adapter



2 .Instructions for use

2.1. Key functions

@ Setup

® Faders
(@ Keypad

(B) 5 execution keys

(D Touch control screen

@®Touch control screen: Touch controls all functions of TEKMAND software.
@Setup: Pop up/close the settings menu.

®Faders: Pop up/close the executor page, used to quickly call the executor.
(Faders+Keypad combined to form the lock screen function).

@®Keypad: Pop up/close button panel (Faders+Keypad combination for lock
screen function).

®Execution keys: used to execute actuators 1 to 5.

®Clear: Used to clear data. Press once to clear all selected states; Press
twice to clear the activation status; Press 3 times to clear the entire editor.
®Store: Used to save data, long press to open the storage options window.
®4 Attribute encoders: used to adjust parameters, with the fourth encoder
serving as a mouse.

®Go+: Perform the next step of the universal push rod.

@ Go-: Perform the previous step of the universal push rod.



2.2.Quick Actions
2.2.1.LINUX NANO

u
& L

WG @

@ Click on the menu button: Pop up the encoder switching panel.

2.2.2.Windows NANO

@ Slide right from the left screen edge: Pop up the screen switching panel.
© Slide up from the bottom right screen edge: Pop up the encoder switch
panel.

® Slide left from the right screen edge: Pop up the button panel. (Pressing
the Keypad key can also be achieved).
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2.3. Precautions

2.3.1.LINUX NANO

® Please use a dedicated charger for charging.
® Please try not to install other software on the desktop.

® Please do not operate the touch screen with metal or other sharp objects to
avoid damaging the screen.

® Please do not disassemble the equipment. If there is a malfunction, please
send it back to the manufacturer for maintenance.

® Please prevent the equipment from coming into contact with water and other
liquids.

2.3.2.Windows NANO

® Please use a dedicated charger for charging.

® Please try not to install other software on the desktop.

® The default username is "TEKMAND NANO", and the default password is
"37312222".

® Please do not operate the touch screen with metal or other sharp objects to
avoid damaging the screen.

® Please do not disassemble the equipment. If there is a malfunction, please
send it back to the manufacturer for maintenance.

® Please prevent the equipment from coming into contact with water and other
liquids.



3 .TEKMAND software teaching

3.1.Create a new show

1. Press Backup, Choose Internal -> new show, Change the name and setting
options of the performance in the pop-up window;

2. Enter aname in the show name input box, ensure that all 6 options below are
selected, then the default empty show was successfully created;

show Mame

Clear Show Data

Clear Tirme Config

Clear Console Settings
Clear Metwork Protocols

Clear Network Config

Clear User Profiles

Checkall

3. Press Please, Close the menu (click on the X symbol in the upper right corner of
the window).

3.2. Configuration of conventional lights
1. Press Setup, Choose Show -> Patch & Fixture Schedule, Pop up a window for

directory names, Input Dimmer, Press OK, As shown in the following figure:
(Blue font represents key or command input).



Fixture Wizard

Fixturatype ( . TR Select Fixture Type

Y Fixture Types

Name From Library

1 'Dimmer’ 00(DMX 1)
Quantity

Fixture ID

Channel Ik

Patch

Apply

2. Press Please select fixturetype -> Fixture Types ->From Library, Import a fixture
type from the fixture library;

3. There are many types of lamps in the fixture library, so it is necessary to use
manufacturer filtering to limit the display content of the list. If you enter Generic,
only the fixture of Generic will be displayed in the list. Then, if you

enter dimin the fixture filtering, only the fixture of Generic with the "dim" field in the
name will be displayed in the list. Finally, choose generic@dimmer@00.xmp;

MFR Filter: fin - i /

4. Press OK, return to the previous interface. If you want to change the name of the
fixture , you can press the name option to change it to Dim 1. This will name the
fixture Dim 1, Dim 2 in order;

5. Enter the number of lighting fixtures: 20, then press Please;

6. Set the channel number, enter 1, and then press Please. Thatis to say, the ID of
the first fixture is 1, the ID of the second fixture is 2, and so on;

7. Next, configure the address code of the lighting fixture, write 1.1, and then press
Please. 1.1 represents the first lighting fixture configuration in the first line of
channel 1 of the DMXs;

8. After the overall setup is completed, the window should be as shown in the
following figure: Tekmand User Manual. Finally, press Apply to complete the
addition and configuration of 20 conventional lights, and the operation method for
computer lights is the same.



Fixturatype ase selact fixturatype . ; Select Fixture Type

-

Fixture Types

-

MName From Library

1 'Dimmer’ 00(DMX 1)
Quantity
2'FINE 1537 PIXIE' RGBW 169(DMX 169 1

) 3 'FINE 1400L BSWF' 16 bit-35(DMX 35)
Fixture ID

Channel ID

Apply

3.3. Control conventional lights

1. Lighting of conventional lights (blue font represents button or command input)
@®There are many ways to light up the conventional lights in the console:
1 At 100 Please Quick method: 1 At At
®Correspondingly, there are two ways to set the brightness of a conventional
lightto 0: 1 At 0 Please shortcut: 1...
®After inputting the command, it can be observed that channel number 1 turns
yellow, and the background color and value both turn red. Yellow indicates that
the itemis selected, while the red background color indicates that it is active. If
Store is pressed, the value will be saved.
@Clear has three meanings based on the number of clicks:

1)Press once to clear the selected state.

