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Introducing ¢Ǌƛ/ŀǎǘŜǊϰ 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. 

 

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

manual structure.  You may find you can escape with a minimum of reading. (Or, if you are a 

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

Part I ς 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 50 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 (for those who need it, and those who just like to know everything). 

 

Part III ς AppendicesΥ 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 D lists all shortcut keys.  Part III is also home to a comprehensive 

keyword index. 

TRICASTER ϰ This User Guide discusses two TriCaster types.  In most respects, 

operations and interface are very similar, and a single description will suffice.  TriCaster 

ϰ models provide additional and unique features, though. Wherever these are 

discussed in the text, they will be flagged in the same manner as this paragraph.   
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2 INTRODUCTION 

 

 

¢Ƙŀƴƪ ȅƻǳ ŦƻǊ ǇǳǊŎƘŀǎƛƴƎ ǘƘƛǎ bŜǿ¢Ŝƪϰ ǇǊƻŘǳŎǘΦ  Your TriCasterϰ 
belongs to a large family of video systems and software with a 
remarkable heritage.   A bona fide video pioneer, NewTek is 
justifiably proud of its record of innovation, ongoing commitment 
to design excellence, and superb product support. 
 
This chapter provides a quick tour of the major components of your 
new TriCaster system. 

2.1 OVERVIEW 

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

expensive equipment and a large crew.  TriCasterϰ changed all that. In one compact system, you 

can have a complete set of tools to create, broadcast, web stream and project your production. 

TriCaster even ƛƴŎƭǳŘŜǎ bŜǿ¢ŜƪΩǎ ǊŜǾƻƭǳǘƛƻƴŀǊȅ [ƛǾŜ{Ŝǘϰ ǎȅǎǘŜƳ ǘƻ ǇǊƻǾƛŘŜ ȅƻǳ ǿƛth network 

quality virtual sets ŦƻǊ ΨōƛƎƎŜǊ ǘƘŀƴ ƭƛŦŜΩ ǇǊƻŘǳŎǘƛƻƴ ŎŀǇŀōƛƭƛǘƛŜǎΦ 

TriCasterϰ ǘƘǳǎ ǎŜǘǎ ŀ ƴŜǿ ōŜƴŎƘƳŀǊƪ ŦƻǊ άǇƻǊǘŀōƭŜ ƭƛǾŜ ǇǊƻŘǳŎǘƛƻƴέΦ  Simply put, it is the most 

complete, reliable and efficient system available for live production and web streaming.  Its 

capabilities are equally well suited to broadcast center control room installation or remote 

production location, and it requires just one person to operate. No matter what your live 

broadcast ambitions are, a TriCasterϰ can help you fulfill them. 

With TriCasterϰ you can produce and distribute live video programs from diverse sources and 

materials in both Standard and High Definition. Use multiple cameras, recorded digital video, 

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

and much more.   

TriCasterϰ also supports !ǇǇƭŜΩǎ !ƛǊtlayϰ protocol, allowing compatible off-the-shelf mobile 

ǾƛŘŜƻ ŘŜǾƛŎŜǎ όǎǳŎƘ ŀǎ ƛtƘƻƴŜϰ ŀƴŘ ƛtŀŘϰύ ǘƻ ǎǘǊŜŀƳ ŎƻƴǘŜƴǘ ǿƛǊŜƭŜǎǎƭȅ ǘƻ ¢Ǌƛ/ŀǎǘŜǊϰΦ  Your 

presentations can simultaneously be displayed by video projectors, television monitors, 

broadcast by traditional means, and streamed in high quality on the Internet. 
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2.2 STARTUP SCREEN 

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

initiating most other operations. 

 

Figure 1 

The Home Page of 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. 

After creating a session (or opening an existing one), you are taken to the Session Page. Here you 

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

(title pages), Manage content, or even create custom transitions. 

