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PART I (GETTING STARTED) 

Introducing ¢Ǌƛ/ŀǎǘŜǊϰ TCXD300 ς connections and registration, a top-level overview of primary 

features, and a hands-on tour to get you started. 
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1 ABOUT THIS MANUAL 

 

 

Hate reading manuals?  If so, you are part of the majority 
(estimates are that between 60 and 97% of the human race 
concur).  Most prefer to jump right in, maybe asking a friend for 
occasional help (and who can blame them)? 
 
This manual attempts to tell you what you need to know in a 
friendly, concise way, while also providing a deeper reference 
section you can turn to when you really need specifics. 
 

If you do hate reading, please take a moment to peruse at least this section, which explains the 

ƳŀƴǳŀƭΩǎ ƻǊƎŀƴƛȊŀǘƛƻƴΦ  ¸ƻǳ Ƴŀȅ ŦƛƴŘ ȅƻǳ Ŏŀƴ ŜǎŎŀǇŜ ǿƛǘƘ ŀ minimum of reading. (Or, if you are a 

devout reader, you can be the hero the others turn to for expert advice!) 

¶ Part I - Getting Started: introduction to TriCaster; connecting devices (cameras, 

monitors, etc.) and registration, ending with the Live Production Walkthrough ς a brisk 

jog through fundamentals, about 45 pages (ƛŦ ȅƻǳΩǊŜ a quick study, this may provide all 

you need). 

 

¶ Part II ς Reference: chapters in this section cover every arcane detail related to using 

TriCaster ς for those who need it, and those who just like to know everything. 

 

¶ Part III ς Appendices:  ƭŜŀŘǎ ƻŦŦ ǿƛǘƘ ŀ ƘŀƴŘȅ ǎŜŎǘƛƻƴ ǘƛǘƭŜŘ άIƻǿ Řƻ L ΧΚάΣ a helpful 

question and answer section with its own brief index.  When you have a specific need, 

you may well find a quick answer here - along with cross references to more detailed 

information when appropriate.  Appendix B lists all shortcut keys.  Part III is also home 

to a comprehensive keyword index. 
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2 INTRODUCTION 

 

 

Thanƪ ȅƻǳ ŦƻǊ ǇǳǊŎƘŀǎƛƴƎ ǘƘƛǎ bŜǿ¢Ŝƪϰ ǇǊƻŘǳŎǘΦ  TriCasterϰ 
TCXD300 is the newest addition to a family of video systems and 
software with a proud heritage.   A genuine video pioneer, NewTek 
is justifiably proud of its innovation, ongoing commitment to 
excellence and superb product support. 
 
This chapter provides a quick tour of the major components of your 
TriCaster system. 

2.1 OVERVIEW 

Traditionally, producing live high definition television has been very costly, requiring very 

expensive equipment and a large crew.  TriCaster TCXD300 (like its standard definition siblings) 

changes all that. In one lightweight, portable system (small enough to fit in a backpack) you have 

a complete toolset to create, broadcast, web stream and project your HD production.  TriCaster 

TCXD300 ŜǾŜƴ ƛƴŎƭǳŘŜǎ bŜǿ¢ŜƪΩǎ ǊŜǾƻƭǳǘƛƻƴŀǊȅ [ƛǾŜ{Ŝǘϰ ǎȅǎǘŜƳ ǘƻ ǇǊƻǾƛŘŜ ȅƻǳ ǿƛǘƘ ƴŜǘǿƻǊƪ 

ǉǳŀƭƛǘȅ ǾƛǊǘǳŀƭ ǎŜǘǎΣ ŦƻǊ ΨōƛƎƎŜǊ ǘƘŀƴ ƭƛŦŜΩ ǇǊƻŘǳŎǘƛƻƴ ŎŀǇŀōƛƭƛǘƛŜǎΦ 

TriCaster ǘƘǳǎ ǎŜǘǎ ŀ ƴŜǿ ōŜƴŎƘƳŀǊƪ ŦƻǊ άǇƻǊǘŀōƭŜ ƭƛǾŜ ǇǊƻŘǳŎǘƛƻƴέΦ  Lǘ ƛǎ ǘƘŜ Ƴƻǎǘ ŎƻƳǇƭŜǘŜΣ 

reliable and efficient system available for live production and web streaming.  Its small footprint 

makes it possible to broadcast from almost anywhere, and it requires just one person to operate. 

No matter what your live broadcast ambitions are, TriCaster can help you fulfill them. 

With TriCaster you can produce and distribute live video programs (in both Standard and High 

Definition) from diverse sources and materials ς use multiple cameras, recorded digital video, 

PowerPointϰ ǇǊŜǎŜƴǘŀǘƛƻƴǎ ƻƴ ƴŜǘǿƻǊƪŜŘ ƭŀǇǘƻǇǎ, live web pages, digital photos and graphics, 

and much more.  Your presentations can be simultaneously displayed by video projectors, 

television monitors and streamed in high quality on the Internet. 

2.2 STARTUP SCREEN 

When you power up TriCaster the Startup Screen appears.  This is your command center for 

initiating most other operations. 



 

Page | 6 

 

 

Figure 1 

The Startup Screen allows you to define and open sessions, each of which can be customized for 

various productions or other purposes.  Later, when you re-open a session, all of its assets and 

settings are remembered. 

Having created a session (or opened an existing one), you proceed to the similar Sessions screen. 

Here you can launch the Live Desktop (for live production), or perhaps choose to Edit, prepare 

Graphics (title pages), or Manage content from the rotating function selector allow. 

2.3 LIVE DESKTOP 

TriCasterΩǎ ƭƛǾŜ ǇǊƻŘǳŎǘƛƻƴ ŦŜŀǘǳǊŜǎ ŀǊŜ ŀƭƭ ŀǾŀƛƭŀōƭŜ ŦǊƻƳ ƛǘǎ ǳƴƛǉǳŜ Live Desktop, which in large 

measure mimics familiar production equipment.  That said, the Live Desktop provides a great 

deal more functionality than that of similar single-purpose devices. 

The various features, controls and modules comprising TriCasterΩǎ Live Desktop are essentially 

laid out in three horizontal bands, as seen in Figure 2. 
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Figure 2 

The uppermost area is devoted to monitoring.  The Switcher is centrally located, and is also 

home to the Transition and Overlay controls.  The bottom-most section of the Live Desktop 

holds side-by-side tabbed panels featuring media players (DDR, Stills and Titles), Virtual Input 

setup, and the Audio Mixer. 

2.4 FEATURES 

IŜǊŜΩǎ ŀ ōǊƛŜŦ overview of just some of TriCasterΩǎ ƪŜȅ ŦŜŀǘǳǊŜǎΥ 

2.4.1 A/V INPUT AND OUTPUT 

¶ Live switch between three SDI and/or analog HD or SD cameras. 

¶ Professional BNC video connectors provide increased durability and reliability for 

camera connections. 

¶ Input and output 4:3 or 16:9 widescreen formats. 

¶ Freely mix SD and HD sources in both HD and SD sessions. 

 

 

 

MMMOOONNNIIITTTOOORRRIIINNNGGG   

LLLIIIVVVEEE   CCCOOONNNTTTRRROOOLLL   

TTTAAABBBBBBEEEDDD   MMMOOODDDUUULLLEEESSS   
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¶ Output SD and HD simultaneously. 

¶ Integrated DDR and Stills modules allow you to insert pre-recorded video, sounds or 

imagery into your live presentations. 

¶ Select MicroǎƻŦǘ ²ƛƴŘƻǿǎϰ ƻǊ !ǇǇƭŜ aŀŎLƴǘƻǎƘϰ ŎƻƳǇǳǘŜǊǎ ƻƴ ǘƘŜ ǎŀƳŜ ƴŜǘǿƻǊƪ ϰ ŀǎ 

Switcher inputs for your live productions using NewTek's iVGA client. 

¶ Mix internal and external audio sources. 

¶ Supply external audio via analog, AES/EBU (AES3) or SDI Embedded audio. 

¶ Balanced XLR and ¼ phone jack audio connectors. 

¶ Send output to a video to a projection system (or secondary monitor), up to WUXGA 

(1920x1200) resolution. 

2.4.2 MONITORING 

 

Figure 3 

TriCasterΩǎ Live Desktop includes a large Program output monitor with associated controls.  Also, 

freely toggle between viewing: 

¶ All Monitors - ISO monitors for all sources (Figure 3) 

¶ Switcher Monitors - Preview and Effects row selections ( ) 

¶ Preview Scopes - Waveform and Vectorscope monitors, along with the Preview row 

selection 

¶ Plentiful second monitor output options including: 

o All ISOs plus Preview, Program and clock 

o Waveform + Vectorscope + Preview 

o More Χ 
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2.4.3 MULTIPLE PROC AMPS 

¶ Separate control over the Brightness, Contrast, Hue and Saturation for each video 

input. 

¶ Separate Proc Amp control over Program output and VGA (projector) output. 

 

2.4.4 THE SWITCHER 

 

Figure 4 

The three row Switcher allows you to freely hot-punch between external (Camera and Network), 

internal (DDR, Stills and Titles) and Virtual Inputs, or Take/Transition between Preview and 

Program row selections.  The Effects row allows you to choose a third source for use in Overlay 

channels or Virtual Inputs. 

2.4.5 TRANSITIONS 

 

Figure 5 
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¶ One-click FTB (Fade to Black), Take or Transition. 

¶ Traditional T-bar transition controller. 

¶ Reverse switch. 

¶ Ping Pong ς automatically cycle the direction of transitions. 

¶ Transition Speed presets and variable timing. 

2.4.6 OVERLAY 

TriCasterΩǎ Overlay section provides dual-channel 

downstream keying, allowing you to assign any switcher 

source to either channel.  Overlay channels can be displayed 

(and removed) in tandem or independently. 

You might use the Stills, Titles and DDR modules to overlay 

graphics and text, including scrolls, crawls and motion 

lower-thirds -- ōǳǘ ǘƘŜǊŜΩǎ ƴƻǘƘƛƴƎ ǇǊŜǾŜƴǘƛƴƎ ȅƻǳ ŦǊƻƳ 

assigning a Camera input or Network source as an overlay 

using the Overlay ǎŜŎǘƛƻƴΩǎ source selector buttons. 

Independent Position and Scale controls for each overlay channel permit you (for example) to 

configure two live sources as ΨPicture in PictureΩ elements using the Overlay channels, freely 

switching them on and off (with or without individual custom effects), all without using the main 

Switcher rows and Transitions section (which thus remain free for other duties). 

2.4.7 RECORD AND STREAM 

¶ Record your live-switched production at full resolution to a multi-platform compatible 

format, or archive your Internet stream. 

¶ Simultaneous output for broadcast, projector and live web stream to in-house and 

remote audiences. 

¶ ¦ǎŜ ŜƛǘƘŜǊ ²ƛƴŘƻǿǎ aŜŘƛŀϰ ƻǊ CƭŀǎƘ aŜŘƛŀϰ ǎǘǊŜŀƳƛƴƎ. 

¶ Store over 18 hours of HD video. 

Figure 6 
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2.4.8 AUDIO MIXER 

 

Figure 7 

TriCaster provides extensive multi-channel audio control and management.  Adjust individual 

audio sources (internal and external) and introduce them into your program manually or 

automatically.  Control output levels for program, headphones, auxiliary output and stream 

separately.  Presets allow single-click access to prepared mixer setups. 