2)Press twice to clear the activation status.
3)Press 3 times to clear the value in the programmer.

®lf you want to light multiple fixture, you can use + and Thru to connect the
fixture number. If you want to delete a certain fixture, you can use- to remove it.
1)Example 1: Channel 1-5&8, and set the brightness value to 50%.
Action: 1 Thru5 + 8 At 50 Please
2)Example 2: Channel 1-5&8, except for 5, and set the brightness value to 15%.
Action:1 Thru5+8-5At15
Of course, the size of the value can also be represented by + and - to indicate
anincrease or decrease.
3)Example 3: Channel 3 increases the brightness value by 35% on the original
basis.
4)3 At 3 5 Please, it can be calculated that the brightness value of Channel 5 is
85%.
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3.4. Control headmover lights
3.4.1.Attribute Type Control Module

® The attribute type control module mainly displays the currently available
attribute types.

3.4.2. Use encoder for adjustment

1.1 11 Please select the lamp with lamp number 111;

2. Give a brightness value, which can be entered by command or set by rotating
the first wheel below the brightness;

3. Press the position, and the first and second wheels can adjust the horizontal
and vertical values respectively. The normal/fine/fine adjustment on the right
side can set the accuracy of the wheel rotation;

Dirmmer Position

WValue I EffLayer |
Layer 1 of3

Pan ITi: ' Tilt

Position

Note: The red indicator barin the upper right corner of the attribute type control
module indicates that the value of the attribute type has been modified. If Store
is pressed, the value will be saved.

4. Press the pattern and click to pop up a window as shown in the figure:

Deactivate Remove .open Gobo 1 2 .‘:. Gobo 3
o || E Gobo 4 sses Gaba § () Gebo 6 * Gabo1Rot | i Gobo 2Ret 3Rt E Gobo 4 Rat

F F F Gobo 5Rot | () Gaba 6 Rot Gobol<> i} Gobo2<> | o Gobo3 <> mlﬁnbo.l<> wrere Gobo § <>
* | |Clear| [Home | End x L

[ Defauie
Value

() Goba 6 <>

® When the lamp has multiple pattern wheels, the switching method is to click
to open the drop-down menu, as shown in the following figure:

Gobol
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5. Press the color, and the attributes are Color1 and ColorMix in sequence.
When ColorMix is selected, the three wheels can adjust the cyan, magenta,
and yellow color attributes separately, blending them freely. At the same time,
you can also adjust them by displaying the advanced adjustment box. Press
the button to display the push bar mode on the screen, as shown in the
following window:

@® Default to Putter Window: There are three modes here, all connected.
Manually adjust one of them, and the others will also follow the corresponding
values.

1) HSB (Hue, Saturation&Brightness)

2) CMY (Cyan, Magenta&Yellow)

3) RGB (Red, Green&Blue)
®@ Press the color picker or U2 to enter the color picker mode, as shown in the
following figure: You can choose any color in the color area, and of course, you
can also switch to push mode to view the HSB, CMY, and RGB values
corresponding to that color.
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3.5. Use of windows and screens

3.5.1.Command Feedback Window

@ Through this window, you can see the response of the control console to
commands, which is beneficial for learning various commands. Click anywhere
on the screen, go to Open Window -> Other -> Command Line, and press.

® The feedback window constantly presents a large amount of information,
and the window size can be adjusted by pressing and holding the bottom right
corner of the window to move, or the window position can be moved by
pressing and holding the window's title bar.

3.5.2.Save View

@ For example, to store the current view on the first view button on the screen:

® Store, Press the position of the first view button on the right side of the
screen again, and a window will pop up asking which screens need to be saved.

® Select the screen number you want to save and press OK.

@® Successfully created, give the view a name: Assign Assign, then click the
first view button, enter the name in the pop-up window, and confirm.

3.5.3.Call View

@® There are two ways to call windows:
1) Directly click on the window button that contains the window;
2) Use the command line to directly call Window: View 1 Please: Call View 1.

3.5.4.Delete View

® Openthe 'View' to view all saved windows.

® Press Del, then click the view button:
1) This does not delete the view, but simply clears the corresponding button.
To truly delete a view, you need to delete it from the view or directly use the
command;

2) Del View 1 Please: Delete view 1; After deleting the view , it also removes
its link to the view button.

~14-



3.6. Group

1. Click in the free space on the screen and select Library -> Group in the open
window to open the Group.

2. Store a group: For example, set all odd numbered fixture as one group and even
numbered fixture as another group:

®1+3+5+7Please, Channel 1, 3,5, 7 is selected,;

® Press Store and click on the first empty position in the group;

® Immediately enter the name Odd on the keyboard, or you can press Assign
twice and click on the location of its group to modify its name;

@ According to the above method, even numbered fixture can be stored as
another group, named Even;

® After all operations are completed, the group should be as shown in the
following figure:

Crirn

3.7. World

1. The World, as the name suggests, is to limit the range of operations that can be
performed.

2. Creating a World is similar to a group, except that there is a default World called
Full'in the World.

3. This default World cannot be modified or deleted, and is the maximum authorized
operation range (that s, all fixture can be operated in this World).

