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Introduction  

Lighttoys Composer 3 is a light composing software from Pyroterra Lighttoys, created from the 

ground up to help you with the design of light patterns and image sequences for your Visual Poi and 

FT devices. With its intuitive interface and powerful feature set, we are convinced it will empower 

you to create amazing light performances with your Lighttoys equipment! 

This manual will guide you through the installation of the software and explain how to use all the 

features of Lighttoys Composer 3 (ŦǳǊǘƘŜǊ ŀōōǊŜǾƛŀǘŜŘ άLtComposer оέ). 

System requirements  

LtComposer 3 is available for both Windows and macOS operating systems. Our team successfully 

tested its compatibility with the following OS versions: 

¶ Microsoft Windows 7 and higher 

¶ Apple OS X 10.10: Yosemite and higher 

LtComposer 3 relies on the use of Open Graphics Library (OpenGL) and its shading language. Please 

make sure that your graphics card is running the latest driver from the graphics card manufacturer 

with a minimum support of: 

¶ OpenGL 3.2 

Compatible devices  

LtComposer 3 is currently compatible with the following products from Pyroterra Lighttoys: 

¶ Visual Poi V3 and V3 MINI 

¶ Visual Poi V4 MINI, CLASSIC, MAXI 

¶ Visual Wand 

¶ all Lighttoys FT devices 

  



Visual Poi driver  

If you plan to use Visual Poi with LtComposer 3 on Windows OS, you might need to install a special 

driver first. If you are running a modern edition of Windows ς version 10 or later, you can skip this 

chapter. For Windows 7 or 8 please follow the instructions below: 

Connect one Visual Poi with a USB cable to your PC and turn the Visual Poi on with a long press of its 

power button. You should hear the familiar USB sound. 

In Windows, click the E button, type ά5ŜǾƛŎŜ aŀƴŀƎŜǊέ into the search bar όǿƛǘƘƻǳǘ ǘƘŜ ά  έύ and hit 

the Enter key. A new window will appear. Your connected Visual poi will be listed under the section 

άtƻǊǘǎ ό/ha ϧ [t¢ύέ. If you see a line: 

¶ Lighttoys Visual Poi (COM) ς you have already the correct driver installed, you can skip the 

rest of the instructions 

¶ USB Serial Device (COM) ς the driver is not yet installed, please continue below: 

Right click on the USB Serial Device and select Update driver: 

     
Device manager with attached Visual Poi and no driver installed yet 

If you cannot find the Visual Poi listed in the Device Manager window like shown above, try disconnecting and reconnecting the 

Visual Poi to your PC and watch for a new item to appear on the list. The new item on the list is your Visual Poi device.  

In the next window, select ά.ǊƻǿǎŜ Ƴȅ ŎƻƳǇǳǘŜǊ ŦƻǊ ŘǊƛǾŜǊ ǎƻŦǘǿŀǊŜέ: 

    
Driver installation process #1 



In the new window, select ά.ǊƻǿǎŜΧέ and locate the άŘǊƛǾŜǊέ folder that comes together with the 

LtComposer 3 software package, click OK and Next. 

      
Driver installation process #2 

 
A successful installation of the driver 

Visual Poi driver should be successfully installed. You can now use LtComposer 3 to control your 

Visual Pois and upload sequences into them! 



Installation & first run  

Installation of LtComposer 3 software is easy and straightforward, as is shown in the steps below for 

both operating systems. 

Windows PC  

First unzip the provided ZIP archive to your favorite location and then simply double-click the EXE file 

to run it. 

 
Starting of LtComposer 3 on Windows 

MacOS  

First unzip the provided ZIP archive and open the included DMG file in the Finder. In the new 

window, drag the LtComposer3 icon into the Applications folder in order to install it. 

 
Installation of LtComposer 3 on Mac 

After installation, run LtComposer3 from the Applications folder or from macOS Launchpad. During 

the first run, you might be warned that the application is downloaded from the Internet. Click 

άhǇŜƴέ. 

 
Security warning during the first run of LtComposer 3  



Lighttoys Composer  3  overview  

In this chapter we explain the layout of the LtComposer 3 main window and the different tools 

available to you as a digital artist. 

Layout  

¶ Menu bar ς menu commands for manipulation of projects, media and tracks 

¶ Media library ς catalogue of all available images (less than 400 pixels high) in your currently 

selected Image Library folder. 

¶ Preview window ς displays a nice visualization of the elements on the tracks. There are 3 

modes available, representing different situations ς Static, Animated, Vertical. 