2.4.9 INTEGRATED MEDIA PLAYERS 

¢Ǌƛ/ŀǎǘŜǊΩǎ ƳŜŘƛŀ ǇƭŀȅŜǊǎ and title system serve up graphics and titles during your live 

productions quickly and easily. 

¶ Add a/v clips, sound files or still image files to the DDR (Stills supports image files, 

sounds and title pages). 

¶ Trim and re-order playlist entries. 

¶ Store playlists as presets for easy recall. 

¶ Flexible playback controls include variable Speed and Loop options. 
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Figure 8 

¶ Start and stop playback manually or automatically. 

¶ Use two media players (DDR, Stills or Titles) ǘƻ ŎǊŜŀǘŜ ŀǳǘƻƳŀǘŜŘ ΨǎƭƛŘŜ-ǎƘƻǿǎΩ, 

complete with transitions. 

¶ Assign titles, graphics or a/v clips to multiple Overlay channels. 

2.4.10 KEYING, VIRTUAL SETS AND VIRTUAL INPUTS 

¶ Use LiveMatteϰ ǊŜŀƭǘƛƳŜ ƪŜȅƛƴƎ ǘŜŎƘƴƻƭƻƎȅ ŦƻǊ ƎǊŜŜƴκōƭǳŜ ǎŎǊŜŜƴ ŜŦŦŜŎǘǎ. 

¶ Apply independent LiveMatte settings to all video sources. 

¶ Achieve the look of a sophisticated studio setting in a very small space with bŜǿ¢ŜƪΩǎ 

LiveSetϰ ǾƛǊǘǳŀl set technology. 

http://www.newtek.com/liveset/index.php
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Figure 9 

¶ Zoom in/out on LiveSets during your live productions right from the Live Desktop. 

¶ Virtual Inputs (Figure 9) permit M/E (Mix/Effect) style compositions of two primary 

switcher sources, with convenient scale and position controls. 

¶ Virtual Inputs also sport an integrated overlay channel, selected from any switcher 

source, with its own scale and position controls. 

¶ Module presets allow single-click access to prepared playlists for DDR, Stills and Titles, 

as well as pre-configured Virtual Input setups. 

2.4.11 GRAPHICS 

Also part of TriCasterΩǎ integrated software suite is LiveText, bŜǿ¢ŜƪΩǎ professional titling and 

graphics application.  LiveText allows you to create your own custom title pages and motion 

graphics, including scrolls and crawls. 

2.4.12 EDIT 

The full version ƻŦ bŜǿ¢ŜƪΩǎ ǇƻǇǳƭŀǊ ŀƴŘ ǾŜǊǎŀǘƛƭŜ ƴƻƴ-linear video editing program {ǇŜŜŘ95L¢ϰ 

is included as well.  SpeedEDIT provides powerful tools to let you prepare movies for insertion 

into your live productions, or perform broadcast quality post production work on recorded 

programs. 

¶ Edit, import and export in full HD resolution. 
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¶ Realtime external hardware project preview in HD or SD. 

¶ Import and export file format support includes MPEG2 and QuickTime for versatility in 

program delivery. 

 

 

In summary, TriCaster gives you the power of a network control room and post production 

facility in one simple to use broadcast appliance.  [ŜǘΩǎ ƧǳƳǇ ƛƴ ƴƻǿ.  First, ǿŜΩƭƭ ƎŜǘ you 

connected; then ǿŜΩƭƭ ŜȄǇƭƻǊŜ ¢Ǌƛ/ŀǎǘŜǊΩǎ most important features.
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3 SETTING UP 

 

 

This chapter explains how to properly connect power, external 
control devices, monitors and audio visual sources to your NewTek 
TriCaster system. 
  
It also reviews registration for warranty purposes and technical 
ǎǳǇǇƻǊǘΦ !ŦǘŜǊ ŎƻƳǇƭŜǘƛƴƎ ǘƘƛǎ ǎƘƻǊǘ ǎŜŎǘƛƻƴΣ ȅƻǳΩƭƭ ōŜ ŀƭƭ ǎŜǘ ǘƻ 
continue into the Quick Start chapter that follows it. 

To beginΣ ƭŜǘΩǎ ǊŜǾƛŜǿ Ψwhat came in the boxΩΥ 

1. TriCaster TCXD300 

2. Keyboard and Mouse 

3. A/C power cord 

4. DVI->VGA adapter, DVI->HDMI cable and BNC->RCA adapters 

5. TriCaster / 3PLAY First Look DVD 

6. Getting Started DVD 

7. XD300 Quick Start Guide 

8. Registration reminder card 

  

3.1 COMMAND AND CONTROL 

1. Connect an external computer monitor to a port appropriate for your monitor 

connection (DVI or VGA) on TriCasterΩǎ ōŀŎƪplate ς use an adapter if necessary. 

 

Note: TriCasterΩǎ ǳǎŜǊ ƛƴǘŜǊŦŀŎŜ requires a minimum screen resolution of 1280 x 1024 for 4:3, or 

1440 x 900  for 16:9. 

2. Connect the mouse and keyboard to USB ports on TriCaster. 

3. Connect the A/C power cord from the three-prong connection on TriCasterΩǎ backplate 

to an external power receptacle (see Hint below). 

4. Turn on the computer monitor. 

5. Press the Power switch located on TriCasterΩǎ faceplate. 
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At this point, the blue Power LED will illuminate, and the adjacent hard drive activity light should 

flicker as the device boots up.  (If this does not happen, check your connections and retry). 

Hint: Though not required for TriCaster to function, it is always wise to use an uninterruptable 

power supply (UPS) for any ΨƳƛǎǎƛƻƴ criticalΩ system.  Likewise, consider A/C άpower conditioningέ, 

especially ƛƴ ǎƛǘǳŀǘƛƻƴǎ ǿƘŜǊŜ ƭƻŎŀƭ ǇƻǿŜǊ ƛǎ ǳƴǊŜƭƛŀōƭŜ ƻǊ ΨƴƻƛǎȅΩΦ 

Power conditioning can reduce wear on power supplies and other electronics, and also provide a 

measure of protection from surges, spikes, lightning and high voltage. 

3.2 ACTIVATING & !¦¢IhwL½LbD ²Lb5h²{ϰ 

(Your dealer may have performed this operation for you as part of his pre-delivery service.) 

²ƘŜƴ ȅƻǳ ǎŜŜ ǘƘŜ ΨWelcome to WindowsΩ screen: 

1. Click Next at lower right. 

2. Choose your time zone. 

3. Accept the license agreement. 

4. Enter your 25-digit key. 

5. Decline automatic updates (ōȅ ŎƭƛŎƪƛƴƎ άƴƻǘ ǊƛƎƘǘ ƴƻǿέ). 

6. Give TriCaster a distinct computer name for networking. 

You can authorize your Windows installation by network or by telephone. Assuming you have an 

Internet connection available, and have connected TriCaster to it with an Ethernet cable, the 

Internet is the fastest method of activation.  (See Section 3.13 for more on network connections.) 

7. Click ΨObtain IP and DNS automaticallyΩ. 

8. !ƎǊŜŜ ǘƻ ŀŎǘƛǾŀǘŜ ²ƛƴŘƻǿǎΦ ¢Ƙƛǎ ŀŎǘƛǾŀǘƛƻƴ ƛǎ ǇŜǊƳŀƴŜƴǘΣ ŀƴŘ ȅƻǳ ǿƻƴΩǘ ǎŜŜ ǘƘŜǎŜ 

screens again. (Registration with Microsoft is optional). 

9. Assign a name to the administrator account. You may type your name, company, or 

perhaps ǎƛƳǇƭȅ άTCXDέ. 

10. Click Finish, and you system will re-start. 

!ŦǘŜǊ ǊŜǎǘŀǊǘƛƴƎ ŀƴŘ ŀŎŎŜǇǘƛƴƎ bŜǿ¢ŜƪΩǎ User Agreement, the interface will load automatically. 
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3.3 TRICASTER LICENSE AND REGISTRATION 

On launch, TriCaster presents an End User License Agreement dialog.  After you accept this, the 

Registration dialog shown in Figure 10 is presented.  It provides the unique Product ID you need 

to register your system.  A 90 day period is allowed for your TriCaster to be registered and 

ΨǳƴƭƻŎƪŜŘΩ (by entering the registration code in the space provided.) 

 

Figure 10 

You can register and obtain your registration code either by telephone, or online (directly from 

TriCaster or from another system connected to the Internet) as described next. 

3.3.1 ONLINE REGISTRATION 

If you have connected your TriCaster to the Internet, simply click the button under Step 2 in the 

registration dialog.  This will take you to the Registration page (http://register.newtek.com) in 

the Customer Care section of NewTekΩǎ website where you will find further directions. 

Hint: More information on connecting TriCaster to a network can be found in Section 3.13 

Otherwise, you can visit the registration webpage from another system with Internet access.  In 

either case, after registering on the website, enter the resulting registration code into the field 

provided at Step 3 of the dialog.  (̧ ƻǳΩƭƭ ǿŀƴǘ ǘƻ record the login name and password you choose 

when creating your website profile, and check your personal area of the site from time to time 
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afterward.  Among other thingsΣ ȅƻǳΩƭƭ ōŜ ŀōƭŜ ǘƻ download any software updates that are made 

available.) 

3.3.2 REGISTERING BY TELEPHONE 

bŜǿ¢ŜƪΩǎ /ǳǎǘƻƳŜǊ /ŀǊŜ ŎŜƴǘŜǊ Ŏŀƴ also handle registration requests by telephone, if that is 

more convenient (when opportunity permits, you should still visit the website as discussed above 

to gain access to software updates).  Please have your Product ID (from the Registration dialog 

mentioned earlier) handy when you call. 

The phone numbers for Customer Service follow: 

¶ Telephone: (US) 1-800-862-7837 

¶ (Outside US) +1-210-370-8000  

¶ Fax: 210-370-8001 

Note: For Technical Support contact information, please see Section A.6.2. 

 

3.4 INPUT CONNECTIONS 

3.4.1 CONNECT A/V SOURCES 

Three external audio and video sources can be added to the input  ŎƻƴƴŜŎǘƻǊǎ ƻƴ ¢Ǌƛ/ŀǎǘŜǊΩǎ 

front panel. 

 

Figure 11 
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1. Connect video sources to the appropriate connectors in the VIDEO IN section, whether 

SDI, Component, Y/C (S-Video) or Composite (may require RCA to BNC adapter) 

 

a. SDI ς Attach the SDI source connectors to BNC connectors marked SDI in the 

Video In group. 

Hint: If your equipment supports SDI, this is your best quality I/O option. 

b.  Component ς Attach the appropriate BNC connectors from your sources to the 

second, third and fourth BNC connectors (labeled Y, Pb and Pr) in each row in 

the Video In group. 

 

c. Y/C ς If your S-Video equipment and cabling has the usual 4-pin mini-DIN 

connectors, you will need an S-Video to dual BNC adapter.  To connect Y/C 

sources, attach the Y (luma) connector of your source to the third of four BNC 

connectors (labeled PbύΦ  !ǘǘŀŎƘ ǘƘŜ ǎƻǳǊŎŜΩǎ C (chroma) connector to the 

fourth connector (labeled Pr). 

 

d. Composite - !ǘǘŀŎƘ ǘƘŜ ŎƻƳǇƻǎƛǘŜ ǎƻǳǊŎŜΩǎ ŎƻƴƴŜŎǘƻǊ όƳŀȅ ǊŜǉǳƛǊŜ ŀƴ w/! ǘƻ 

BNC adapter) to the second connector (labeled Y). 