@® Channel 1 Thru 4 0 Please select the lamp to be set Channel 1-20

® Store and click on the second location of the world, named Dimmer

® Fixture 111 Thru119Please

@ Store and click on the third location of the world, named Fixture

® At this point, the world is shown in the following figure:

dirmrmer fixture

4. If the Dimmer world is selected and does not include Fixture 111, pressing Fixture
11 1 Please will not work. Regardless of the world , the data in the scene will be
output as usual, but other operations only affect the lighting fixtures within the world.

_15_



3.8. Preset
3.8.1.Preset

e Preset is a method of storing preset values, with 10 types: All, Dimmer,
Position, Gobo, Color, Beam, Focus, Control, Shapers, and Video. By default,
only Presets of this type can be stored, for example, color information can only
be stored in Color Presets.

e The only exception is the All option, which can store all types of Presets.
Similar to the group, the first press selects the fixture using the Preset , and the
second press applies the stored content of the Preset to the fixture. Due to the
variety of Presets available, different border colors can be set through options
to distinguish. As shown in the figure:

“d:Color

3.8.2. preparation

@ Long press and hold Store for about 1 second to release, and a storage
option window will pop up. Currently, only focus on the material column, as
shown in the following figure:

Preset rece ype Allow
Filter Jefau Embedded

®@ After setting it as shown in the above figure, you can press Save as Default
to set it as the default setting. After completion, press Esc twice to exit the
setting interface.
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3.8.3.Create Preset

@ Fixture 111 Thru Please select all computer lights and adjust their PAN and
TILT parameters;

® Store and click on the first position in the Preset, and the value in the
computer light list will change to P 2.1.

If the Preset stores a name, the value will become 2.1+name;

® Adjust the PAN and TILT parameters to different positions, Store Preset 2 2
Please, "2." refers to Preset Position, similarly, "0." refers to All, "1." refers to
Dimmer, and so on. Identify Preset in the order of 0-9, All, Dimmer, Position,
Gobo, Color, Beam, Focus, Control, Shapers, Video;

@ Create other types of Preset :

_17_



3.9. Cue/Sequence

3.9.1.Store Cue

® Click in the free space on the screen (if there are many windows on the screen,
you can directly press Clear), and select Sheets->Sequence Executor in the
open window to open the Sequence Executor window. In this window, you can
see the first Cue thatis about to be saved.

® The specific operation steps are as follows:

@ Select Exec 1 select Executor 1, and the background color in the upper half
of the area will turn green, indicating that the actuator push rod 1 is the current
default actuator;

®@ 1 At3 0 Please set the brightness value of regular light 1 to 30%;

(® Store Please by default, itis stored in actuator pushrod 1, where the
sequence will be displayed at the bottom of the green area and 1 will be
displayed in the upper right corner, indicating that the current scene 1 is stored
in sequence 1 and assigned to actuator pushrod 1;

@ The sequence executor window appears with the previously saved scene,
modify the name of scene 1:

Assign Assign Cue 1 Please

Sequence Readout Natura

Number Name Trig

i y
LR e e

3.9.2.Follow up operation of the Cue
® Example: Automatically run Cue 2 when Cue 1 ends.
1) Open the sequence executor window, right-click on the Cue 2 trigger
mode or press Edit and then click here. In the pop-up selection trigger mode

list, select Follow (there are 5 options for play, time, follow, sound, and
BPM).

3.9.3.Update Cue

e Assuming you want the brightness value of the fixture in Cue 3 to brighten by
10%:

@® Goto 3 Time 0 Please quickly loads Cue 3, and there will be a yellow outer
border displayed in the sequence executor window Cue 3. Usually, Goto 3
Please can be used directly, and Time 0 is added to cover the original 5s fade
time of Cue 3, so there is no need to wait.

® Group 2 At + 1 0 Please the Update button is highlighted, indicating that the
currently active scene can be updated.

® Update next, press U3 (or press on screen to track updates), the button will
change to only track the scene, and finally press X6 (or press on screen to
update the scene).
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3.9.4.Set sequence in the allocation menu

e Press the green area of actuator push rod 1 to open the allocation menu,
press X2 or width 2 to expand the control range of the actuator. Each button can
configure its own related functions, and the final effect is shown in the figure:

® Close: Close the actuator
® Goback: Jump to the previous scene

® Black: Press continuously to close the actuator and release the restore
button

@ Open: Open the actuator

® Master: brightness control

® Crossfade: separate push rod, manually controlling the cross gradient
between two scenes

@ Flash: Keep pressing, open the actuator, release and restore

Play: Execute the play command, using fade in time and delay time

_19_



3.10.Macro

® Macros are very useful features that can achieve almost any function.

3.10.1.create macros
e Example: Create a new macro, whose function is to clear all Dimmer values
from programming.
e Specific steps
® Open a macro window;
® Press Edit, then click an empty position in the macro window;
-->Pop up the edit macro dialog box;
® Click the add button to add an empty command line;
@ Right click on the cell under the "Command" column, enter: Off att 1, and

press Enter to confirm;

-->In the table, you can see: Off Attribute 1;
® Macro production completed;

-->At the same time, you can also set the time or add more macro
commands;

® Press Assign twice, then click on the newly created macro just now;
-->Rename this macro;

3.10.2. Execute Macro
e There are many ways to execute macros:
@® Click the corresponding macro button directly in the macro window;
® Press the button: Macro 1 Please;
® Usethe command line: goma 1, then Please.