¶ Toolbar ς contains useful tools for playback, zoom, undo/redo, etc. 

¶ Edit pane ς is used to fine tune the parameters of the selected element (image or FT 

element). 

¶ Track list ς a list of all your tracks ordered vertically. One track represents an image sequence 

for a single Lighttoys device. 

¶ Music timeline ς shows a music waveform of your opened music file. Supported formats: 

MP3 or WAV. 

¶ Status bar ς shows whether your Lighttoys devices are connected, status messages and other 

useful project information. 

 

 
Lighttoys composer main window layout 

  

Media 
library 

Preview 
window 

Track list Edit 
pane 

 

Menu bar 

Tool bar 

Status bar 

 
Timeline 

Music timeline 



Menu options  

File  menu  

All your media files, tracks, elements and markers (including 

LtComposer settings) are stored inside an *.ltp project file. You can 

save your project for future use and then open it to continue with 

your work. 

*.vpp project files from older LtComposer 2 are also supported. 

The *.ltp project file is a standard ZIP file and its content can be opened and 

extracted. The content can be also edited if needed (only recommended for power 

users). 

The Import command is useful for adding tracks from different project into your current project (to 

reuse some content). 

The menu ŎƻƳƳŀƴŘ άExport .lsfέ ƛǎ ǳǎŜŘ ǘƻ ŜȄǇƻǊǘ ȅƻǳǊ C¢ sequences for uploading with the legacy 

FT Loader application (no longer recommended). 

Media menu  

Media menu is used to select the active image library (folder with 

images for Visual Poi). Supported image formats are: *.JPG, *.PNG, 

*.BMP, *.GIF or *.TIFF in sRGB color space, otherwise the application 

ǿƻƴΩǘ show them in the media Library. 

To add a picture, you can use the Import command or add them 

manually in Windows Explorer or Mac Finder. 

Whenever you add some pictures externally, press Ctrl/  + R key shortcut to reload the 

Image Library, to immediately see the new pictures in the list. 

Load Music is used to open either *.MP3 or *.WAV music file. After opening, a nice waveform will be 

shown in the music timeline ς this is helpful for placing your elements in sync with the music. 

After opening the music file, it can take several seconds to finish the processing of the file and to show the waveform. This is 

ƛƴŘƛŎŀǘŜŘ ōȅ ǘƘŜ άōǳŦŦŜǊƛƴƎΧέ ƳŜǎǎŀƎŜ ǎƘƻǿn in the music timeline. 

Remove music is used to remove the music from the timeline, if you do not wish to work with it 

anymore. 

Edit menu  

Edit menu is to useful to undo/redo your last step (if you make a mistake 

and want to return to a previous state). You can also delete the selected 

elements from this menu. 

 



Track  menu  

Track menu is used to place a new track onto the track list, delete or duplicate an existing track. If 

you work with many tracks, it may be useful to click the Collapse View command, which will make 

the tracks 50% smaller. Click it again to enlarge it back. Also, if you work with many markers you can 

temporarily hide them with the Hide Markers command. 

Track menu also enables you to convert your simple FT track(s) into 

an FT AB track (two mini tracks instead of one, for FT products with 

A and B light segments). You can also split and existing FT AB track 

into two simple FT tracks. 

 
Difference between simple FT and FT AB track 

Device s  menu  

Device menu lets you check the status of all devices (FT remotes, Visual Pois, FT 

ǇǊƻǇǎΧύ ŎƻƴƴŜŎǘŜŘ ŜƛǘƘŜǊ Ǿƛŀ ¦{. ŎŀōƭŜ ƻǊ Ǿƛŀ ǊŀŘƛƻ όǿƛǊŜƭŜǎǎύΦ 

You can check the battery status, uploaded shows, firmware version and perform other service 

operations with the devices. 

Upload menu  

Upload menu opens a new window that facilitates the upload of prepared image 

sequences into your devices. This functionality will be described in full detail in later 

chapters. 

 
Upload dialog window opened  



Working with the application  

Using tracks  

To start composing your light sequence, you need to add at least one track to your 

project. This is done by clicking on the button άbŜǿ ǘǊŀŎƪέ on the toolbar. From the 

drop-down menu, select the type of Lighttoys device you want to use. 

There are 2 basic types of tracks ς an Image track (used for Visual Poi sequences) and an FT track 

(used for FT light sequences). 

Each track is identified by its track header, displayed in the top left corner of each track: 

    
Example of Visual Poi V4 CLASSIC and FT track headers 

You can change the type of the track at any time by clicking on the track header and then using the 

drop-down menu in the Track edit pane on the left side. 