Note: The video broadcast standard  (such as NTSC, NTSC-J or PAL) of all video sources 

connected for a given session must be the same. 

2. To input analog audio* along with the video, connect the external audio sources to the 

XLR or 1/4 inch (6.3mm) phone jacks provided beside each video input section. 

* Note: SDI video sources with embedded audio do not need a separate audio 

connection. Use the BNC connectors in the Digital Audio sections if required to connect 

AES/EBU audio sources. 
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3.5 GENLOCK CONNECTION 

3.5.1 GENLOCK CONNECTION 

The Genlock input on TriCasterΩs front panel (Figure 12) ƛǎ ŦƻǊ ŎƻƴƴŜŎǘƛƻƴ ƻŦ ŀ ΨƘƻǳǎŜ ǎȅƴŎΩ ƻǊ 

reference signal όƻŦǘŜƴ ŀ ΨōƭŀŎƪ ōǳǊǎǘΩ ǎƛƎƴŀƭ ƛƴǘŜƴŘŜŘ ǎǇŜŎƛŦƛŎŀƭƭȅ ŦƻǊ ǘƘƛǎ ǇǳǊǇƻǎŜύΦ  aŀƴȅ ǎǘǳŘƛƻǎ 

use this method to synchronize equipment in the video chain. 

 

Figure 12 

Genlocking is commonplace in higher end environments, and genlock connections are usually 

found on professional gear.   If your equipment allows you to do so, you should genlock all 

cameras supplying TriCaster, and TriCaster itself.  To genlock TriCaster, supply the reference 

ǎƛƎƴŀƭ ŦǊƻƳ ǘƘŜ ΨƘƻǳǎŜ ǎȅƴŎ ƎŜƴŜǊŀǘƻǊΩ ǘƻ ¢Ǌƛ/ŀǎǘŜǊΩǎ Genlock connector. 

όLŦ ȅƻǳ ƘŀǾŜƴΩǘ ŀƭǊŜŀŘȅ ŘƻƴŜ ǎƻΣ ƎŜƴƭƻŎƪ ŀƭƭ ŎŀƳŜǊŀǎ ŎƻƴƴŜŎǘŜŘ ǘƻ ¢Ǌƛ/ŀǎǘŜǊ ƛƴǇǳǘǎ ǘƻ ǘƘŜ ǎŀƳŜ 

reference signal ς see your camera manual for details.) 

IMPORTANT Note: Digital audio is less forgiving in certain respects than analog.  To avoid 

occasional audio glitches when mixing digital audio (whether for recording or live production) you 

must ensure that the timing for all digital audio sources is synchronized.  

This means that for digital audio, you must do one of the following:  1) genlock all digital audio 

sources and TriCaster to a house reference signal, or 2) genlock the cameras directly to the XD 

output. 
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3.6 OUTPUT CONNECTIONS 

bŜȄǘ ǿŜΩƭƭ ŘƛǎŎǳǎǎ the vital external audio 

and video connectors, and relevant 

settings. 

²ŜΩƭƭ ǎǘŀǊǘ ǿƛǘƘ ƻǳǘǇǳǘ ŎƻƴƴŜŎǘƛƻƴs, not 
only so you can view your results, but 
because some aspects are best considered 
before even beginning a TriCaster session. 

 

3.6.1 A/V OUTPUT 

TriCaster provides three separate video and audio output connector groups, and very flexible 

options for display of your live and recorded video streams.  Here are some of your options: 

 
 

 

¶ Simultaneously send program output to both Standard and High Definition devices. 

¶ Simultaneously send program output to both Analog and Digital devices. 

¶ Send program output to a secondary monitor or projector. 

¶ Stream program output to the Internet via a suitable network connection. 

Figure 14 

Figure 13 
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3.6.2 HD AND SD 

As mentioned above, TriCaster supports simultaneous output of both SD (Standard Definition) 

and HD (High Definition) video.  Flexible video output is conveniently presented on TriCasterΩǎ 

faceplate.  The Video Output section provides three rows of BNC connectors which offer the 

following connection possibilities for live production: 

¶ Row 1 and 2 output format is determined by the session (see Section 5.1) 

o When the session is SD (4:3 or 16:9), output is SD (4:3 or 16:9). 

o When the session is HD, output is HD. 

 

¶ Row 3 always outputs video in SD format. If the session is 16:9, output from Row 3 is 

also 16:9, and output will likewise match SD 4:3 sessions. 

3.6.3 CONNECTING DEVICES 

1. Connect downstream video devices to the appropriate output connectors in the VIDEO 

OUT section, whether SDI, Component, Y/C (BNC) or Composite.  Please note that the 

latter two formats may require RCA (cinch type) or S-video (4 pin mini-DIN) to BNC 

adapters, and also that both of these connection options support output at SD 

resolution only. 

 

a. SDI ς Attach SDI connectors to the BNC connectors marked SDI. 

Hint: If your equipment supports SDI connections, this is your best quality option. 

b.  Component ς Attach your device to the second, third and fourth BNC 

connectors (labeled Y, Pb and Pr). 

 

c. Y/C ς If your S-Video equipment and cabling has the usual 4-pin mini-DIN 

ŎƻƴƴŜŎǘƻǊǎΣ ȅƻǳ ǿƛƭƭ ƴŜŜŘ ŀƴ Ψ{-±ƛŘŜƻ ǘƻ Řǳŀƭ .b/Ω ŀŘŀǇǘŜǊΦ  Attach the Y 

(luma) connector of your device to the third BNC connector (labeled Pb).  

Attach the C (chroma) connector to the fourth connector (labeled Pr). 

 

d. Composite - Attach the deviceΩǎ ŎƻƴƴŜŎǘƻǊ ǘƻ ǘƘŜ second connector (labeled Y). 
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2. Connect TriCasterΩǎ ŀǳŘƛƻ ƻǳǘǇǳǘǎΥ 

 

a. Analog audio ς connect external audio devices to the ѻέ phone jacks in the 

ANALOG AUDIO OUT section. 

 

b. Digital audio - a separate audio connection is not necessary for SDI output with 

embedded audio. Use the BNC connectors in the DIGITAL AUDIO OUT section 

to connect downstream AES/EBU (AES3) audio devices. 

Hint: TriCasterΩǎ {5L and analog output sections can be used simultaneously.  For example, you 

could use the Composite output to view your program on a local composite monitor at the same 

time as you use the SDI connection to supply broadcast equipment. 

3.6.4 VGA OUTPUT 

A secondary monitor (or projection device) can be connected to TriCaster and used for a variety 

of purpose ranging from program output for IMAG (Image Magnification) installations or local 

monitoring for the convenience of the operator. 

 

Figure 15 
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Simply connect the secondary device to the unused video output connector (DVI or VGA) on 
¢Ǌƛ/ŀǎǘŜǊΩǎ ōŀŎƪǇƭŀƴŜ ōŜŦƻǊŜ ǇƻǿŜǊƛƴƎ ǳǇΦ  The new device should be recognized and enabled by 
the system ŀǳǘƻƳŀǘƛŎŀƭƭȅΣ ŀƴŘ ȅƻǳ Ŏŀƴ ŎƻƴŦƛƎǳǊŜ ƛǘ ǳǎƛƴƎ ǎŜǘǘƛƴƎǎ ƛƴ ¢Ǌƛ/ŀǎǘŜǊΩǎ [ƛǾŜ 5ŜǎƪǘƻǇ 
(after creating a session). 

Note: Physical ports may vary from Figure 15. Depending on the type of connection your external 

device supports, you may need an adapter to connect it.  Also, it is important to configure VGA 

Output to the native resolution of the external display (monitor or projector) for best results. 

 

3.7 TALLY LIGHTS 

¢Ǌƛ/ŀǎǘŜǊΩǎ Tally Light support includes Program and Preview row selections (and both).  The 

current Program row selection is indicated by a red LED.  The Preview row selection is indicated 

by a green LED.  When an input is selected for both Program and Preview, the tally light will be 

amber.  For Virtual Inputs, the LED will light up when the source assigned to Input A is selected 

(on Program or Preview). 

3.7.1 EXTERNAL CONNECTIONS 

TriCaster provides мΦуέ (3.5mm) female jacks next to each of the 

LEDs on its faceplate.  These are located just left of the SDI 

connectors (under the column heading, Tally).   

The jacks accept a standard мΦуέ (3.5mm) male TRS plug.  The 

Ψ¢w{Ω ŘŜǎƛƎƴŀǘƛƻƴ ǊŜŦŜǊǎ ǘƻ ϦǘƛǇϦΣ ϦǊƛƴƎϦ ŀƴŘ ϦǎƭŜŜǾŜϦΣ ŘŜǎŎǊƛōƛƴƎ 

the 3 contacts on the 3 plug (Figure 16). 

 

¶ ¢ƘŜ ǘƛǇ ŀƴŘ ǊƛƴƎ ŎƻƴǘŀŎǘǎ ǎǳǇǇƭȅ ŀ ΨƭƻƎƛŎ ƭƻǿΩ ǎƛƎƴŀƭ ǿƘŜƴ ǘƘŜ ŎƻǊǊŜǎǇƻƴŘƛƴƎ ǘŀƭƭȅ ƭƛƎƘǘ ƛǎ 

ƴƻǘ ƭƛǘΣ ŀƴŘ ΨƭƻƎƛŎ ƘƛƎƘΩ ǿƘŜƴ ƛǘ ƛǎΦ 

 

¶ An external LED may be directly driven by connecting it across either the tip and sleeve, 

or the ring and sleeve.   The LED anode should be connected to the tip or ring, and its 

cathode to the sleeve.  

 

Figure 16 
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¶ The tip-sleeve contact state is controlled by the Program row selection, corresponding 

to the red Tally Light on TriCasterΩǎ ŦŀŎŜǇƭŀǘŜ. 

 

¶ The ring-sleeve contact state is controlled by the Preview row selection, corresponding 

ǘƻ ŀ ƎǊŜŜƴ ¢ŀƭƭȅ [ƛƎƘǘ ƻƴ ¢Ǌƛ/ŀǎǘŜǊΩǎ ŦŀŎŜǇƭŀǘŜΦ 

 

¶ When an input is selected on both Program and Preview, the faceplate Tally Light will 

glow amber. 

Note: ¢ƻ ǇǊŜǾŜƴǘ ŘŀƳŀƎŜ ǘƻ ¢Ǌƛ/ŀǎǘŜǊΩǎ ŎƻƳǇƻƴŜƴǘǎ ǿƘŜƴ ƳŀƪƛƴƎ ŜȄǘŜǊƴŀƭ ŎƻƴƴŜŎǘƛƻƴǎ ǘƻ ǘƘŜ 

tally light jacks, care should be taken that connection to the sleeve is always at ground potential.  

 

3.8 STARTING A SESSION 

If TriCaster is not already running, power it up now to reveal the Startup Screen. If TriCaster was 

already running, and is in the Live Desktop or another area of the interface, you may need to 

click the small [x] button at upper-right to exit; click the Back arrow at upper-left in the Session 

Page to return to the Home Page. 

The Startup Screen consists of two similar interface pages ς Home and Session.  Among other 

things, the Home page is where you choose basic TriCaster session settings. 

THE HOME PAGE 

When no previously created sessions exist, the function selector ring dominating the Home page 

defaults to the New icon, inviting you to create a new session.  A default name for the new 

sessions is listed at the top of the right-hand pane.  Initially, the suggested name will be the 

current date.  Click in this area to modify the name using the keyboard if you like. 
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Figure 17 

Continue with session creation by designating the Video Standard used in your locale 

(Internationaƭ ƳƻŘŜƭǎ ƻƴƭȅύΦ  CƻǊ ǘƘŜ ƳƻƳŜƴǘΣ ƭŜǘΩǎ ŎƘƻƻǎŜ I5млулƛ ŦƻǊ Resolution (even if the 

cameras you plan to connect are SD 4:3), then click the Start Session link below. 