2.3 LIVE DESKTOP 

TriCasterΩǎ live production features are all available from its unique Live Desktop, which in many 

ways mimics familiar production equipment.  However, the Live Desktop provides far more 

functionality than that of similar single-purpose devices, all in one place. 

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

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

The uppermost area is devoted to monitoring.  The Switcher section 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, Still and Title), Virtual Input 

setup, and the Audio Mixer. 

2.4 FEATURES 

IŜǊŜΩǎ ŀ ōǊƛŜŦ overview of just some of TriCasterΩǎ ƪŜȅ ŦŜŀǘǳǊŜǎΥ 

2.4.1 PHYSICAL 

¢wL/!{¢9wϰ прл ϧ ¢wL/!{¢9wϰ прл ϰ 

¶ Rugged 2U rack-mount case ensures robust, reliable and quiet performance in fixed or 

mobile installations. 

 

 

 

Monitoring 

Live Control 

Tabbed Modules 
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¶ Massive storage capacity ς the internal drive holds approximately 20 hours of 1080i, and 

the removable drive bay can be used to add to this capacity (TriCasterϰ 450 

ϰ ships with an extra 1TB drive for this purpose). 

¶ All audio and video, monitoring and network connectors are easily accessible from the 

ǊŜŀǊ ŦƻǊ ŎƻƴǾŜƴƛŜƴǘ ƛƴǎǘŀƭƭŀǘƛƻƴ ƛƴ ƛƴŘǳǎǘǊȅ ǎǘŀƴŘŀǊŘ мфέ ǊŀŎƪ-mount configurations. 

¶ Audio and video connectors are industry standard (XLRΣ ѻέ ǇƘƻƴƻ or BNC as 

appropriate), ensuring broad compatibility and secure, locked connections. Headphone 

output uses a ǎǘŀƴŘŀǊŘ мκпέ ǎǘŜǊŜƻ ǇƘƻƴŜ ƧŀŎƪΣ and an HDMI port supplies an added 

Program output. 

¢wL/!{¢9wϰ урл ϧ ¢wL/!{¢9wϰ урл ϰ 

¶ Rugged 4U rack-mount case with redundant power supplies ensures robust, reliable and 

quiet performance in fixed or mobile installations. 

¶ Massive storage capacity ς the internal drive holds approximately 50 hours of 1080i, and 

the removable drive bay can be ǳǎŜŘ ǘƻ ŀŘŘ ǘƻ ǘƘƛǎ ŎŀǇŀŎƛǘȅ ό¢Ǌƛ/ŀǎǘŜǊϰ урл 

ϰ ǎƘips with an extra 2TB drive for this purpose). 

¶ All audio and video, monitoring and network connectors are easily accessible from the 

ǊŜŀǊ ŦƻǊ ŎƻƴǾŜƴƛŜƴǘ ƛƴǎǘŀƭƭŀǘƛƻƴ ƛƴ ƛƴŘǳǎǘǊȅ ǎǘŀƴŘŀǊŘ мфέ ǊŀŎƪ-mount configurations. 

¶ Audio and video connectors are industry standard (XLRΣ ѻέ ǇƘƻƴƻ or BNC as 

appropriate), ensuring broad compatibility and secure, locked connections. Headphone 

ƻǳǘǇǳǘ ǳǎŜǎ ŀ ǎǘŀƴŘŀǊŘ мκпέ ǎǘŜǊŜƻ ǇƘƻƴŜ ƧŀŎƪΣ ŀƴŘ the HDMI port supplies an added 

Program output. 

2.4.2  (MULTI-TIER FAILSAFE) 

¶ Multiple software failsafe systems continually monitor and safeguard the live 

performance. Any recoverable software error conditions are quickly and unobtrusively 

dealt with. 

TRICASTER ϰ  

TriCasterϰ Ωǎ Ψ!lways on AirΩ features provide multi-tiered redundant failsafe 

mechanisms in both hardware and software.  To name just a few: 
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¶ Failsafe software monitors live performance and automatically re-starts modules if any 

unexpected error condition calls for it.  