To change the name of the track, double click the track header and edit the name to your liking: 

 

LtComposer 3 makes it easy to prepare light sequences for multiple Lighttoys devices, using the 

robust multi-track support. To add more tracks to your project, either click the άbŜǿ ¢ǊŀŎƪέ button 

again or select the menu bar option Tracks > New or press Ctrl/  + T. 

To reorder the tracks, click & drag the track header and move it into a new position: 

 
Reordering of tracks by dragging the track header 

Using e lements  

Elements are the basic building blocks that you use to create your light sequence. There are 2 types 

of elements, available by clicking on the blue tab under Media Library window: 

 

¶ Images ς bitmap (pixel) images in your current Image library, used exclusively for Visual Poi 

sequences 

¶ Colors ς special color blocks, can be used both for FT and Visual Poi sequences 



Use click & drag action to move elements from Media Library to the timeline. When you release the 

mouse button, the start point is set, when you move the mouse horizontally and click again, the end 

point of the element is set. 

 
Working with elements on the timeline 

You can change the position and length of any element on the timeline, in two ways: 

¶ Using the mouse ς first make sure the element is selected (click on it). Then click & drag one 

of the vertical edges to change the element duration as needed. By clicking inside the 

element and dragging you reposition the whole element. 

 

¶ From the keyboard ς it is possible to input precise time values from the keyboard into the 

pink colored time boxes on the toolbar. The format of the input is MINUTES : SECONDS : 

HUNDREDTHS OF SECONDS. The first box is used to set the element start time, the second 

box is used to set the element duration (length): 

 
άElement startέ and ά9ƭŜƳŜƴǘ durationέ time boxes (input fields) 

Multiple elements can be selected either with the Ctrl/  + click or Shift + click command or by 

drawing the selection rectangle by click & drag action of the mouse. The selected elements have a 

white outline around them. 

click & drag 

resize move 



 
Selection of multiple elements using the area select 

If you have a very dense track and you need to start the selection rectangle inside an existing element, hold the Alt key modifier 

and then click & drag with your mouse. 

A very useful tool for quick creation of new parts of your light sequence is the duplicate function. To 

duplicate the selected elements(s), either use the Ctrl/  + D key shortcut or hold the Ctrl/  key 

modifier and then click & drag the selected element(s). 

 
Duplication of element(s) 

Toolbar options  

 
LtComposer3 toolbar 

You can control the playback of your show sequence by pressing the buttons    or spacebar 

/ enter key. To move the vertical time cursor, either drag its blue diamond, click onto the timeline or 

enter a precise value into the blue time box. 

The Run Show button  is used to start the selected show 1-4 on all FT devices paired to the 

attached FT remote controller, in sync with LtComposer and the music track. 

You can zoom in/out by pressing the buttons , - and = keys, or by holding Ctrl/  key while 

rotating the mouse wheel. To undo / redo the last operation, use the buttons  , Ctrl/  + Z / 

Ctrl/  + Y keys or Edit menu. 

LǘΩǎ important to define the show start and end points. This is done by stretching the pink stripe 

above the track, either by dragging the pink triangles or by editing the time boxes in the status bar: 

Ctrl+D click to place 



 
Beginning and end of the image sequence 

For most situations the left pink triangle will be set to the beginning of the song, but if you plan to start your show from a specific 

music cue or sound by ear, you want to move the triangle to this cue point. 

άSequence repeatέ option will make the image sequence loop 

indefinitely. This is useful for demo purposes or when you 

want to repeat an interesting pattern for the whole show. 

When you check ǘƘŜ άRealtimeέ option, elements on all tracks start being displayed proportionally to 

the level of timeline zoom. This is helpful for checking number of repetitions of a picture, or if the 

pattern is properly aligned to the beats of the music. 

 
Example of Realtime turned OFF, the graphics show like the original 

 
Example of Realtime turned ON, the graphics are stretched according to the level of zoom 

 

Loading music  

For most projects, you want to load a music file as a basis for your timing cues. Supported audio 

formats are: WAV, MP3. 

To load a music file, either click on the  icon, or use the menu option aŜŘƛŀ Ҕ [ƻŀŘ aǳǎƛŎΧ The 

software then starts analyzing the file, displaying message άōǳŦŦŜǊƛƴƎΧέ in the music timeline area. 

This operation can take several seconds, depending on the track length. 

start end 



After the loading is finished, a nice waveform with peaks will be displayed: 

 

Markers  

Markers are auxiliary vertical lines, that help with placing and alignment of elements on tracks. The 

element edge will automatically snap to the marker when close to each other. 