Note: TriCaster supports a variety of optional session configurations for live production.   You can 

choose either HD (High Definition) or SD (Standard Definition) operating modes.  For SD mode, 

select between 4:3 and 16:9 image aspect.  TriCaster International models permit you to select 

from three video standards according to your locale ς NSTC, NTSC-J (Japan) or PAL. 

 

THE SESSION PAGE 

Clicking Start Session will take you to the Session Page. 

!ǎ ƻǳǊ ƛƴǘŜƴǘƛƻƴ ƛǎ ǘƻ ŎƻƴŦƛƎǳǊŜ ƻǳǊ ŎƻƴƴŜŎǘƛƻƴǎ όŘƻƴŜ ƛƴ ¢Ǌƛ/ŀǎǘŜǊΩs Live Desktop), click the Live 

icon on the rotating function selector, and then click the link Start Live Production. 

 

http://thesaurus.reference.com/browse/configuration
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Figure 18 

This will launch the Live Desktop, which is likely the place where you will spend most of your 

time working with TriCaster.   

THE LIVE DESKTOP 

 

Figure 19 
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Initially, as you have yet to configure input devices or add content, the Live Desktop will look a 

bit barren (Figure 19). 

¢ŀƪŜ ŀ ǉǳƛŎƪ ƭƻƻƪ ŀǊƻǳƴŘΣ ōǳǘ ǘƘŜƴ ƭŜǘΩǎ Ŏƻƴǘƛƴue to configure your devices.  We had a brief 

glimpse of the Live Desktop back in section 2.3Σ ōǳǘ ǿŜΩƭƭ ŜȄŀƳƛƴŜ ƛǘ ƳƻǊŜ ŎƭƻǎŜƭȅ ƛƴ /ƘŀǇǘŜǊ 4, 

Live Production  ς coming up soon. 

3.9 CONFIGURE VIDEO OUTPUT 

TriCaster provides complete video input monitoring right on the Live Desktop. This allows you to 

operate it without even connecting downstream video monitors or devices.  You might do just 

that in the case of productions intended primarily for live streaming. 

 

Figure 20 

In other cases, however, you will likely connect external monitors to the VIDEO OUT connectors 

ƻƴ ¢Ǌƛ/ŀǎǘŜǊΩǎ ŦŀŎŜǇƭŀǘŜ (see Section 3.6).  High definition monitors will be connected to either 

SDI or Component connections on the faceplate. 

3.9.1 SD ANALOG CONFIGURATION 

For standard definition monitoring, however, several types of analog connections are currently in 

popular use.  These include Composite, Y/C (also known as S-Video) and ς at the upper end of 

the analog quality range ς Component.  To connect an analog standard definition monitor for 

use in live production* , you must specify the connection type in the Output Configuration panel. 
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*Note: Analog cƻƴƴŜŎǘƛƻƴǎ ŦƻǊ {ǇŜŜŘ95L¢ϰ ŀƴŘ [ƛǾŜ¢ŜȄǘϰ ƻǳǘǇǳǘ ŀǊŜ ǇǊŜ-defined, and cannot be 

user-modified.  Please see Chapter 17 for details. 

 

Figure 21 

1. Move your mouse pointer over the large Program Output monitor on the Live Desktop.  
 

2.  Click the Configure button (gear) that appears above its top-right corner (Figure 21) to 
open the Output Configuration panel. 

 
The first tab in this panel is labeled Program.  Optional settings for SD Analog Connections are 
located in the lower part of this pane (Figure 22). 
 

 

Figure 22 

Two options are available below for each Hardware Row: 
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¶ Composite + Y/C 

¶ Component 
 
If you select the first option for either row, composite video output is provided on the second 
BNC connector in VIDEO OUTPUT (labeled Y), and Y/C is placed on the third and fourth 
connectors (labeled Pb and Pr, respectively). 

Note: during HD sessions, Row 2 output is always HD.  As HD analog monitors always use 

Component connections, the controls for Row 2 are locked during HD sessions. 

3.9.2 CONFIGURE VGA OUTPUT 

 

Figure 23 

The Display Mode section of the next (VGA) tab in Output Configuration determines what is 

ŘƛǎǇƭŀȅŜŘ ƻƴ ¢Ǌƛ/ŀǎǘŜǊΩǎ ǎŜŎƻƴŘŀǊȅ ǾƛŘŜƻ ƻǳǘǇǳǘΣ ŀƴŘ ǘƘŜ ǊŜǎƻƭǳǘƛƻƴ ƻŦ ǘƘŀǘ ŘƛǎǇƭŀȅΦ  ¸ƻǳ could 

use this output to supply a video projection system or a subsidiary monitor. 

The Screen Layout drop-down menu provides numerous optional displays, including Program, 

Preview or Effects monitors, an All Sources (ISO monitors for all Switcher sources, plus a clock) 

option, and more. 

Set the VGA Output Resolution to the native resolution of your external device, and try the 

various display options to find the one that best suits you current need. 
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3.10 CONFIGURE VIDEO INPUT 

[ŜǘΩǎ continue by configuring the video sources you connected earlier (Section 3.4): 

1. Click the All Monitors tab at upper-left on the Live Desktop. 

 

2. Move your mouse back and forth over the preview monitors labeled Inputs 1-3. 

 

3.  Notice that a Configure button (gear icon) appears above the top-right corner of the 

preview monitors as you do so. 

 

 

Figure 24 

4. Click the Configuration button to open a tabbed settings panel for Camera 1 (Figure 24). 

 

5. Click the Connection Type button to reveal a drop-down menu listing a variety of 

connection types.  Select the correct format, such as 720p (Component), or 1080i (SDI), 

for the video source you plan to connect to this input. 

 

6. Close the Configuration panel for now (note that you can click the Close button or 

ǎƛƳǇƭȅ ΨŎƭƛŎƪ ƻǳǘǎƛŘŜΩ ǘƘŜ ǇŀƴŜƭ ǘƻ ŎƭƻǎŜ ƛǘ). 
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7. Continue to configure all external video sources in the same manner.  

²ŜΩƭƭ ƭƻƻƪ ŀǘ ǘƘŜ ƻǘƘŜǊ ƻǇǘƛƻƴǎ ŀƴŘ ǎŜǘǘƛƴƎǎ ƛƴ ǘƘŜ Configuration panel later (see Section 8.2), but 

at this point you should be able to view the video inputs you have configured on their respective 

preview monitors. 

 

3.11 CONFIGURE AUDIO 

Click the Audio tab in the lower third of the Live Desktop to reveal audio set up and control 

features. 

 

Figure 25 

The tab houses individual control panels providing control for: 

¶ Inputs 1-3 - tƘŜ ǘƘǊŜŜ Ǌƻǿǎ ƻŦ ŜȄǘŜǊƴŀƭ ŀǳŘƛƻ ƛƴǇǳǘǎ ƻƴ ¢Ǌƛ/ŀǎǘŜǊΩǎ ŦŀŎŜǇƭŀǘŜ. 

¶ DDR, Stills ς internal audio sources (the DDR and Stills modules can both play sound 

files). 

¶ Aux ςauxiliary output to the AUX ǎŜŎǘƛƻƴ ƻŦ ¢Ǌƛ/ŀǎǘŜǊΩǎ ŦŀŎŜǇƭŀǘŜ. 

¶ Stream ς network streaming audio. 

¶ Master ς primary program output through the PGM output connectors. 
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Figure 26 

There is a source Type selector drop-down at the top of the control panels for Inputs 1-3.  

Clicking it opens the list of connection types. 

The Type options for Input 1 are slightly different, including two Mic options (with and without 

phantom power).  This is because the faceplate provides two combination XLR/Phone connectors 

in the analog portion of the row labeled Input 1, while Inputs 2 and 3 each contain four phone 

jacks instead. 

After connecting audio sources to the input connectors (see also Section 3.4.1), the first thing to 

do is set the correct Type using the drop-down menu.  Select Mic for professional grade 

microphones or other low impedance connections, Mic + Phantom for condenser microphones 

requiring supplementary power, Line for higher impedance device connections (such as a CD 

player, computer audio output or VCR), and AES/EBU*  or SDI Embedded*  as required to connect 

a digital audio source. 

* (see important note about synchronizing digital audio sources in Section 3.5.1) 

Note: Analog levels conform to SMPTE RP-155.  The maximum input/output level is +24 dBu, 

nominal input level +4 dBu (-20dBFS), and the sample rate is 48 kHz. 

The Gain sliders next to the VU meters for Inputs 1-3 default to their lowest setting on first 

launch.  After adding audio sources, slowly bring these sliders up to pass their signals through the 

system. The 0dB position represents unity gain ς that is, the (post-Trim) signal is passed through 

as-is, without increase or decrease. 

 

Figure 27 

Hint: As for most numeric controls in TriCaster, Shift + double-click control knobs to reset them to 

their default (0dB for Gain sliders). 



 

Page | 34 

 

Some variation exists as respects the signal levels of low impedance sources. For Mic (and Mic + 

Phantom) connection types, the Trim controls (Figure 27) provide a preliminary adjustment to 

allow you to match the input level.  Use Trim to bring the levels for microphone and similar 

sources into a useful range on the VU meter. 

Note: The top of the VU scale represents 0dB FS (decibels, Full Scale).  Input signal levels above 

this point cannot be correctly transmitted or recorded by TriCaster.  For this reason, the level 

display on the VU meter is drawn in red well below this limit. 

To be safe, avoid recording signals that exceed-14dB FS.  As in any digital system, signal levels 

ǘƘŀǘ ǿƻǳƭŘ ŜȄŎŜŜŘ ǘƘŜ ƳŀȄƛƳǳƳ ŀǊŜ ΨŎƭƛǇǇŜŘΩ όǳƴƛŦƻǊƳƭȅ ŀǎǎƛƎƴŜŘ ǘƘŜ ƳŀȄƛƳǳƳ ƭŜǾŜƭ ǾŀƭǳŜύΣ 

inevitably entailing losses and possibly audible glitching.  Use Trim and Gain judiciously to ensure 

strong signal levels without over-modulation. 

3.12 CONFIGURE GENLOCK  

1. If necessary, open a TriCaster session from the Startup Screen, and access the Output 

Configuration panel by clicking the Configure button (the ǎƳŀƭƭ ΨƎŜŀǊΩ ƛŎƻƴ) that appears 

at upper-right when you move the mouse over the main Program Output monitor on 

the Live Desktop). 

 

2. Click the Genlock tab in the Output Configuration panel. 
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Figure 28 

3. The default Reference Type in the Genlock settings is SD (Bi-level), as this is by far the 

most common reference signal type.  However, if you supply an HD reference signal to 

the Genlock input, change the setting to HD (Tri-level). 

 

4. With the aid of downstream Waveform and Vector Scopes, adjust TriCasterΩǎ Horizontal 

and Vertical Position and Phase settings in the Genlock section of the I/O Configuration 

panel. 

Again, ideally both the cameras and the TriCaster should be genlocked.  If they are not genlocked 

to the same reference signal as the TriCaster output, a TBC (Time Base Correction) operation is 

applied.  Time Base Correction may drop or insert frames as necessary to maintain sync, hence it 

is a less desirable approach. 

