
 

Quick Start Guide to using Light Converse 

along with Pangolin LD2000 and BEYOND 

 

 



First Steps 

Regardless of when or from whom you purchased Light Converse, we recommend you do the 

following steps before going further: 

 

1. Go to this location and download the latest version of Light Converse software. The 

download page can be found here: http://lightconverse.net/lc/download-l.htm 

(Note that you should download the “full distributive” version, generally located near the top 

of this page.) 

2. While at the downloads page, also download the Light Converse User Manual.  

3. Insert the Light Converse Dongle that you received from Pangolin (or purchased through 

Light Converse) before executing the Light Converse installer. Once the Light Converse 

installer begins, follow the instructions to register the software. 

4. Note that during the installation process, you’ll be asked to choose a pin number. This is 

important, and you will use this PIN number every time you run Light Converse.  

FOR EASE WE RECOMMEND THAT YOU KEEP IT SHORT. However, because it also 

functions as your account security PIN online, if you make it too short, security may 

be compromised. It's all about balance...  

This is the screen you should now see every time you start Light Converse: 

 

5. At this point you need to enter your pin code. If you get the pin code wrong, Light Converse 

will exit and you’ll have to start it again.  



Initial screens, and testing Light Converse 

Once you’ve successfully entered your pin, you’ll see this screen - Choose Onboard Control 

for maximum options.  

 

 

“Visualisation only” is an option you can choose once you have created your own custom 

room. 

 

The difference between “onboard control” and “visualization only” is that “onboard control” 

allows you to edit the room and fixtures wheras “visualisation only” is purely for visualizing 

an environment. 

 



Loading an existing layout (database) 

Before building your own room and layout, we would first recommend you load the supplied 

Pangolin Demo Database and use the supplied  LC Player program to play a laser show first. 

This will confirm you have Light Converse correctly installed and there are no communication 

issues with the Windows Firewall. The next few pages describe the process. 

To proceed, in the upper right corner, click on the word “Select”. This shows a dialog box that 

contains all of the existing layouts (databases) that come with Light Converse. You  will want to 

start off with the “OEM_Pangolin” layout. So highlight that and click the button labelled "Select 

Database Folder" located at the bottom of the window. 

 

 

 



You should now see a room laid out as shown in the screenshot below: 

 

 

 

 

 

IMPORTANT: Before proceeding further to the next page, which tells you how to 

start LC Player, make sure LD2000 and Beyond are NOT running as they will 

conflict with LC Player and prevent you seeing an output. LC Player is designed to 

be run on its own with Light Converse. You can start the other programs later once 

you are finished with LC Player.



To test Light Converse, start the LC Player program, which is included.  

 

This can be found by going to the Windows Start Button > All Programmes > Light 

Converse > LC Player. Alternatively, it can be found installed in the Light Converse 

Folder on your main hard drive. Click the LC Player link or icon. 

 

 

Once you've started the LC Player, you will need to load a laser file by clicking on the 

Open File button. Several laser files are included.  

 

 



Select one and then once the laser file is loaded, you can press PLAY, and the LC 

Player program will send the laser information from the file to Light Converse. Note 

that you can click on the Settings button, and change the laser number where the 

information is sent, as well as other settings. However, you should find the default LC 

player settings usually work "out of the box" with Light Converse on most PC's. 

In the LC Player, the playing show should look similar to this: 

 

......and you should see something similar to this in the Pangolin Demo Room: 

 

Note: For the demo, the show will display as beams even if it has graphical content as 

the demo room layout doesn't have a scrim or projection screen built in. However, 

these are items you can add when you build your own room later if you wish to display 

graphics. 



Creating your own layout (database) 

 

Once you have verified that the default Light Converse layout can visualize lasers using the LC 

Player, you can create your own model of a space, and then visualize it at your office or a 

client’s office. This can be a model of a client’s Nightclub / Theatre / Hall / Stadium etc.  