¶ Ψ!ƭǿŀȅǎ ƻƴ !ƛǊΩ Ǿideo pass-through ensures that as long there is AC power, in a case of 

catastrophic software condition, audio and video from the last input are routed to 

Program output. 

¶ Streaming output and recording also continue in such cases. 

2.4.3 A/V INPUT AND OUTPUT 

¶ Live switch between up to four SDI and analog HD (or SD) cameras. 

¶ Professional BNC video connectors provide increased durability and reliability for 

camera connections. 

¶ Input and mix 16:9 and 4:3 formats. 

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

¶ Output HD sessions as SD (4:3 or 16:9) and HD simultaneously from HD sessions. 

¶ Multiple Media Player modules allow you to insert pre-recorded video, music, sounds 

and imagery into your live presentations. 

¶ {ŜƭŜŎǘ aƛŎǊƻǎƻŦǘ ²ƛƴŘƻǿǎϰ ƻǊ !ǇǇƭŜ Macintoshϰ ŎƻƳǇǳǘŜǊǎ ƻƴ ǘƘŜ ǎŀƳŜ ƴŜǘǿƻǊƪ ϰ ŀǎ 

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

¶ Assign one or both Network inputs on the Switcher to receive AirPlayϰ streams and 

switch live or recorded content directly from your compatible Apple mobile device or 

computer.  

¶ Mix internal and external audio sources. 

¶ Supply external audio via analog or SDI Embedded audio. 

¶ Send Aux (Auxiliary) video output to a projection system or secondary monitor at 

resolutions up to 1920x1080. 

¶ Send either Aux or Master audio to the Aux audio outputs. 

¶ Take advantage of an additional Program output via an HDMI connector. 

¶ Broadcast your Program to the Internet. 

2.4.4 TIMECODE 

¶ ¢Ǌƛ/ŀǎǘŜǊϰƎŜƴŜǊŀǘŜǎ ŀƴŘ ŘƛǎǇƭŀȅǎ ΨƭƻŎŀƭ ǘƛƳŜŎƻŘŜΩ ōŀǎŜŘ ƻƴ ǘƘŜ ǎȅǎǘŜƳ ŎƭƻŎƪΦ 

¶ MPEG-н ǊŜŎƻǊŘƛƴƎǎ ƛƴŎƭǳŘŜ Ŧǳƭƭ ΨǇŜǊ ŦǊŀƳŜΩ ǘƛƳŜ-code.  
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TRICASTER ϰ  

¶ ¢Ǌƛ/ŀǎǘŜǊϰ  ϰ models support industry standard (LTC) external timecode. 

¶ ²ƛǘƘ Lǎƻ/ƻǊŘŜǊϰΣ ǊŜŎƻǊŘŜŘ ŎƭƛǇǎ from multiple sources are easily aligned for 

synchronized post show editing using the embedded timecode. 

2.4.5 ALPHA CHANNEL I/O 

¶ ¢Ǌƛ/ŀǎǘŜǊϰ allows alternate video inputs to be configured as alpha channel inputs for 

the ¢Ǌƛ/ŀǎǘŜǊϰ Switcher. 

TRICASTER ϰ  

¶ TriCaster ϰ adds alpha channel output supports using its Aux video 

output channel. 

2.4.6 MONITORING 

 

Figure 3 

TriCasterΩǎ Live Desktop includes large Program output and Look Ahead Preview monitors with 

associated controls.  Also, freely toggle between viewing: 

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

¶ External Monitors ς [ƛǾŜ ǾƛŘŜƻ ǎƻǳǊŎŜǎ ǎǳǇǇƭƛŜŘ ǘƻ ¢Ǌƛ/ŀǎǘŜǊΩǎ ǾƛŘŜƻ ƛƴǇǳǘǎΦ 

¶ Internal Monitors ς all internal sources, including Media Players and Network sources. 