Note: For a deeper explanation of genlocking, please see Section 8.1.5. 
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3.13 NETWORKING 

¢Ǌƛ/ŀǎǘŜǊ ƛǎ ŎŀǇŀōƭŜ ƻŦ ŘƛǎǇƭŀȅƛƴƎ ǎŎǊŜŜƴǎ ŦǊƻƳ ƴŜǘǿƻǊƪŜŘ ŎƻƳǇǳǘŜǊǎ ǊǳƴƴƛƴƎ bŜǿ¢ŜƪΩǎ ƛ±D!ϰ 

ŎƭƛŜƴǘ ǎƻŦǘǿŀǊŜΣ ƻǊ ƻǳǘǇǳǘ ŦǊƻƳ ƻǘƘŜǊ ǎǳǇǇƻǊǘŜŘ ŀǇǇƭƛŎŀǘƛƻƴǎ όǎǳŎƘ ŀǎ bŜǿ¢ŜƪΩǎ ƻǿƴ [ƛǾŜ¢ŜȄǘϰύΦ  

Connecting TriCaster to a local area network (LAN) may require additional steps beyond those 

ƳŜƴǘƛƻƴŜŘ ōŀŎƪ ǿƘŜƴ ǿŜ ŘƛǎŎǳǎǎŜŘ aƛŎǊƻǎƻŦǘ ²ƛƴŘƻǿǎ ϰ ŀŎǘƛǾŀǘƛƻƴ ό{ŜŎǘƛƻƴ 3.2).  Here is the 

basic procedure involved in joining a workgroup: 

1. Connect an Ethernet cable from the port on TriCasterΩǎ ōŀŎƪ ǇƭŀǘŜ ǘƻ ȅƻǳǊ ŜȄǘŜǊƴŀƭ 

network. 

 

2. (If necessary) ς close the Live Desktop, go to the Home Page and click Shutdown, then 

select Exit to Windows at right to access the operating systemΩǎ ƻǿƴ desktop. 

 

3. Right-click on the My Computer icon, and select Properties. 

 

4. Scroll down in the right hand pane of the System panel that opens to find the Computer 

name, domain and workgroups settings area. 

 

5. Click the Change Settings link at right. 

 

6. Click the Computer Name tab of the System Properties panel that opens. 

 

7. Click the Change button, and enter the name of your local workgroup, as provided by 

your system administrator. 

 

8. Close the OK button. 

 

9. Close the System control panel. 

 

10. At this point, the network connection should be functional.  If further help connecting is 

required, please consult your system administrator. 

The next section (Chapter 4, Live Production Walkthrough) will guide you through your first 

experience using TriCaster.
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4 LIVE PRODUCTION WALKTHROUGH 

 

 

This chapter provides a quick hands-on tour of the major 
components and functions of your NewTek TriCaster. In a very 
short time, these basics will be second nature to you. 
 
More detailed reference material on all aspects of TriCaster follows 
in Part II (Reference). 

Having made the essential external connections ƛƴ ǘƘŜ ǇǊŜǾƛƻǳǎ ǎŜŎǘƛƻƴΣ ƭŜǘΩǎ ǎtart your first 

TriCaster session, and skim through the fundamentals: 

¶ Startup and Import 

¶ Monitoring and related features. 

¶ Network sources. 

¶ Switching between video sources and using transitions. 

¶ Mixing audio (and the Audio Follow feature). 

¶ Recording a/v clips and Program Output. 

¶ Playing stored clips using the DDR (ΨDigital Disk RecorderΩ) . 

¶ Adding (and editing) title pages and graphics. 

¶ Using LiveMatte to create a simple chromakey effect. 

¶ PiP (Picture in Picture) effects ς superimposing one video source on top of another. 

¶ Creating a LiveSet (virtual set) shot. 

¶ Using Virtual Inputs. 

¶ Streaming your program to the Internet (and recording the stream). 

 

4.1 CREATING A SESSION 

We ran through the basics of starting new sessions and configuring devices back in sections 3.8 

though 3.12.  If you need to review this information, go ahead and Řƻ ǎƻ ƴƻǿΦ  ²ŜΩƭƭ ƭƻƻƪ ŀǘ 

these items individually again later in Part II (Reference), too.   

1. In the initial Startup Screen, create a new 1080i session - ƴŀƳŜ ƛǘ άPractice SessionέΦ 
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2. The Sessions page of the Startup Screen will appear when you click Start Session. 

 

3. Click the Manage icon on the function selector ring (Figure 29). 

 

 

Figure 29 

 

4.2 IMPORTING CONTENT 

 

4.   Click the Import Media button at lower-right. 

 

5. Navigate to C:\TriCaster\Documentation\Walkthrough Content. 

 

6. Click in the file pane in the system File Explorer that opens, and press Ctrl + a to select 

everything ς then click Open. 

 

7. ¸ƻǳΩƭƭ ǎŜŜ ǎŜǾŜǊŀƭ ƴŜǿ ŦƛƭŜ ǿƛƴŘƻǿs pop up, each showing the content you imported in 

its new location.  Notice that different media types are automatically sorted into their 

respective destination folders όǿŜΩƭƭ ǳǎŜ ǘƘŜǎŜ ŦƛƭŜǎ ƭŀǘŜǊύ. 

 

8. Close the file windows, click the Live icon on the selector ring, and then click Start Live 

Production at right. 
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Although you might well never even notice, a two minute initialization period begins after you 

start (or re-ǎǘŀǊǘύ ¢Ǌƛ/ŀǎǘŜǊΦ  ¢Ƙƛǎ ΨǿŀǊƳ-ǳǇΩ ǇŜǊƛƻŘ ŀƭƭƻǿǎ ǘƘŜ ǎȅǎǘŜƳ ǘƻ ǎǘŀōƛƭƛȊŜΣ ŜƴǎǳǊƛƴƎ 

consistent performance of various components (for example, video clips playing in the DDR 

before the end of initialization could skip some frames).  See Section 6.4.1 for more information. 

At this time, though, we want to begin our tour of the Live Desktop with consideration of the 

monitoring features and options it provides. 

 

4.3 MONITORING 

4.3.1 PROGRAM OUTPUT 

LƴŜǾƛǘŀōƭȅΣ ȅƻǳΩƭƭ ōŜ paying a lot of attention to the main Program Output monitor (Figure 30), 

found at the right side of the Live Desktop in the upper (monitoring) section.  This display shows 

you what you are sending to downstream devices ς and your viewing audience. 

Situated beneath the monitor itself are Stream, Record and Grab buttons, their respective 

Configuration buttons and time/counter fields όǿŜΩƭƭ ƭƻƻƪ ŀǘ ǘƘƻse features later). 

 

Figure 30 
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Hint: Move your mouse over Program Output, then click the Configure button (gear) that 

appears above it to open a tabbed panel containing Proc Amp and Genlock settings. 

4.3.2 ALL MONITORS 

Click the All Monitors tab at upper left to view dedicated (ISO) monitors for all three main video 

inputs, along with an array of other previews. 

These include monitors showing the current playlist items in the DDR, Still and Titles modules, 

and the Network source ς such as an iVGA input or LiveTextϰ title from another computer on 

the network. 

 

Figure 31 

The source currently selected on the Program row is highlighted in red.  The current Preview row 

selection has a green highlight, while the Effects row border selection is tinted blue.   

Note that the ISO monitors are interactive: 

9. CƭƛŎƪ ŀ ƳƻƴƛǘƻǊ ƻƴŎŜ ǘƻ ǎŜƭŜŎǘ ǘƘŜ ŎƻǊǊŜǎǇƻƴŘƛƴƎ ǎƻǳǊŎŜ ƻƴ ǘƘŜ {ǿƛǘŎƘŜǊΩǎ Preview row. 

10. Click the Preview monitor again to perform a Take  (swap) between the Program and 

Preview row sources on output. 

11. Double-click any monitor to send that source immediately to Program output. 
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And, as discussed in Section 3.10, the Camera 1-3, Effects and Preview monitors display a 

Configuration button allowing input type selection and more, including Proc Amp  (see Section 

8.2.2) and LiveMatte controls (see Section 4.10). 

 

Figure 32 

Further, ISO monitors provide popup contextual controls including things like Play or Stop 

(Freeze), and Network source selection (see Section 7.2.1). 

4.3.3 SWITCHER MONITORS 

 

Figure 33 

In this configuration, the left section of the Live 5ŜǎƪǘƻǇΩǎ ƳƻƴƛǘƻǊƛƴƎ ǎŜŎǘƛƻƴ ŘƛǎǇƭŀȅǎ ǘǿƻ ƭŀǊƎŜǊ 

preview panes.  These show just the video sources currently selected on the Effects and Preview 

row in the Switcher.  

You can use these larger monitors to sample the video feed from any source by selecting them 

one at a time on Preview or Effects, but they are handy in other ways too.  Among other things, 
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they provide a convenient view for adjusting LiveMatte or LiveSet effects.  Hover the mouse over 

the Preview or Effects monitor, then click the Configure button (gear) above to display the 

settings for the current video source (i.e., the one selected on the corresponding Switcher row.) 

Hint: Unlike the ISO monitors, these monitors do not feature interactive switching functions, nor 

of course are colored borders required to indicate their Switcher selection status. 

 

4.4 AUDIO MIXER 

IŀǾƛƴƎ ǇǊŜǾƛƻǳǎƭȅ ŎƻƴƴŜŎǘŜŘ ŀƴŘ ŎƻƴŦƛƎǳǊŜŘ ȅƻǳǊ ŀǳŘƛƻ ƛƴǇǳǘǎΣ ƭŜǘΩǎ explore a few of the other 

features in the Audio tab.  You will need to have speakers connected to (at least) the first two 

connectors (channel 1 and 2) in the PGM Ǌƻǿ ƻŦ ¢Ǌƛ/ŀǎǘŜǊΩǎ Analog Audio Out section (even 

better, if you have them handy, connect a pair of stereo headphones and put them on). 

4.4.1 MUTE, MONO AND BALANCE 

1. Click the DDR tab 

 

2. Click the Add button in the DDR pane 

 

3. Click the Practice Session entry under the heading Audio (in the Location list at left). 

 

 

Figure 34 
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4. CƛƴŘ ǘƘŜ ƛŎƻƴ ƴŀƳŜŘ άоǘƻƴŜψǉǳŀŘΦ²!±έ ƛƴ ǘƘŜ ŦƛƭŜ ǇŀƴŜΦ  ¢Ƙƛǎ ƛǎ ŀ ŦƻǳǊ ŎƘŀƴƴŜƭ ŀǳŘƛƻ 

file, with a mid-range tone on channel 1, a higher tone on channel 2, while both 

channels 3 and 4 both carry a lower tone. 

 

5. Select the icon for this file, and click OK to add this sound file to the DDR playlist. 

 

6. Turn on both Single and Loop for the DDR, then turn Follow off for the DDR 

 

7. Click the Audio tab, and Mute Inputs 1-3 (click the speaker icons at upper-right in each 

input control panel, so they show a red stroke through them). 

 

 

Figure 35 

8. Make sure DDR audio is not muted (Figure 35). 

 

9. {Ŝǘ ǘƘŜ 55wΩǎ Gain slider to 0dB (you can do this quickly by holding down the keyboard 

Shift key while double-clicking the Gain knob.) 

 

 

Figure 36 
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10. /ƭƛŎƪ ǘƘŜ 55wΩǎ Play button. 