1. The first step is to close LC Player . Then simply,  follow the instructions below: At the top 

right hand side of the screen you’ll see a panel of buttons: 

 

 

2. Click the bottom button “Create” and you’ll see this dialog box: 

 



 

3. This is asking you to create a folder that your layout (what Light Converse calls a 

“Database”) will be saved into. Enter a name you wish to use for the current layout (for 

example, “In House Visualization”). 

4. A brand new, blank layout will be created, and you will see a blank screen that looks like 

this: 

 

 

Although this only has the word “BACK” this is normal for Light Converse. What you are seeing 

is the rear (back) wall of a room that also has left and right walls, a floor and ceiling, etc. These 

are not visible initially. 

5. You now need to create your room. Click on the “Room” button at the top right hand side of 

the screen. 

 

 



6. You’ll now  see a screen like this: 

 

 

7. You’ll notice that in the bottom left hand side of the screen, there is a scroll box with a tab 

called “Object” highlighted. This is the box that lists all of the objects in the room. The 

default objects, such as the “back”, “front”, “floor”, “ceiling”, etc. are all there, but they are 

located at the very bottom of this list so you need to use the scroll bar to pull it down. 

 

 

Click “Back Wall” and it will turn red in the list.  The red means it’s selected so that’s the 

 object you will be working on. 



 

8. Click the “Material” button located to the bottom right of the scroll box and you’ll get a pop 

up window containing textures and other options: 

 

 

9. The small tab next to the green arrow at the top can be grabbed and used to reposition the 

window on the screen should that be desired. 

 

Grabbing the large tab at the top, closes the window. Should you do this accidentally, click 

the material button once more to re-open it. 



10. Next click the “texture” button at the bottom of “Texture1” in the new window. This will open 

another dialog box that looks like this: 

 

 

 

11. You’ll see a list of categories down the left hand side categorizing materials by type and the 

textures within that category down the right hand side. 

 

12. Select a material type, by clicking on the category and from there you can then select an 

individual material by scrolling down the material window and then clicking on the material 

you want to select. You then finish by clicking the close “X” at the top (the close "X" window 

icon also saves the selected texture). 



13. You will now see a screen like this: 

 

 

14. In most cases, the background texture (in this case bricks) will be totally out of proportion 

to the size of the wall in your venue. You can adjust the size using the “Tiling” controls. 

Click on the arrow at the end of each control to increase or decrease the value and thus 

the size of each brick. To make large adjustments hold the arrow down and use the scroll 

wheel on the mouse to make the adjustment. 

15. Once you have adjusted the bricks in size, you’ll end up with a background like the one 

above. Click the “X” at the top of the window to save and exit.  

16. You now have your back wall.  



Navigating around the scene 

17. You can navigate around your world by clicking on the eye like symbol at the bottom right 

hand side of the screen and holding the left mouse button down while you move around or 

zoom in or out. You can also use the arrow keys on the computer keyboard.  

18. Right clicking over the eye symbol will bring up a further menu allowing you to adjust the 

ambient light setting for the current window along with the level of smoke, amount of wind, 

the field of view and several drawing quality options. These options are discussed in 

greater detail later on. 

19. The ability to change the ambient light level in each window individually is useful as it 

allows you to set a high level of light in construction windows to make it easier to see what 

you are doing but a lower level of ambient light in the viewing window giving maximum 

brightness to your show simulation. 

20. As the motion and quality options are complex, please see the Light Converse manual for a 

complete description about navigating around and setting the quality of drawing in the 

virtual world you are creating. 

 

 

 

You can see in this instance from the picture above that we’ve used the control to zoom out 

and you can now see the other surfaces in the room.  



 

21. You will now want to repeat the action you just did, choosing materials for the floor, ceiling, 

front and walls as before. 

22. When you do, you’ll end up with something like this (you can choose the materials to match 

your environment): 

 

 

 

23. You can adjust the size of the room using the “Room Size” controls in the far right hand 

bottom corner. 