3.11. Effect

e The effect operates in a periodic form, and the curve determines how the effect
operates within the range of values, which can be a Sin curve or a Cos curve. In the
effect editor, you can view the value range values 1 and 2. There are many ways to
create effects, including using a programmer to create effects, using materials to
create effects, creating effect templates, and so on.

3.11.1.Create an effect using a programmer

e Open the layer control bar in the computer light table, select the effect layer,
and the interface shown in the following figure will appear:
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@® The advanced adjustment box on the right is displayed, click to openiit, as
shown in the following figure:

Value 2

Form Rate Value 1 ue 2
1 ‘Aat Vi’
1350
Attack Decay
1.00 Hz

® Operating steps:
@® Choose the desired light, pay attention to the order of selection, Fixture Thru
Please.
® Click on the effect layer, select a position in the effect wheel toolbar, and
open the display advanced adjustment box. There are horizontal and vertical
options on the right side, and yellow represents the currently selected item;
® Setthe horizontal and vertical rates separately, and select 15 BPM in the
pop-up window to complete a cycle in 4 seconds. The relative option is the
difference between relative and absolute values.
Example: Dim low is 10%, High is 50%. If the relative option is on, Dim=25%,
and the operating range of the effectis 35% -75%; On the contrary, itisin an
absolute value state, and regardless of the current Dim value, the range of Dim
effect operation is still 10% -50%;
@ Select vertical separately and set it as another curve;
® At Atlights up and you can see the effect from the stage window;
® Storage effect;

[Channel]>Store Effect 1 "Move Effect”
@ Clear Clear clears all the contents of the programmer, double-click on the
first position of the effect library, and turn on the lighting fixture to view the
effect.
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3.11.2.Create Effect Template

® Specific steps:

® Ensure that the programmer is empty, Clear Clear Clear;

® Press Edit and press the second position of the effect library. The effect
editor is shown in the following figure:

féffé(t Editor - 1 "Dimmer PWM"

[

Load
Predafined

® Press Add and select 'Dimmer' in the pop-up selection effect attribute window
(+represents the closing option, - represents the closing option) Starting option),
you can set the values of each option in the window shown in the following figure.

Efféct Editor - 1 'Dimmer PWM'

Attib  Form Rate Speed Wings Groups Blocks Center Size Phase Width Attack Decay Relative Dir

PWM 060 060Hz Nona Mone None 5000 100.00 3%8059 3500 1000 1020 >

New

Pradafined

Effectling -> Attrib

Single Shot




@ Next, select the effect curve, PWM curve, set the rate to 1, the phase
starting point to 0, and the ending point to 360 (in order to make each lampin a
different state). The default width is 100%, the default reduction is 0, and set to
100% to see the effect of light gradient.

® Assign Assign and rename it to Dim Effect by clicking on the second position
in the effect library.

® Select all lighting fixtures and press Dim Effect to verify the effect. The lights
gradually turn on and off in sequence.

3.11.3. Create effects using materials

® The above two methods apply specific values of value 1 and value 2, and here
the material is used.

@ Select the desired light, pay attention to the order of selection, Fixture Thru
Please;

® Select the material category in the value 1 and press Yellow Material;
® Similar operation at value 2, press the Blue material;

@ Set the phase starting pointto 0 and ending point to 360 (in order to
make each lamp in a different state), and perform similar operations for
CM2 and CMS3;

® Store, then press the effect library position 3 and name it Color
Effect; Turn on the light, double-click on the Color Effect, and observe

the effect:
Green appears between the transition between yellow and blue, which
is the result of a gradient between the two colors.
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3.12. Bitmap

1. Create a performance called Bitmap and add generic@led+virtual_dimmer@.xml
300 LED lights, with channel number and lamp number ID setto 1, and address
codes configured;

2. Open the stage window, select all LED lights, and press the settings above the
window;

3. Rotate the LED light to face the audience, press the position, switch to rotation,
set X=-90, turniton, and the light in the diagram will turn into a small white block.

4. Switch to position again, set X=-7,Y=3,7=4.5

5. Click on Advanced Arrangement, select the square in the pop-up arrangement
wizard window, and set it as shown in the following figure:

Arrangement Wizard: 0 Fixtures selected
Move Circle fMatrix 2D
Horizontal Interval Vertical Interval Colurmns

1.00 1.00

Plane Horizontal Direction Vertical Direction

Left -» Right Top -> Bottom
Right -> Left | Bottorn -» Top |

XY-Plane
Relative

Mo Yes
2

Apply

6. Press Apply and close to see the stage window as shown in the following figure:
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7.You also need to create a sequence containing brightness values
@ Fixture 1 Thru At At Turn on all LED lights
© Store Exec 1 Please

8. Create a bitmap effect

e There is no need to clear the contents of the programmer. Based on the
previous step, directly Store Effect Effect 1 Please and create a bitmap effect 1
(Effectis the Bitmap keyword by pressing twice).