 

If you have stereo speakers or headphones connected, you should now hear two distinct 

tones ς a mid-range tone from the left speaker (connected to Output CH1) and a higher 

pitched tone from the right speaker (connected to Output CH2).   

IƛƴǘΥ LŦ ȅƻǳ ƘŀǇǇŜƴ ǘƻ ƘŀǾŜ ŀ ΨǎǳǊǊƻǳƴŘ ǎƻǳƴŘΩ ǎǇŜŀƪŜǊ ǎŜǘǳǇ ǿƛǘƘ ŦǊƻƴǘ ŀƴŘ ǊŜŀǊ 

speakers, you will also hear another even lower tone coming from the rear speakers. 

You can also observe that the VU meter shows matching levels for all four input 

channels (Figure 36). 

 

11. Next, drag the Balance slider all the way to the left.  As you do so, observe that the level 

on channels 2 and 4 are gradually reduced.  At the extreme left position, these two 

channels are completely silent.  Only the mid-range tone (on channel 1) is heard, and 

only from the left speaker at that ς see Figure 37. 

  

 

Figure 37 

12. Moving the slider to the right (of center) has the opposite effect, reducing channels 1 

and 3 ς doing so without any effect on the other 2 channels.  At the extreme right 

position, only the mid-range tone from the DDR file is audible (and only from the right 

speaker). 

The lesson here is that ς unlike Mono, considered shortly, or Pan ς Balance ŘƻŜǎ ƴƻǘ ΨƳƻǾŜΩ 

ŀǳŘƛƻ ŦǊƻƳ ƻƴŜ ŎƘŀƴƴŜƭ ǘƻ ŀƴƻǘƘŜǊΦ  ¸ƻǳ Ŏŀƴƴƻǘ ǳǎŜ ƛǘ ǘƻ ΨōƭŜƴŘΩ ŎƘŀƴƴŜƭ м ǿƛth channel 2, for 
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example.  Balance regulates the levels for one pair of channels (1 and 3, or 2 4) at a time, and 

does not affect the other pair in doing so. 

[ŜǘΩǎ ŎƻƴǎƛŘŜǊ ǘƘŜ ŜŦŦŜŎǘ ƻŦ ǘƘŜ Mono switch next: 

13. Center the Balance control once again, so that you hear the mid-tone exclusively from 

the left speaker, and higher tone from the right only. 

 

14. Click the Mono switch.  Notice that now a blend of the (channel 1) mid-range tone and 

(channel 2) higher tone issue from both speakers. 

 

15. To confirm that for yourself, slide the Balance knob to the extreme left.  Although sound 

is now issuing only from the left speaker, you can hear both tones. 

 

16. Click Stop in the DDR 

Note: the Mono switch has no effect on channels 3 and 4.  These two channels are 

never blended with channels 1 and 2 on output. 

4.4.2 PAN 

The Pan control looks much like the Balance slider, but has special abilities.  Pan is uniquely 

available for Input 1, and even then only appears when one of the two Mic input Types is 

chosen.   

 

Figure 38 

A Pan slider is provided for each of the two channels in the Input 1 section (when Mic is 

ǎŜƭŜŎǘŜŘύΦ  {ƭƛŘƛƴƎ ǘƘŜ tŀƴ ƪƴƻō ƭŜŦǘ ƻǊ ǊƛƎƘǘ ŀŎǘǳŀƭƭȅ ƳƻǾŜǎ όƻǊ ΨǇŀƴǎΩύ ǘƘŜ ŀǳŘƛƻ ŦǊƻƳ ƛǘǎ ƻǊƛƎƛƴŀƭ 

channel onto its neighbor.   

Pan 
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For example, when the Pan knob for Mic 2 is at the extreme right, all of the sound from that 

source is sent to output channel 2.  Moving the slider leftward places an increasing amount of 

the sound from Mic 2 on output channel 1.  When the slider reaches the extreme left position, 

the sound from Mic 2 is now entirely sent to output channel 1. 

Hint: In their default center position, the two Pan controls have exactly the same effect as clicking 

Mono.  Actually, this is why a Mono is not needed in this case. 

Pan thus provides precise control over where the audio from either Mic input is heard ς whether 

exclusively on output channel 1, 2, or whether differing levels from either source is sent to both 

outputs. 

4.4.3  TALK 

17. Start the DDR playing the audio tone file again. 

18. Enable the Talk switch in Input 1, but watch the DDR VU meter as you do so. 

Talk ƛǎ ŀƴ ŀōōǊŜǾƛŀǘƛƻƴ ƻŦ ά¢ŀƭƪ hǾŜǊέΦ  9ƴŀōƭƛƴƎ ƛǘ ŎŀǳǎŜǎ ǘƘŜ ƭŜǾŜƭ ŦƻǊ ŀƭƭ other audio sources to 

drop off by 20dB, allowing Mic 1 and 2 to dominate output.  This is very useful for public address 

announcements, which is principal purpose. 

4.4.4 FOLLOW 

 

Figure 39 

19. Connect cameras to both Video In rows 1 and 2. 

20. Connect two (audibly different) active audio sources to Audio In rows 1 and 2. 

21. Enable the Follow switch in the Audio Mixer for both Input 1 and Input 2. 

22. Select the button for video Input 1 ƻƴ ǘƘŜ {ǿƛǘŎƘŜǊΩǎ Program row. 

23. Select the button for video Input 2 on the {ǿƛǘŎƘŜǊΩǎ Preview row. 

24. Click the Audio Mixer tab. 

25. /ƭƛŎƪ ǘƘŜ {ǿƛǘŎƘŜǊΩǎ  Take button 
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Notice that when the video source assigned to Input 1 is on output, you hear its associated audio 

input.  When you perform a Take placing Input 2 on output, the audio source connected to row 2 

in the Audio In section is heard. 

When Follow is enabled for an audio source, its sound is automatically sent to output whenever 

the associated video source is displayed on output.  In this case, the levels shown in the VU 

meter for that audio source are drawn in color.  When you switch away from that video source, 

the VU meter still shows audio levels, but the graph is drawn in black and white (providing 

confirmation that audio is present even before you switch). 

Hint: Follow even works when the associated video source is displayed on Output as an Overlay or 

Virtual Input source. 

4.5 NETWORK SOURCES 

tŜǊƘŀǇǎ ȅƻǳΩŘ ƭƛƪŜ ǘƻ ōŜ ŀōƭŜ ǘƻ add Microsoft PowerPoint® output, web pages, Skypeϰ ǾƛŘŜƻ 

calls, application displays, titles and graphics ŦǊƻƳ bŜǿ¢ŜƪΩǎ LiveTextϰ or other exotic content to 

your productions.  TriCaster supports all such displays as Switcher sources from computers on 

the same network via the supplied iVGAϰ client application (not required for LiveText). 

4.5.1 IVGA CLIENTS 

1. For a Microsoft Windows® client, copy the iVGA program from the TriCaster iVGA 

folder (inside C:\TriCaster) to the sending computer. 

 

For OS X client systems, copy the file iVGA.dmg.zip from the same folder to the Mac.  

Unzip it by double-clicking it; mount the disk image (.dmg file) in the same manner, then 

drag the iVGA program icon into Applications.  (See Section 9.1 for more detail). 

2.  Connect TriCaster to the client computer via the local network. (For computer-to-

computer connections, use the supplied crossover cable to connect directly to 

TriCaster). 

3. Double-click the iVGA icon on the second computer. 
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After agreeing to the NewTek license (and a moment or two for the network connection to be 

ŜǎǘŀōƭƛǎƘŜŘύ ǘƘŜ ƴŀƳŜ ƻŦ ǘƘŜ ǊŜƳƻǘŜ ŎƻƳǇǳǘŜǊ ƛǎ ŀŘŘŜŘ όŀƭƻƴƎ ǿƛǘƘ ά.ƭŀŎƪέ ŀƴŘ ŀƴȅ ƻǘƘŜǊ 

networked systems with iVGA running on them) to the iVGA client list.  

Note: Gigabit networking is highly recommended, and should be considered mandatory for HD 

sessions in particular. 

 

Figure 40 

When TriCaster recognizes qualified network sources, it adds them to a drop-down menu for 

quick selection (Figure 40).  

4. Move your mouse pointer over the Network monitor in the All Monitors tabbed view.  

5. Click the triangular menu button above the monitor to quickly select a networked 

source (or change the current selection) from the menu located. 

Hint: iVGA places a red-green-blue status icon on the client system. For a Windows-based system, 

the icon is in the task tray; on Macintosh systems, it is shown in the dock. This indicates this 

ŎƻƳǇǳǘŜǊΩǎ ŘƛǎǇƭŀȅ ƛǎ ǊŜŀŘȅ ǘƻ ǎŜƴŘ ǘƻ ¢Ǌƛ/ŀǎǘŜǊΦ The icon is animated when the iVGA source is 

selected as the active Network source in TriCaster. 

4.5.2 [L±9¢9·¢ϰ 

bŜǿ¢ŜƪΩǎ όƻǇǘƛƻƴŀƭύ standalone [ƛǾŜ¢ŜȄǘϰ application offers features that are very similar to 

¢Ǌƛ/ŀǎǘŜǊΩǎ integrated LiveText (see Chapter 17), but installs separately on a compatible 

Microsoft Windows® computer. 
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A (networked) LiveText workstation effectively constitutes a dedicated CG and title solution for 

TriCaster presentations.  (This is a wonderful addition for those times when you could really use 

another pair of hands.) 

When running on the network connected computer, LiveText is 

listed in the Network source selection drop-down menu (just as 

an iVGA source would be).   

When you select LiveText (and click the Live button in LiveText), 

the current title page is available via the Network button on 

¢Ǌƛ/ŀǎǘŜǊΩǎ Switcher or in its Overlay panel.  For more 

information on installing and using this great tool, please refer 

to the Chapter 17. 

 

4.6 SWITCHING 

Back in Section 3.4, you connected cameras to TriCasterΩǎ όŦǊƻƴǘ ǇŀƴŜƭύ ƛƴǇǳǘǎ ŀƴŘ ŎƻƴŦƛƎǳǊŜŘ 

them.  LŦ ȅƻǳ ƘŀǾŜƴΩǘ ŀƭǊŜŀŘȅ ŘƻƴŜ ǎƻΣ ƭŜǘΩǎ ŜȄǇƭƻǊŜ ōŀǎƛŎ Switcher operations. 

4.6.1 SWITCHER ROWS 

The Switcher features 3 rows of labeled buttons.  The three rows are labeled (from top to 

bottom) Effects, Program and Preview.  Each button represents one of the many and varied 

video sources available ς the first three represent Inputs 1-3, while the others are for special 

sources (discussed soon). 

 

Figure 42 

Figure 41 
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Clicking a button in any row selects the active source for that row.  The Program row selection 

dictates what video stream is sent to Program Output.  The Preview row selection determines 

which source is cued up for the next Take (cut) or Transition operation. (The Effects row serves 

ƻǘƘŜǊ ǇǳǊǇƻǎŜǎ ǿƘƛŎƘ ǿŜΩƭƭ ŎƻƳŜ ǘƻ ŀ ōƛǘ ƭŀǘŜǊύΦ 

Hint: By default, selecting a tabbed module (DDR, Stills, etc.) on the Preview row automatically 

shows the corresponding control panel in the tabbed panes below. Click the configuration (gear) 

button the the right of the tabs (beneath Overlay) to enable or disable this behavior. 