24. You can add other objects or features to your room by clicking on an empty number in the 

Object list then clicking the “Browse 3D Model” button and selecting additional objects from 

the list. The objects can be rotated, moved and resized using the controls in the main 

window to the right of the Objects box. These controls adjust the currently selected object – 

the one highlighted in red.  You can also assign objects to different layers. 

(See the Light Converse manual for detailed instructions on how to add / move / re-size 

objects, assign them to layers etc as this detail goes beyond the scope of the Quick Start Up 

Guide.) 

25. You’ll need to select and add at this stage some trussing or a stand for the laser we are 

going to add later. Due to the large variation in size and shape, no preset stage exists so a 

stage needs to be created by selecting a suitable base shape eg the cube shape from the 

Objects Menu, and applying the size controls to re-shape it into a 3D shape of the size, 

width and height you require to match your venues staging.  A stand can be found by 

clicking “Browse 3D Model” then clicking “Explorer” at the top right hand corner of that 

window then navigating from there to the “Meshes” folder, and then finding the Model 102 

folder and opening this and then double clicking on FORK. For trussing, most trussing is 



listed in the Object Preview window. You may need to add multiple items (truss 

components) to build a truss. 

 

Regardless of the object you choose, such as trussing or a stand, you will need to rotate and 

re-size the object so it stands upright on the ground in the position in the room where you want 

it to be. See the Full Light Converse Instruction Manual  for detail of how to move / rotate 

objects and also how to apply a new material (HINT: you need to click “Default” and change it 

to “off” within the Material window to apply your own texture to an object). 

26. Once you’ve finished your room, click the “Save and Exit” – yellow button at the top right of 

the screen. 

 

Adding a laser into the room 

27. Adding a laser into the room is done in the same way as adding DMX-controlled objects. 

Click on the “DMX” Button top right of the main window. 

 

 

 

28. This will take you into a similar window to before: 



 

29. Now click on an empty number in the list on the bottom left hand side then click the yellow 

“Browse” button: 

 

 

 

30. You’ll get a menu up similar to the one you saw in the Room window except this time it will 

contain a list of fixtures. Scroll down in the list to find the laser projector. The generic laser 

projector is item number 250 if you sort the list by number.  

 



 

 

31. Click Apply. You’ll now find a laser appears in the room pointing down at the floor. 

 

 

 



32. You can now adjust the rotation and position of the laser so it sits on top of the stand facing 

the front (using the rotate and move controls as before). 

 

 

 



33. Now you need to make sure it accepts an input from Pangolin Software. To enable input 

from Pangolin software we must click the “Laser” button located below the yellow “Browse” 

button to the right of the object list. This will bring up a screen that looks like this: 

 

 

 

From here you need to select “A – Pangolin” in the top list, then click “Apply”. 

 

For a single laser, we can now proceed to checking the DMX settings below. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

However, if we want to add multiple lasers, then there are additonal steps we need to take in 

addition to adding stands and additional lasers physically to the room. 

 

For multiple lasers, when you click the "Laser" button and bring up the screen shown above, each 

laser should be listed on a separate line in the fixture list as in the screenshot below - there are 3 

generic lasers listed here, one instance for each of the 3 lasers located in the room: 

 

 
The laser highlighted in Yellow, is the laser that's currently selected. 

 

In this new window, the number to the left of the laser's name eg Laser Generic, is not it's position 

in the list but it's "Fixture Number". This is important because unless we want all the lasers to 

display exactly the same output, we will need to tell Beyond later to which fixture number it should 

send each Zone's output. In order to do that, we need to know the fixture number of each laser 

and each laser needs to have it's own unique fixture number. 

 

In the list above there are 3 lasers in the room and 3 lasers in the list. However, what if the number 

of lasers in the fixture list is less than the number in the room? 