e Bitmap effects can only be run by placing them on the actuator: Assign Effect
Effect 1 Exec 2 Please. For the convenience of observing the effect, execute
the bitmap effect, Go Exec 2 Please. Press Edit Exec 2 Please to open the
Bitmap Effect Editor.

e The basic settings are as follows:

® Name: Enter the name of the bitmap effect Bitmap Scroll

® File: Click to open the file browser and select the desired image according to
the path

® Mode: Color

® Width and height: both setto 128




® The current bitmap effect is static, only displaying an image. Press "Scroll
Right" in the tool options to create a right scrolling effect for the bitmap effect.
This effect can also be precisely designed through the slider of the regulator.
@ Scroll left and set the horizontal scrolling of the adjuster slider to a value
similarto-1.5

® Scroll to the right and set the horizontal scrolling of the adjuster slider to a
value similarto 1.5

® Scroll up and set the vertical scrolling of the adjuster slider to a value similar
to-1.9

® Scroll down and set the vertical scrolling of the adjuster slider to a value
similarto 1.9

e Of course, itis also possible to set both horizontal and vertical scrolling
values to scroll at a specific angle.
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3.13. Layout

e |fthe bottom of the library button is green, itindicates that the layout is selected,
and when the layout view window sets the associated selection, the layout editing
window will display the layout. Example image:

Dirmn Dim

® To view and edit a layout, you need to do so in the layout editing window.

3.13.1. Layout editing window

® The layout editing window has powerful functions to add lighting fixtures,
light groups, effects, and materials, and can be arranged according to ideas.

Setup ‘ | [Link Selected: 3 ‘Dim’]

® In the layout editing window, lighting fixtures are not necessary, they can only
be arranged as light groups, macros, etc. In this window, you can select
different symbols to represent objects. Some of them can see the color,
brightness and pattern of lamps, and you can also add text and boxes. In setup
mode, you can right-click on an object to add text to it.

_27_



® The gray box on the left side of the title bar displays the name of the current layout
view, and the buttons on the right have the following functions:

@ I(llluick call: The switch for quick call mode, which is turned on when the fontis
yellow

®@ Lasso: Active state can circle multiple targets

® Move: Move the visible range of the layout

@ Zoom Out: Lens Zoom Out

® Zoom in: lens zoomed in

® Center: Adjust the layout until all objects are visible

t® Slgttings: When activated, the lighting fixtures can be configured on the layout
oolbar.

Association selection: You can select the current layout to display. When the
association selection option is selected, it will switch to the selected layout (i.e. the
green button at the bottom of the layout window). If no layout is selected, the layout
editing window will be empty.

Note: When the lasso icon is activated, you can also use the move icon. Double
click to move the visible range. When the move icon is activated, you can also use
the lasso, and double click to do the same.

3.13.2.Window Options Settings

® Click on the icon on the left side of the window to open the interface shown in
the following figure:

I .
Layout Options

Pool Elerment

f Layout Data
Defaults ay'C ata

Grid X Grid ¥ Snap Grid X Snap Grid ¥

050 050
Snap Al rker ast Ca Pool PI

Mo ‘Yes
N

n Mode |Double

One Direction
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[ Delete ||
wingow 1L

Layout Options

FPool Elerment

Defaults e AR

Font Size

Small

Border Color Text Color Symbol

87 97 97 255 255 255 Small

mrmer Value | | Image Size lization
on

— Small Pool icon

@ Grid X: The size of the X-axis grid. If the grid width is 0 or the grid heightis O,
the view has no grid lines.

®@ Grid Y: Y-axis grid size. If the grid width is 0 or the grid heightis 0, the view
has no grid lines.

® Snap Grid X: defines the range of sliding steps for object movement on the
X-axis, which is valid when the jump mode is on.

@ Snap Grid Y: defines the range of the object's sliding steps on the Y-axis,
which is valid when the jump mode is on.

® Snap Always: Turns on or off the sliding function of the object's movement.
® Background color: Click this item to open the editing color window, where
you can set the background color for the editing window.

@ Display ID: Display or turn off the number of objects.

Dimmer bar: The brightness bar that displays or turns off lighting fixtures

® Dimmer value: Display or turn off the brightness value of the lighting fixture
(displayed as a percentage).

markers: When activated, the programmer, effects, materials, and other
color markers can be seen in the view.

@ Fast call: The switch for quick call mode has the same effect as the button on
the title bar.
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3.14. Make a fixture library

o Before creating a lamp library, first understand the specifications of the DMX
channel parameters for the fixtures.

@ go to Settings ->Show -> Patch& Fixture Schedule.

® Click on Fixture Types, then click Add to create a new fixture library: set
manufacturer, lamp name, and other information;

Fixture Types

New

® Setthe model stretch to 1, leave the model code blank, and then click Edit to
open the lamp library editing window.