1. First, confirm that the Connection Type selected for your video sources is correct. 

 

i. Move your mouse over an Input preview monitor (All Monitors view). 
ii. Open the Configuration panel by clicking the Configure button (gear) that appears 

above the monitor. 
iii. Choose the appropriate Connection Type setting for your camera. 
iv. Close the Configuration panel. 
v. Repeat the steps above for all connected cameras. 

 
2. Click the Switcher ōǳǘǘƻƴ ƭŀōŜƭŜŘ ΨмΩ ƻƴ ǘƘŜ Program row (Figure 2) to place Camera 1 

on Program Output.  The button turns red, and the video stream from Input 1 appears 

on the Program Output monitor.  (Program Output is available to connected video 

display devices and/or the Internet, and optionally, for recording to disk, too). 

 

3. Click to select Camera 2 on the Preview row (the button will light up in green). 

 

4. Note that the borders of the corresponding ISO monitors (All Monitor view) are now 

tinted red and green, respectively. 

4.6.2 TRANSITIONS 

bƻǿ ǿŜΩǊŜ ǊŜŀŘȅ ƴƻǿ ǘƻ ǘǊȅ ƻǳǘ ǘƘŜ ŦŜŀǘǳǊŜǎ ƛƴ ǘƘŜ Transition section, to the right of the 

Switcher rows (Figure 43). 
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Figure 43 

1. Click the Transition button 

i. Camera 1 is gradually removed from Program Out  
ii. Camera 2 (previously the Preview row selection) takes its place on Program Output 
iii. The Camera 2 button is now lit up on the Program row 
iv. The Camera 1 button is lit up on the Preview row 
v. The red and green borders around the ISO monitors have been swapped 

 
2. Click Take to force the swap between Program and Preview row selections to occur 

instantly 

 

3. Click a different transition icon in the selector pane (beside FTB), and click the Transition 

button again. (TriCaster supplies a wealth of transitions to suit every need) 

 
4. Click the [S] button to select a slower speed preset, and click Transition again to test the 

new rate of change 

Hint: you can manually control the progress of a transition by grabbing the T-bar with the left 

mouse button and dragging it downward. 

4.7 RECORD AND GRAB 

 

Figure 44 
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Located immediately beneath the Program Output monitor are Stream, Record and Grab 

buttons, along with their respective Configure ōǳǘǘƻƴǎΦ  ²ŜΩƭƭ ŘƛǎŎǳǎǎ ǎǘǊŜŀƳƛƴƎ ŦǳǊǘƘŜǊ ƻƴΣ ōǳǘ 

ƭŜǘΩǎ ŎƻƴǎƛŘŜǊ Record and Grab here. 

4.7.1 RECORD 

1. Click the Configuration button (gear) next to Record. 

 

2. The Record Configuration panel opens. 

 

3. Click in the Base Name field, and enter a unique name for the captured file(s).  Note 

that recorded clips are always stored in TriCastŜǊΩǎ ŘŜŦŀǳƭǘ Clips folder. 

 

4. Optionally, enable the Add to DDR Playlist switch to automatically add newly recorded 

clips to the current DDR playlist. 

Hint: TriCaster stores recordings at C:\TriCaster\Media\Clips\sessionname\Capture 

(replace άsessionnameέ with your actual session name). 

 

 

Figure 45 

5. Click Audio + Video, and then click Close. 
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IƛƴǘΥ LŦ ȅƻǳ ŎƘƻƻǎŜ ΨAudio + VideoΩΣ ǎŜƭŜŎǘƛƴƎ ΨInclude Separate mp3 fileΩ ƛǎ ǳǎŜŦǳƭ ƛŦ ȅƻǳǊ 

ŜŘƛǘƛƴƎ ǎƻŦǘǿŀǊŜ ŘƻŜǎƴΩǘ ǎǳǇǇƻǊǘ ǘƘŜ ŜƳōŜŘŘŜŘ ŀǳŘƛƻ ƛƴ ¢Ǌƛ/ŀǎǘŜǊΩǎ at9Dн ŦƛƭŜǎΦ 

6. Make sure you have an active source playing on Program Output. 

 

7. Press the Record button ς it will illuminate, and the neighboring timecode field will 

begin keeping track of the duration of your recording. 

 

8. After a little while, press Record again to stop recording. 

You can record anything that is displayed on Program Output in this manner.  This lets you 

record your entire live production if you like, but it also provides a way for you to capture clips 

for playback (from TriCasterΩǎ 55w) during live events. 

4.7.2 GRAB 

 

Figure 46 

The Grab feature is quite similar to Record, just described - except of course that it grabs a fresh 

still image from Program Output each time you click the Grab button. 
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4.8 MEDIA PLAYERS 

4.8.1 DDR 

¢Ǌƛ/ŀǎǘŜǊΩǎ DDR (Digital Disk Recorder) is a powerful media player, and can greatly enhance your 

live productions.  

Show the DDR by clicking its tab in left-hand tabbed pane beneath the Switcher.  (The DDR also 

has two right-hand pane siblings, the Stills and Title ǇƭŀȅŜǊǎΣ ǿƘƛŎƘ ǿŜΩƭƭ ŘƛǎŎǳǎǎ ƛƴ ǘƘŜ ƴŜȄǘ 

section.) 

 

Figure 47 

ADDING FILES 

 

Figure 48 

1. Click the Add button in the DDR pane (Figure 48) to open a Media Browser. 
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2. Click the name for your current TriCaster session beneath the Clips header in the left-

hand column of the Media Browser. 

 

3. The file pane at right displays icons for recordings made in the session.  It should list the 

file you recorded earlier (in Section 4.7.1) ς click the icon to select it, then click OK. 

 

4. You may wish to add several more files to experiment with (the DDR also supports most 

popular audio file formats). 

TRANSPORT CONTROLS 

 

Figure 49 

5. Select DDR ƻƴ ǘƘŜ {ǿƛǘŎƘŜǊΩǎ Program row. 

 

6. /ƭƛŎƪ ǘƘŜ ƴŜǿƭȅ ŀŘŘŜŘ ƛŎƻƴ ƛƴ ǘƘŜ 55wΩǎ playlist, and press the Play button in the DDR 

footer (Figure 49) 

i. The video clip you recorded should play on the DDR ISO monitor (All Monitors 

view). 

ii. Click DDR ƻƴ ǘƘŜ {ǿƛǘŎƘŜǊΩǎ Program row, it will appear on Program Output. 

 

7. Click the Stop button. 

 

8. Click inside the Speed slider (engaging direct edit mode), and change the speed to 50%. 

 

9. Click Play again, and observe that playback is now in slow motion 

 

10. Adjust Speed again ς notice that you can even modify the slow motion playback rate 

during play. 

 

11. Click Stop. 
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TRIMMING AND SCRUBBING 

[ŜǘΩǎ ǎǇŜƴŘ ŀ ƳƻƳŜƴǘ ƭŜŀǊƴƛƴƎ Ƙƻǿ ǘƻ ǘǊƛƳ ŀ ŎƭƛǇ ƛƴ ǘƘŜ DDR.  To do this you will use tools in the 

Scrub Bar immediately beneath the playlist pane (Figure 50).   

  

Figure 50 

DǊŀƎ ǘƘŜ {ŎǊǳō .ŀǊΩǎ square blue knob left or right to change the current play position. Trimming 

is accomplished by dragging the start and end points for the clip using the blue ] and [ gadgets at 

either end.  (The mouse pointer changes to a double-headed arrow when you move it over a trim 

control.) 

12. Click the first (top-left) clip in the DDR playlist, highlighting it. 

 

13. Drag the trim handles to shorten the clipΩǎ ǊǳƴǘƛƳŜ ǘƻ мл ǎŜŎƻƴŘǎ όǿŀǘŎƘƛƴƎ ǘƘŜ 

Duration display to the right of the Scrub Bar helps when trimming). 

14. Record ŀ ŦŜǿ ƳƻǊŜ ŎƭƛǇǎΣ ƛŦ ȅƻǳ ƘŀǾŜƴΩǘ ŀƭǊŜŀŘȅ ŘƻƴŜ ǎƻ, and add several to the DDR 

playlist (either automatically or by using the Add button). 

SINGLE AND AUTOPLAY 

 

Figure 51 

15. Click the Single switch (Figure 51). 

 

16. Double-click the first clip in the DDR playlist to play it (double-clicking is another way to 

engage Play). With Single mode engaged, playback stops at the end of the current clip. 

 

17. Select Camera 1 ƻƴ ǘƘŜ {ǿƛǘŎƘŜǊΩǎ Preview row. 
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18. Enable the 55wΩǎ Autoplay switch. 

 

19. Play the first clip in the DDR again. 

This time, just as the clip approaches its end, the Switcher automatically performs a 

transition.  (That is, the sources on Program and Preview are automatically swapped, 

leaving Camera 1 on Program Output). 

20. After a few moments, click either Take or Transition ƛƴ ǘƘŜ {ǿƛǘŎƘŜǊΩǎ Transition 

section. 

Notice that a transition is performed (returning the DDR from Preview to Program) and, 

more importantly, the next item in the playlist begins to play automatically -- right on 

time.  When it ends, another automatic transition occurs, restoring Camera 1 to 

Program Output. 

[ŜǘΩǎ ǘǊȅ Autoplay without Single mode: 

21. Click Stop (if necessary). 

 

22. Uncheck Single, leaving Autoplay engaged. 

 

23. Highlight a fairly long clip (say, a minute or more) in the DDR on Program, and Camera 1 

on Preview. 

 

24. Click Play. 

 

25. After a few seconds, perform a Take and watch what happens: 

i. Naturally, the DDR and Camera 1 are swapped on the Switcher. 

ii. DDR playback is stopped at the current frame of the current clip. 

 

26. Perform another Take 

i. As expected, the DDR is restored to Program Output. 

ii. DDR playback re-commences at the next frame of the current clip ς the DDR 

did not automatically jump ahead to the next clip this time. 
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You may find Single mode your usual choice, but it can be useful to turn it off (as just described) 

at other times.  Perhaps a live speaker is presenting a long clip, but wants to be free to interrupt 

it with live commentary at any time.  Turning Single off (while Autoplay on) works perfectly in 

this scenario.  The TriCaster operator can click Take or Transition freely, confident that DDR 

playback will resume at precisely the right frame when he does so again. 

PRESETS 

 

Figure 52 

[ŜǘΩǎ ŎƻƴǎƛŘŜǊ ƻƴŜ ƳƻǊŜ ǇƻǿŜǊŦǳƭ ŦŜŀǘǳǊŜ ŎƻƳƳƻƴ ǘƻ ¢Ǌƛ/ŀǎǘŜǊΩǎ ƳŜŘƛŀ ǇƭŀȅŜǊǎ ς the Presets 

Bin. This bin runs vertically down the outer edge of the DDR, Stills and Title modules, and 

provides instant access to custom playlists. 

More than that, presets store other information about the current state of the module ς 

playback position, selection status, and so on.  In many ways, you can use presets as though they 

are tabs that reveal even more media players. 

27. Click a different preset icon, and use the Add button to populate it. 

 

28. Switch back and forth between presets, noting as you do how various attributes are 

retained. 

 

29. Try copying and pasting playlist icons between two presets (right-click on an icon to 

access the context menu containing Cut, Copy and Paste). 

 

30. Notice that if a clip is playing, a Stop action occurs when you change presets. 

The DDR Ƙŀǎ Ƴŀƴȅ ƳƻǊŜ ŦŜŀǘǳǊŜǎ ǿƘƛŎƘ ǿŜΩƭƭ ŎƻǾŜǊ ƭŀǘŜǊ, in Part II of this manual. 
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4.8.2 STILLS 

The Stills and Titles modules are actually very similar to the DDR, just discussed.  Although each 

is primarily focused on a particular purpose, together they also provide many creative 

possibilities. The main difference between them is the type of media files they support: 

¶ The Stills player supports popular still image file formats and audio files. 