 

In this instance you need to exit the fixture list window and then click on the name of one of the 

missing lasers in the list in the main window to highlight it in red. Reclick the "Laser" button in the 

main window and the fixture list window should appear once more. By clicking in an unoccupied 

slot in the fixture list, the missing laser should now appear in that slot and be listed. This action of 

closing and saving the list and then selecting a missing laser, re-opening the list and clicking in an 

unoccupied slot to add it, can then be repeated for all of the missing lasers until the number of 

lasers in the room and fixture list are the same. 



 

What if I want to change a position of a fixture in the list? At the moment we have yet to set the 

fixture numbers in Beyond, so there should be no need to reorder lasers in the list. However, 

should you need to reorder the list for any reason, it can be done by dragging the laser you 

currently have selected in the list up into a slot elsewhere in the list where it will change places 

(and thus fixture number) with the laser currently listed there. 

 

Once we have listed all of our lasers correctly in the fixture list, we  now need to check the DMX 

settings are correct. 

 

When using laser visualization data from Pangolin LC Player or Beyond or LD2000, we 

want DMX Input and Output set to "Disable". You can check these settings by clicking the 

"DMX Input" and "DMX Output" buttons near to the "Laser" button and ensuring they are 

set to disable: 

 

 

 



Having added our laser(s), and configured our custom built room, we are now ready to 

configure our Pangolin Software to work with Light Converse.



Sending laser information from Pangolin programs to Light Converse 

 

FIRSTLY. MAKE SURE YOUR LC PLAYER ISN'T STILL RUNNING AS IT WILL 

CONFLICT WITH LD2000 AND BEYOND AND PREVENT YOU SEEING AN OUTPUT.  

 

If it is running, close it down now. 

 

Light Converse requires the laser data to be sent to it from another program. At the beginning of 

this guide, we covered how to use the little LC Player program. The LC Player can be handy to 

make sure lasers are working in Light Converse, but the LC Player is also very limited So, 

Pangolin supports sending laser data from LD2000 and BEYOND. Each of these is described 

below.  

LD2000-series programs 

To visualize Light Converse using any of the LD2000 family members (including LD2000, 

Showtime, LivePRO, Autoplay, and all self-written programs using the LD2000 SDK), you will need 

to first start the LCGateway.exe program. This is available as part of the LD2000 software 

installation and can be found in the same folder where the LD2000.EXE program is located. If you 

do not have this program, please contact Pangolin to obtain it. 

Once the LCGateway program is running, it allows each LD2000 projection zone to be sent to a 

“Device” within Light Converse. You can also choose “No output” if you do not want the output of a 

particular projection zone to be sent to Light Converse. 

When the LCGateway program is running, you will see a white triangle with green background, 

indicating that laser output is being sent to Light Converse from that zone. When zones are idle, 

the background is blue.  



 



 BEYOND 

To visualize output from BEYOND, click on the VIEW menu, and then click on  "Enable 

Visualization via External Software".  

To preview  a cue simply click on it or if you have loaded and pressed play on a show in the 

timeline window, click “Show it Now” 

 

Once you have activated visualization through Light Converse using one of the methods  

mentioned above, you should see the laser output appear in Light Converse: 

 



For a single projector show, this is all you need do. 

For a multiple projector show, unless you want all the laser in Light Converse to show the 

same output, you must now configure the Zones in Beyond so that Beyond knows to which 

fixture it should send the output from each Zone. 

 

Before, going further here, it is assumed you have learnt the basics of Beyond and the use of 

Zones and so whilst constructing your show, have assigned different output Zones to different 

projectors, cues or tracks on the Timeline. If you haven't taken this step, then it is 

recommended you read the Beyond manual and get familiar with the concept of Zones as 

these are vital to both realtime shows and simulation in external visualization programmes 

such as Light Converse. 

 

So, assuming you now have a Timeline with Track or Cues assigned to different Zones (and 

thus projectors), you must now configure each Zone to tell it which projector (or in this case 

fixture), it's output is assigned to. 