@ Check the channel arrangement of the GoldenScans lighting fixture:

CHANNEL FUNCTION
IRIS

COLOUR CHANGE
CTC/PRISMI/FROST SELECTION
DIMMER/STOPPER/STROBE
PAN

TILT

GOBO CHANGE

GOBO ROTATION

GOBO FIXED CHANGE

RESET

PAN FINE(WITH OPTION 16B ON)
TILT FINE(WITH OPTION 16B ON)

- -—
ol2|laloe|e|N|lojla|r|w]|N]| =

® Click Add, add the first channel Iris, select Beam ->Iris ->Iris in the pop-up
dialog box, and the editing window will be as follows:

Gt Fixture Type

¥ 1 ’'Main Module’ X Showing 'Main Module®

< Attrib arse Fne Ultra Defa
None MNone 5087 5098  None
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® Continue torepeat the previous step and add the following attributes:
1) Color -> Color1 -> Color1
2)Beam -> Prisma -> Prisma1
3) Dimmer -> Dimmer -> Dim
4) Position -> Position -> Pan
5) Position -> Position -> Tilt
6) Gobo -> Gobo1 -> Gobo1
7) Gobo -> Gobo1 -> Gobo1_Pos
8) Gobo -> Gobo2 -> Gobo2
9) Control -> Control -> Reset
® The last two functions, Pan Fine and Tilt Fine, do not need to be added (16bit
channels do not need to be added). You only need to set the Fine channel number in
the corresponding function in the table: the Coarse of each parameterin the table

refers to the channel number, and Fine refers to the 16bit channel number of the
corresponding parameter. If there is no 16bit channel, it defaults to None;

Next, set the initial value of each parameter (Default), which ranges from 0% to
100%, so the setting should be based on a percentage value; You can view the
detailed description of the DMX channel for the lighting fixtures, view their initial
values, and set:

1) Iris - Open -50%

2) Pan - Center -50%

3) Tilt- Center -50%
® Next, set the Highlight value, which is a personalized feature that allows the lamp
to emit white light directly without affecting the pattern, etc. Of course, you can also
customize the style:

1) Color1- Open -0%

2) Prisma1- Open -0%

3) Dim - Open-0%
In this way, the lamp library is basically completed. Close the lamp library editing
window, add lamps, and connect them to test whether the new lamp library can be
used normally.
@ If there are no physical lighting fixtures, you can check whether the output Dmx
value is correct through the Dmx window during control.

_31_



3.15. Media Player

® Media players can play various audio and video formats, such as MP3, WMV,
MP4, AVI, MPG, etc.

e Click on the blank space on the screen to open the window: Other ->Player, as
shown in the figure:

> Media Player

+ lautoOl.mp3

® Click on the add icon button in the upper right corner to add the audio or
video you want to play.

® \While playing audio and video, you can also synchronize to the time code
by simply opening the time code synchronization button (second from the
left of the bottom button).
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3.16. Scratch

® Scratch is an extension function for naming objects. When naming objects, you
can choose to name them with Scratch, such as command sequences

e Enter the command: Assign Assign Seq 1 Please. In the pop-up input box, select
the Scratch mode:

‘R Enter Mame for object(s)
2 Gl R G R L O R

Scratch |

Please

3.17. TEKMAND Multilingual Operating System

® Press Setup, select Console->Local Settings->Language and Region,
and select the corresponding operating language.

Screen Options ¥ | Locale 1 English

Local Settings UI Filter Effect

Global Settings Auto Fader

Midi Show Control Non-motorized Fader Match
Software Update Trackball(Pan/Tilt) Sensitivity
User+Profiles Setup Trackball(Mouse) Sensitivity

Wing Setup Wheel Sensitivity

Display Settings Highlight Fader

Dimmer Wheel




3.18. Resolution (LINUX NANO)

® Press Setup, select Console -> Screen Options -> TKM Main, and choose the
corresponding resolution.

v3.9.68.24

3.19. Desktop skin

® Press Setup, select Console ->Display Settings ->Desktop Skin, and choose
the corresponding skin.
: Console
v3.0.68.24

~| | Desktop Skin

b Font Size

lDlsktup Background

|Global Settmgs [Dnsklnck Background

Tactile

Gray Tone
Dark
Turquoise

Honorable Black




3.20. Pool slip menu

® Press Setup, select User -> Settings -> Slip menu, and turn on the slip menu
function.

® In the user-defined area, open objects such as Pool Effects or Presets
Dimmer. On the edited effects or saved presets, slide the mouse down to
pop up alist, and select the desired function "Save - Command - Delete -
Edit - Move - Assign - Copy".

Delate

Edit

Move
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4 .TEKMAND network

4. 1. TEKMAND network connection

® Press Setup and select Network -> Tekmand Network Control. This menu is
mainly used to create or join workgroups, as well as invite or disconnect other
workstations.

e 1921684 213 | Standalone T elimand 370100

NAMO(Linux) 1&)

TEXMAND [fifd 100

el TEKMAND [T1 1000
onPC(Windows 100

@ Display the current status of the control console;

® Display the currently started Sessions, and "Not Connected" displays
workstations that are not currently joined to the Sessions ;

® Display the workstation of the currently selected Sessions. The Sessions list
displays the number and name of the Sessions. The status of the control panel will

only be "master”, "slave", or "independent". Corresponding workstations in the
Sessions, including IP address, status, name, version, type, and other information.