¶ The Titles module supports TriCaster t itle pages and popular still image file formats. 

AN AUTOMATED SLIDESHOW 

The controls of the Stills player are identical to the DDR.  Rather than cover these ŀƎŀƛƴΣ ƭŜǘΩǎ 

have a little fun: 

1. Click both the DDR and Stills tabs, so you can see both players. 

 

2. Click any icon in the DDR playlist, and press CTRL + a on the keyboard, to select all of the 

playlist entries. 

 

3.  Press Delete on your keyboard, clearing out the entire DDR playlist (this is a non-

destructive deletion, never fear). 

 

4. Add some image files (a dozen or more) to the Stills playlist (you can use some of the 

images from the NewTek Content group under the Stills heading for this example). 

 

5. Click on one the icons about halfway through the playlist, highlighting it. 

 

6. Hold down the Shift key, and click the last icon in the playlist, multi-selecting all the files 

between the first one you clicked and the last one (the icons are given a lighter outline 

to show their selection status). 

 

7. Right-click anywhere in the Stills playlist, and select Cut from the context menu. 

 

8. Right-click in the DDR playlist area, and select Paste. 
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[ŜǘΩǎ ǇŀǳǎŜ ǘƻ review.  To this point, we've prepared both the DDR and Stills modules with 

playlists consisting of a similar series of still images.  (Note that still image files default to a five 

second duration when added to a playlist).  

Fine, but ΨǿƘŀǘ ŀōƻǳǘ ǘƘŜ ŀŦƻǊŜƳŜƴǘƛƻƴŜŘ ŦǳƴΩ, you askΚ  [ŜǘΩǎ ŎƻƴǘƛƴǳŜΥ 

9. Turn Single and Autoplay on for both DDR and Stills. 

 

10. Select DDR ƻƴ ǘƘŜ {ǿƛǘŎƘŜǊΩǎ Program row. 

 

11. Select Stills ƻƴ ǘƘŜ {ǿƛǘŎƘŜǊΩǎ Preview row. 

 

12. Click the first entry in both playlists (to set the current position). 

 

13. tǊŜǎǎ ǘƘŜ 55wΩǎ Play ōǳǘǘƻƴΣ ŀƴŘ ǿŀǘŎƘ ǘƘŜ ΨƘŀƴŘǎ-ŦǊŜŜΩ ǎƭƛŘŜǎƘƻǿ. 

[ŜǘΩs consider what is happening: 

¶ When playback of the first DDR playlist entry reaches its end 

o TƘŜ 55wΩǎ Autoplay setting invokes an automatic transition to Stills 

o And stops DDR playback 

o Then, unseen on Program Output, cues up its next playlist item. 

¶ Simultaneously, the StillΩs Autoplay setting initiates playback of its first playlist entry. 

¶ When playback of that item is reached 

o The StillsΩ Autoplay function performs another transition, returning the DDR to 

Program row 

o And stops Stills playback 

o Then, unseen on Program Output, Stills cues up its next playlist entry. 

¶ Next, the 55wΩǎ Autoplay setting automatically starts playing its next playlist item. 

¶ The cycle repeats until all items play though or is interrupted by user actions (if Loop 

was enabled in both players, the slideshow could theoretically continue to the end of 

time). 
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4.8.3 TITLES 

At first glance the Titles player seems very similar to the Stills and DDR modules ς it has the 

same trimming and transport controls, Autoplay and Single switches, Preset bin and so on. 

Of course, as its name implies, the Titles player is intended for preparing and displaying title 

ǇŀƎŜǎΦ  [ŜǘΩǎ ǎŜŜ Ƙƻǿ ƛǘ ǿƻǊƪǎΥ 

1. Click Add, and select a few of the prepared title pages from the NewTek location 

listed under the Titles heading in the Location List (left column) of the Media Browser. 

 

2. Click an icon to highlight it. 

 

3. Display the title page on Program Output by selecting Titles ƻƴ ǘƘŜ {ǿƛǘŎƘŜǊΩǎ Program 

row. 

 

4. Move the mouse over a different title page icon, and click the Configure button (gear) 

that appears in its lower-right corner. 

 

 

Figure 53 

5. The Title Page Editor shown in Figure 53 will appear. 
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6. Move the mouse over the default text shown in the Title Page 9ŘƛǘƻǊΩǎ ǇǊŜǾƛŜǿ ǇŀƴŜΣ 

and notice that a white bounding-box appears as you locate editable items. 

 

7. Double-click inside the bounding-box for a line of text to open a text entry field; type 

something different, then press Enter on the keyboard to accept the changes. 

 

8. Notice that you were able to edit a page without disturbing the title already displayed 

on Program Output - Click the Close button. 

 

9. Repeat your text edit operation, but time modify the title that is displayed on Program 

Output ς notice this time that the display updates immediately. 

 

 

Figure 54 

10. Try changing the Font, Size and other attributes for a line of text, using the tools in the 

¢ƛǘƭŜ tŀƎŜ 9ŘƛǘƻǊΩǎ ǘƛǘƭŜōŀǊ όFigure 54). 

 

11. Click the Close button. 

 

4.9 OVERLAY 

Having learned the basics of the DDR, Titles and Stills ǇƭŀȅŜǊǎΣ ƭŜǘΩǎ ƭŜŀǊƴ Ƙƻǿ ǘƻ ǎǳǇŜǊƛƳpose 

their content over Program Output.  TriCaster provides a number of approaches to this, but 

often you might use one or both of the Overlay channels on the Switcher for this purpose.   
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Figure 55 

In Figure 55 we see both Overlay channels applied to form a two-ǘƛŜǊ Ψƭower-thirdΩ ǘƛǘƭŜ 

composition.  The background for the composition is a modified version of one of the supplied 

title pages (displayed in the Titles player).  A looping globe animation (playing from the DDR) is 

overlaid on top of the title. 

Hint: This two layer title is displayed in front of live talent in a greenscreen set, which ς with 

LiveMatte enabled ς finally appears above a Ψlocation shotΩ όƛƴ ǘƘƛǎ ŎŀǎŜΣ ŀ still image). 

[ŜǘΩǎ ǊŜŎǊŜŀǘŜ ǘƘƛǎ ƻǾŜǊƭŀȅ όǳǎƛƴƎ ŀƴȅ ƭƛǾŜ ŎŀƳŜǊŀ ƛƴǇǳǘ ȅƻǳ ƘŀǾŜ ƘŀƴŘȅ ŀǎ ŀ ōŀŎƪŘǊƻǇ 

(alternatively, you can use a Network source or even Black for now).  

1. /ƭƛŎƪ ǘƘŜ ŀǇǇǊƻǇǊƛŀǘŜ ōǳǘǘƻƴ ŦƻǊ ǘƘŜ ōŀŎƪƎǊƻǳƴŘ ǾƛŘŜƻ ƻƴ ǘƘŜ {ǿƛǘŎƘŜǊΩǎ Program Row 

(this selection will substitute for the airport shot seen in Figure 55). 

 

2. Click the DDR and Titles tabs. 

 

3. Click Add in the DDR tab to open the Media Browser we used earlier. 

 

4. Click the NewTek location in the column at left.  Select the icon named Earth Spin.avi 

όǳƴŘŜǊ ά!ƴƛƳŀǘƛƻƴǎέύ in the pane at right, and click OK to add it to the DDR playlist (this 

is the animation clip we will display in front of our title text). 
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5. Enable Single, Loop and Autoplay in the DDR pane. 

 

6. Click the Add button in the Titles tab, to open another Media Browser.  

 

7. Click the Practice Session location under the Titles heading in the Locations list at left, 

and add the title page ƴŀƳŜŘ άBreaking News.cgxmlέ ǘƻ ǘƘŜ playlist. 

 

8. Click the Overlay 1 source selector button (the Ψdownward-pointing triangleΩ). 

 

9. Use the source selector that pops up to select Titles. 

 

Figure 56 

10. Repeat the two steps above for Overlay 2 selecting DDR as the source. 

 

Figure 57 

11. Click the Activate button under Overlay 2 (Figure 57). 

 

12. The current playlist item (Earth Spin.avi) from the DDR will appear on Program Output, 

superimposed above your Program row source. 

This globe is too big for our current purposeΣ ǎƻ ƭŜǘΩǎ Ŏontinue: 
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Figure 58 

 

13. Click the Configure button (gear) next to Overlay 2Ωǎ Position button. 

 

14. Enable the Aspect Lock button (padlock) in the Position panel.  This permits you to scale 

the overlay evenly on both axes. 

 

15. Drag the mouse over the magnifying glass button to squash the overlay to a suitable size 

for use with the title. 

 

16. Now adjust the position sliders to place the overlay at a location similar to that shown in 

Figure 55. 

 

17. Close the Overlay 2 Position panel. 

 

18. Try switching the illuminated Position switch off an on ς see how it toggles the 

adjustments you made above? 

 

Figure 59 

19. De-activate both Overlay channels. 

 



 

Page | 66 

 

20. Click the Lock (padlock) button in the Activate section, illuminating it and locking the 

two overlay channels together. 

 

 

Figure 60 

21. Click the (Overlay) effect button for either channel, and they are simultaneously 

displayed. 

Hint: By clicking the Effect buttons for the Overlay channels, you can assign different effects for 

each.  Notice too that ς for many effects ς the direction reverses automatically when removing 

the overlay from view. 

²ŜΩǊŜ nearly done here ς but ƭŜǘΩǎ reflect on a few interesting details about how Autoplay works 

in the Overlay context.  Note that: 

¶ The globe animation begins playing as soon as you Activate its overlay channel.  This is 

the result of enabling Autoplay for the DDR. 

 

¶ Likewise, the animation stops playing when you de-activate the overlay channel (and, 

unseen, the DDR advances to the next item in the playlist). 

 

 

4.10 LIVEMATTE 

[ŜǘΩǎ ǘǊȅ ǎƻƳŜǘƘƛƴƎ ŘƛŦŦŜǊŜƴǘ ƴƻǿ ς using LiveMatte to ŎǊŜŀǘŜ ŀ ǘȅǇƛŎŀƭ ΨǿŜŀǘƘŜǊ ǊŜǇƻǊǘΩ ǎƘƻǘΦ   
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Figure 61 

ό²ŜΩƭƭ ǳǎŜ ŀ ǇǊŜ-recorded sample clip for this task, but of course if you happen to have a 

greenscreen setup ready to use, just skip the first three steps below, and select the appropriate 

Input ōǳǘǘƻƴ ƻƴ ǘƘŜ {ǿƛǘŎƘŜǊΩǎ Program row - instead of the DDR). 

1. If necessary, remove the Overlay channels from Program Out. 

 

2. Click the DDR tab, and select DDR as the Program row source on the Switcher. 

 

3. Add the video clip named Kiki Center.mpg from the Greenscreen group inside the 

Clips>NewTek location. 

 

4. Click the Stills tab, and add the image named texas_weathermap.png (from Practice 

Session, under Stills in the Location list). 

 

5. Select Stills on the Effects row in the Switcher (this defines what will appear behind our 

greenscreen shot in the result). 

 

6. If you are not already viewing All Monitors, click that tab at the top of TriCasterΩǎ Live 

Desktop. 

 

7. Move your mouse pointer over the DDR Monitor . 

 






























































































































































































































































































































































































