 

To do this, in Beyond you need to go to the "Settings" menu at the top of the main window and 

select "Projector Zones" from the drop down menu. You should now have a pop up window 

that looks like this and lists all the possible Zones that currently exist / have been created: 

 

 

You can see to the left of each Zone, the physical real world projector each Zone is 

assigned to. What we now need to do is mirror the real world in our virtual Light 

Converse World, by telling each Zone, which Fixture in our Light Converse World, 



corresponds to the equivalent projector in our real world scenario. We do this by 

selecting each Zone we are currently using in turn, and selecting the "Advanced Tab" 

on the currently selected Zones' Setting Page. 

 

In the "Advanced Tab" 1/2 way down the window, there is an area headed "External 

Visualization": 

 

 

Below this there is a dialogue called "Fixture Number" with a box that allows you to 

select a number using up and down arrows.  

 

This box shows the number of the fixture currently selected as the output destination 

for this Zone in Light Converse (if set to Zero, then no fixtures are selected). In the 

example above, you can see that this Zone is assigned to Projector 2 in the Real World 

and Fixture 2 in the Light Converse world. This is because the position of fixture 2 in the 

Light Converse World is the same as projector 2 in the Real World. However, these 

numbers do not have to be the same. What you're aiming to do is ensure that the fixture 

you output this Zone to in the Light Converse World, is in the same position in the this 

world, as the actual laser projector that this Zone outputs to in the real world, so that 

your simulation is realistic. The actual numbers are irrelevent so long as the fixture 

number corresponds to a fixture in the Light Converse world that is in the same position 

as the same projector the Zone outputs to in the real world. 



 

Having selected the correct fixture number for this Zone, you can then click "OK" and 

repeat the fixture selection for each Zone in turn that's in use in your show. 

When that is complete, what you should have is a show that outputs in the Virtual Light 

Converse World in exactly the same way it would in the Real Physical world thus giving 

you the correct output from each projector and a totally realistic simulation of your laser 

set up / shows. 

 

You now deserve congratulations, as you’ve now created your first room with working 

laser (s)! 



Adjusting room brightness (ambient light) and laser intensity 

You can adjust ambient light within the room by following these steps: 

1. Right click over the eye shaped symbol (next to the green arrow here): 

 

2. You will see a pop up window that looks like this: 

 

 



3. By adjusting the sliders you can adjust the Ambient Light Level, the amount of smoke, the 

amount of wind (air movement in the venue and thus the speed of the "Paisley" style 

patterns in the smoke) and also the field of view. Clicking to Exit this window auto saves 

the changes. (Note: When exiting  the Light Converse program, you still need to save these 

changes to the whole model, by saving the whole layout / database  otherwise they will be 

lost.) 

You can also adjust the intensity of the laser to give a realistic representation of your power of 

laser. To do this click on the round “DMX” button top right: 

 

 

This will now bring up the main fixture window once more: 

 



4. To adjust the laser we must highlight the laser we want to adjust in the object list to the left 

hand side of the screen so that it’s highlighted red in the list, and then click the yellow 

“Browse” button to the right of the object list. This will bring up a screen that looks like this: 

 

 

 

5. Your laser fixture should be highlighted in the list to the right hand side of the window – in 

this case it is and is listed as fixture 250 (this number is irrelevant for our current purposes).   

6. At the bottom left hand side of the window (by the green arrow in the screenshot above), 

you will see a button labeled “Constructor”. Click this. 

7. You will now get a brand new full page window up labeled with the name of the laser in the 

top left and corner, in this case laser generic: 

 

This is the window that controls some of the basic elements of the laser’s properties. 

 



8. To the right of the screen next to the green arrow you’ll see two adjustment sliders, one for 

LUX (brightness) and the other for angle.  There’s also a display showing the brightness in 

Lumens. 