4.1.1.Setting options:

@® Sessions number: Set the Sessions number between 1 and 32, and
cannot set a number thatis already in use;

@ Name: Set the name of the Sessions ;
® Password: Allow password setting;

@ IP: The IP address of this machine must be modified without connecting to
the Sessions; After modifying the IP, it takes effect after restarting;

® Name: Local name;

® Priority: Priority setting; This determines who will be the host when the
hostis disconnected;
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@ Invitation: When enabled, other Sessions can directly join this machine. If
disabled, local operations must be performed to join the Sessions;
Create/Join Sessions : Join the selected Sessions . If no Sessions is
selected, create a new Sessions ;
® Exit Sessions : Disconnect or exit the Sessions ;
Inviting Sessions : Inviting workstations to join the current Sessions ;
@ Disconnect Sessions : Remove the selected workstation from the current
Sessions ;
® Limit 100M: Limit the network speed of the console to 100M (commonly used
for NANO's workgroup to unify the network speed to 100M) ;
® Interface settings (LINUX NANO): View the console interface and wireless
network connection.

1) View the console interface.

2) Wireless search window, wireless network connection.

1 [

"3

! [ — v Fmaa | Mm M CHE

SR | e
(EpFT L] ol as0a LLEa] Bt ]

[EEL 95550 0 (R0 10erT RS [RERLLES L

i hehnail 1HLEERA

4.1.2. Wireless connection

@® Click the Wlan button to pop up a wireless search window.

® Click the open button.

® Click on the name and enter the password.

® The bottom of the name displays' connected ', and a check mark' ¥ 'at the
end indicates a successful connection.

® Select the refreshed IP from the IP listin the TEKMAND network control
window, restart the console, and successfully apply.
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4.2. Connectionto DPU
4.2.1.Connectionto DPU

® The IP of the DPU and the IP of the control console must be in the same

network segment, and the software version must be consistent in order to

connect and use it normally.

® The DPU can expand parameters and output from the DMXs, and share the

data processing of the control panel.

Specific steps:

@ From the console, enter Settings->Tekmand Network Configuration->DPU;
1) The open window is shown in the figure:

%;'[LJIJ‘-"?-JEYWWF /TEKMAND Network Configuration

® Click the Add button, or right-click New;
1) Pop up a list of DPUs connected to the network, such as:

Select Station

MNarme
) 4C 4B ED B2 192168.4.224(DPU) TEKMAMND
QD ECACACFEA 28 1921684 228(DPU) TEKMAMND
74 D4 35 82 FE Ab 1921684 226(0PL) TEKMAMND
0013953C6A 4B 1921684 238(0PLY TEKMAMD
0011 22 33 44 03 1921684 236(0PLY TEKMAMD

® Click to select the DPU to add. If no DPU is displayed in the current list, it is
possible that there is no Normal connection or IP address error;

1) After adding DPU, the window will display as shown in the figure:
s.=u4 /Network/TEKMAND Network Configuration b

)PU Distnbut
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@ Sessions members;

1) The console starts uploading data to the DPU, and then the row
corresponding to the DPU in the table will turn green, indicating a successful
connection.

4.2.2. DPU Port Configuration

e The DPU has a total of 8/16 DMA ports, which can be configured as input or

output.

e Specific steps:

@ From the console, enter Settings->Tekmand Network Configuration->DPU;
1) The open window is shown in the figure:

_et[;p_fl\l etwork/TEKMAND Network Configuration

DPU DistributedProcessingUnits

e Wersion XLRA ) Speed

Yas 391114 1 . ] 100

MNew

®@ In this window, the configuration information of each port can be displayed.
Right click on any port to modify its configuration;
1) The open DMA port configuration window is shown in the figure:

Universe

® Set "input, output, or off" in port mode, and set the corresponding matching
line for the line number.
1) The status of each port can be seen on the DPU, as shown in the figure:

2) Green represents output, yellow represents input, and gray represents off.
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4 3. Art-Net Connection

4.3.1.Connection

® Specific steps:
@ From the console, enter Settings -> Network -> DMX Protocols -> Art-Net
1) The open window is shown in the figure:

etup/Network/DMX Protocols

Artnet Shownet

® Click the add button or right-click to create;
1) Pop up a list of Art Net connected to the network, such as

Select Mode

IP Mame

| 2168199180 TEKMAMDMNODE
00 00 00 00 00 00 2.255.255.255 ARTHET




® Click to select the Art Net device you want to add. If there are no Art Net
devices displayed in the current list, it is possible that they are not connected
properly;
1) After adding the Art Net device, the window will display as shown in the
figure.

[S¢tip/Network/DM

2) Set the console to "Master Section", activate Artnet to "yes", and Artnet
output activate to "light up".

3) Mode: outputunicast or outputbroadcast mode can be set.

4) Upload data from the control panel.

4.3.2.Art Net Port Configuration

@® The port configuration is normal, with the output portin green font and the
input portin yellow font.

® The network configuration line is the same as the ARTNET device.

® The subnet value ranges from 0 to 15 and remains the same as the ARTNET
device.
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Qutput

Local Universe

Art-Net Univerze Art-Net Universe

Protocol 2 Protocol

Merge Mode 2 Merge Mode

@ Output/input port configuration, as shown in the figure:
1) Output/Input: divided into open and closed states.
2) Local universe: The line value of the lighting fixtures connected to the
control panel, with a value range of 1-512.
3) Art Net universe: The port number of the TEKMAND Node device, with a
numerical range of 0-15 (cannot have the same port value).
4) Protocol: divided into Art Net protocol and sACN protocol.
5) Merge mode: divided into HTP and LTP modes. Set the port mode to
"input, output, or off", and set the corresponding line number to match the
connection line.