  
Example of several markers placed on the timeline 

To place a new marker at the current cursor position, press the άMέ shortcut key. It is possible to 

place markers even when the playback is running. 

 
Example of 4 selected markers 

To move the markers, select them by Ctrl/  + click or Shift + click on the yellow diamond heads. 

The selection will turn light yellow. Now you can drag the selection along the timeline or hit Delete 

key to remove it completely. 

¢ƻ ǘƻƎƎƭŜ ǘƘŜ Ǿƛǎƛōƛƭƛǘȅ ƻŦ ƳŀǊƪŜǊǎΣ ǇǊŜǎǎ ǘƘŜ άHέ ǎƘƻǊǘŎǳǘ ƪŜȅΦ ¢Ƙƛǎ ƛǎ ǳǎŜŦǳƭ ŦƻǊ ǾŜǊȅ ŘŜƴǎŜ projects with lots of markers, when you 

want to get a clearer view of your tracks. 

  



Visualization  (Preview w indow)  

Lighttoys Composer offers several unique visualization modes that simulate how your image patterns 

will look in real life. When you click an element on the timeline, a preview appears in the preview 

window: 

 
modes of visualization: dynamic (stop), dynamic (play), vertical 

By clicking on one of the 3 buttons in the top right corner, you can switch 

between 3 modes of visualization: 

¶ Dynamic ς shows the device in rotation, can be toggled between 

playing / stopped state 

¶ Static ς shows the device in static state 

¶ Vertical ς shows all devices at once as vertical lines 

Dynamic mode is best for simulating how the audience will experience the Visual Poi effect, Static mode for fade and ramp effects, 

when the prop is not spun. Vertical mode is useful for checking light effects of all props interacting together. 

The speed of the Dynamic preview is set to 140 RPM (rotations per minute) by 

default. You can edit this value in the bottom right corner of the Preview window. 

Image element tuning   

Each image element you put onto the timeline can be fine-tuned for optimal display to the audience 

in the Edit pane. There are 3 submenus which let you alter the different aspects of your image. 

Sizing  submenu  

The sizing submenu lets you stretch and space the image, so it fits 

your desired artistic intent and is synchronized with the tempo of 

the music. To size the image, you use two sliders located in the 

Edit pane: άScaleέ and ά{pacingέ. Scale is used to stretch or 

shorten the image. Spacing is used to set the distance (empty 

space) between repetitions of the same image. 

You can reset the sliders by double-clicking on the diamonds. You can also input 

precise values into the text boxes. The Scale box can accept larger range of values: 

0.01 - 10000. 



άRepeatsέ ǎƘƻǿǎ ǘƘŜ ǘƻǘŀƭ ƴǳƳōŜǊ ƻŦ ǊŜǇŜǘƛǘƛƻƴǎ of the selected image. When you edit this value 

from a keyboard, the app automatically adjusts the Scale value accordingly. 

 
The effect of scale and spacing parameters on the image visualization 

To experience the effect of Scaling and Spacing on all image elements on the timeline, it is recommend to have the άRealtimeέ 

option on the toolbar activated. 

The reset  button appears in the header whenever any parameter was changed from default. 

Click it to quickly reset all parameters in the submenu back to default. 

When moving images from one type of track to another, the number of 

repeats changes because of the resolution difference. To prevent that, click 

on the padlock icon to active the άLock Sizingέ option. 

Also activate this option when you want to have the number of Repeats always fixed when resizing 

the image on the track (changing its duration). 

To quickly lock the image to the useful Repeat values 1-4, use the shortcut Ctrl/  + 1,2,3,4. 

Lock sizing plays images at the same pixel speed across all types of Visual Pois, but at the cost of some aspect ratio deformations. 

This option is best used for pulsing graphics (that must be all in sync), for text and logos it is best to leave this option turned off.  

άwŜǇŜŀǘ ±έ slider repeats (duplicates) the picture vertically. This is useful for 

creating interesting new patterns from the original image. 

When you click on the triangle icon, άYŜŜǇ ƻǊƛƎƛƴŀƭ ǊŜǎƻƭǳǘƛƻƴέ option is activated. This maps the 

source picture 1:1 (pixel-for-pixel) to the track resolution and sets the άwŜǇŜŀǘ ±έ value accordingly. 

This option is useful when you are working with very small pictures, pixel art or repeating patterns (< 50 px) and you want to retain 

the crispiness and brightness of the original pixels. 

 

 


