9. By sliding the LUX slider and increasing the LUX value the number of lumens increases 

also. (The lumen number being another way of measuring brightness).  Narrowing the 

angle of projection increases the available number of LUX / Lumens on the scale because 

by concentrating the beam through angle you are increasing its brightness. Therefore by 

adjusting these 2 controls, it should be possible to achieve a realistic brightness in the 

model representative of your laser. However, it is not possible to give a definitive guide as 

to LUX values versus Laser Wattage as most laser manufacturers don’t give away such 

data and you would need the angle value as well. Therefore it is suggested you play 

around with adjustments until you are satisfied you have a true representation of the 

brightness of your individual laser in the model. To this end, I suggest leaving the angle at 

45 degrees to start with and only narrowing it if you are unable to get enough brightness 

from the LUX scale at 45 degrees. This keeps the adjustment procedure simple. 

After you have made your adjustment and want to exit this window to view your newly 

adjusted laser, click “Exit” near the top right hand corner of the task bar and then choose 

“Save” or “Discard” from the pop up confirmation box depending on whether or not you 

want to save the changes you just made 

The fixture window that is left behind this can be exited by clicking the “X” at the top of that 

window. 

This should now return you to the main viewing window and if LC is receiving a signal from 

the connected Pangolin product, then you should now see your laser displaying the chosen 

cue or show at the brightness you selected (assuming you chose to save the changes you 

made). 

If you wish to make further adjustments to the intensity of laser, just follow these 

instructions again and adjust the number of LUX or the angle once more. You can keep 

repeating these adjustments until you are satisfied with your output levels. 

 

Congratulations, you should now have your first realistic creation! 

However, one final thing - again a reminder, don’t forget to save your layout / database project to a 

created folder when prompted to do so when exiting Light Converse, so that all your hard work 

isn’t lost. 

Having made your basic room, you can now create more complex rooms and make more complex 

adjustments through Light Converse to give a totally customized and realistic environment – 

please see the Full Light Converse manual for details of how to complete these more advanced 

actions. 

 



 

Trouble Shooting 

 

What to do if you are unable to get an output in Light Converse: 

 

1. Check that you only have one Pangolin Laser Control product currently running (executed) on 

your pc. 

 ie ONE of the following: 

  i)    Beyond 

  ii)   LD2000 

  iii)  LC Player 

 If you have more than one currently running (executed) you may be experiencing a conflict. 

 Close ALL the programs and restart Light Converse with just a single Pangolin product. 

 running (executed).  

 Please Note: It's perfectly OK to have more than 1 Pangolin Product installed on your PC 

 but not running. A conflict is only likely where more than 1 product is trying to output at the

 same time. 

 Please Also Note, Pango Bright doesn't count and can still be run along with LC and 

 another Pangolin Product as it's not a laser control product. 

 

2. Check all of the laser configuration steps contained on pages 21-24 in this guide 

 

 ie. Make sure you have: 

  i)    A generic laser selected (usually model 250) 

  ii)  The Laser is Assigned to the "Pangolin" input 

  iii) DMX Input and Output are disabled 

 

3. Check that you have enabled Laser External Visualization in your LD2000 or Beyond Product - 

Instructions for this can be found on pages 22 and 23 of this guide. 

 

 



4. Check to make sure that in the main Light Converse Window in the Visualization, that neither 

the "Blackout" or "standby" buttons are selected. They are red when selected and grey when not. 

If selected, deselect them, as either of these buttons will prevent you from seeing an output. 

 

 

 

If the above still fails to solve your problem then, you can also find answers to problems and ask 

questions about Light Converse on the Light Converse Forums: 

http://lightconverse.net/lc/lc_forum.htm 

Please note:  

Pangolin produce a FREE Award Winning screen brightness control utility that can be used to set 

screen brightness during a REAL performance without affecting your monitor settings. (It is not 

recommended for use during LC Visualization as LC has its own brightness controls, although it 

will run quite happily alongside LC and ALL Pangolin products). 

There is more information on this FREE product here with details of how it works: 

http://www.pangobright.com 

 

 