Attention: Two local lines of the same device cannot be assigned to one Art Net
line at the same time, which may cause conflicts with unclear message
transmission.
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4. 4. RDM Search

4.4.1.0pen RDM Devices

® Click on Settings -> Patch & Fixture Schedule -> RDM Devices to open the
RDM Devices window.

[RD# Devices

4.4.2.Use RDM Devices

[RD#1 Devices

It T [
FixtureTypes . RDM Fiktures

Manufacturer _ Devicehode Coun | i evio vic ice DMIX Matched Patc
. adal Lahel Pacsonsity__ Address Euxtuce g

FINE ART
05EFOBLOBSC . [ NE LS3T LED Pl 1 O02FNELSI7PIX 1170

1. Click on Settings -> Patch & Fixture Schedule -> RDM Devices, and the RDM

Devices window will pop up.
2. Click search, and the FixtureType interface will display all RDM FixtureType

by default.
3. Open the RDM device selection list, select the desired RDM device, and

display the type of RDM FixtureType connected to the device.
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4. Select the Fixture on the RDM Fixture interface, click on Identify, and the
indicator light of the RDM Fixture will flash, indicating that the connection is
normal.

5. Select the Fixture on the RDM Fixture interface.

6. Edit channel mode and remotely change the channel mode of RDM fixtures.
7. Editthe DMX address and remotely change the DMX address of RDM
fixtures.

8. Edit the connection address and change the DMX address of the
performance fixtures.

9. Edit matching fixtures to match the DMX address of RDM fixtures with the
DMX address of performance fixtures.

10. Edit and match the fixtures, open the matching fixture window, select the
DMX address that needs to be matched orfill in the fixture number/channel
number, click match to match the DMX address of the RDM fixture with that of
the performance fixture, as shown in the following figure.

Match to TKM Fixtur

Fixture ID : L Channel 1L :

Fixture Id Channel Id Marne Break 0

FIME 1537 PIXIE 1 1.001 {(169)
FIME 1537 PIXIE 1 1170 (169)

Match

11. The bottom interface of the RDM fixture, where the address and number of
channels are consistent, indicates a successful match and is displayed in
green. Otherwise, itis displayed in red.

81
169 Matched

: O5EF / FINE ART

nality count 3, SubCevice count 256, Sensor count 4
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4.4.3.Use RDM Devices

® The steps for using the RDM parameter window are as follows.

RDM Paramerets: ‘FINE ART; FINE 1537 LED Pixie’

PID Parameter

0080 LANGUAGE

0202 RECORD_S|
0401
0402

LAMP_HOURS

AMP_STRIKES

0403 AMP_STATE
AMP_ON_MODE

POWER_CYCLES

0404

DISPLAY_LEVEL
PAN_INVERT
TILT_INVERT

PAN_TILT_SWAP
POWER_STATE
PERFORM_SELFTEST

ANGUAGE: Languaga capabilities paramater are used. Changes the language of the messages

Delete

1. Click on Settings -> Patch & Fixture Schedule -> RDM Devices -> RDM Info, and
the RDM Parameters window will pop up.

2. Click 'Add' to bring up the window for adding RDM parameters. Select the
parameters that need to be displayed, as shown in the following figure.

Add RDM Parameter

PROXIED_DEVICE! STATUS_ID_DESC ‘CLEAR_STATUS_I PRODUCT DETAI DEVICE_MODEL_D FACTORY_DEFAUL LANGUAGE_CAPA
COUNT RIPTION D L_ID_LIST ESCRIPTION BILITIES
= i BOOT SOFTWAR DMX PERSONALI SLOT_DESCRIPTI DEFAULT SLOT_V SENSOR_DEFINIT
= ,D""f Ll E_VERSION_ID TY DESCRIPTION L ON ALUE
F F iF RECORD._SENSOR | npvice HOURS — LAMP_HOURS =~ LAMP_STRIKES =~ LAMP_STATE  LAMP_ON_MoDE DEVICEPOWER.C
Clear| [Home | End L] YCLES
DISPLAY_INVERT DISPLAY_LEVEL  PAN_INVERT TILT_INVERT  PAN_TILT_SWAP “EAL-T'::'E-ELOC IDENTIFY_DEVICE
% <
4 RESET_DEVICE POWER STATE FERFDR;“’SELFTE SE[F’TE:JCEzES(R Add All




3. Click delete to remove parameters that do not need to be displayed.
4. Select the options that need to be classified and displayed in the display
selection list.

@® Show All: The RDM parameter window displays both modifiable and non
modifiable parameter items.

® Show Only set: The RDM parameter window only displays modifiable parameter
items.

® Show Only Get: The RDM parameter window only displays unchangeable
parameter items.

5. Inthe RDM parameter window, select the parameter whose value needs to be
changed, and edit the value column to change the value.

4.5. More content

® More teaching content can be viewed in the TEKMAND software by opening a
window -> system -> help as shown in the figure.

Add Moving Lights

louble dick

1500_performan

e into Fi qua b ease”. That menas the first fixture is
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