¶ Scopes ς Waveform and Vectorscope monitors and full color source monitor. 

¶ Secondary Multiview monitor output options including: 

o All sources plus Preview, Program and clock 
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o Waveform, Vectorscope and video monitor 

o More Χ 

2.4.7 VIDEO PROCESSING 

¶ Proc Amps for every source preserve pristine image and color fidelity through the entire 

pipeline to final output. 

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

source, along with White Balance and U and V Offset. 

¶ Individual Proc Amp controls for Program and Multiview outputs. 

¶ Input Proc Amps retain independent settings for different Connection Types. 

2.4.8 THE SWITCHER 

¢Ǌƛ/ŀǎǘŜǊΩǎ Switcher layout is consistent for all models, but the number of inputs available varies. 

¢Ǌƛ/ŀǎǘŜǊϰ прл ϧ ¢Ǌƛ/ŀǎǘŜǊϰ прл ϰ provide a 14-channel switcher, while 

TriCasǘŜǊϰ урл ϧ ¢Ǌƛ/ŀǎǘŜǊϰ урл ϰ ōƻǘƘ ƻŦŦŜǊ нп-channels.  

 

Figure 4 ς TriCaster 450 & 450 EXTREME 

 

Figure 5 ς TriCaster 850 & 850 EXTREME 

The three-row (Utility, Program, and Preview) Switcher allows you to freely hot-punch between 

external sources (Cameras or Network 1 or 2), internal sources (Media Players) and Virtual 

Inputs, or Take/Transition between Preview and Program sources. 
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Use Utility row selections to delegate video and 

graphics sources to various internal video 

busses, including the two primary DSK (Overlay) 

channels, AUX OUT, or to the FX bus (used as a 

secondary source for virtual sets or for 

other purposes). 

2.4.9 VIDEO LAYERS AND TRANSITIONS 

The Transition section of ¢Ǌƛ/ŀǎǘŜǊΩǎ Live Desktop provides powerful tools for arranging and 

displaying the numerous video and graphic layers contributing to TriCasterΩǎ ultimate program 

output. 

 

Figure 7 

¶ Display of one or more user-delegated video layers, including FTB (Fade to Black) is 

controlled by the main T-bar, supplemented by one-click Take or Auto buttons. 

 

¶ Local Transition controls for BKGD (Background) and DSK layers provide flexible and 

independent configuration and control of these layers and their transitions. 

 

Select different transition effects for each layer, and adjust Transition Speed (variable 

and presets), Reverse and Ping Pong options. 

TRICASTER ϰ TriCaster ϰ boasts powerful and great looking 

Animation Store Transitions that support full-color embedded overlays and separate in/out 

sounds. 

Figure 6 
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DSK CHANNELS 

 

Figure 8 

TriCasterΩǎ DSK layers support dual-channel downstream keyed (or alpha) overlays. Assign any 

Switcher source or a dedicated Frame Buffer to either channel.  DSK channels can be displayed in 

tandem or independently, or swapped ς again, with independent custom transitions. 

You might use the Graphics or DDR modules to overlay title pages, including scrolls, crawls and 

lower-thirds ς or delegate a Camera input or Network source as an overlay (using the {ǿƛǘŎƘŜǊΩǎ 

Utility  row).  Alternatively, use the Frame Buffer feature to assign a specific title or image to any 

overlay channel, and even update it in realtime over a network using external graphics or titling 

software. 

Independent Crop, Position, 3D Rotation, and Scale controls for each DSK channel permit you (for 

example) to configure two live sources as ΨPicture in PictureΩ elements using the DSK channels, 

freely switching them on and off (with or without individual custom effects), with or without 

changing the BKGD (Background) video layer using the Program and Preview rows on the 

Switcher. 

2.4.10 RECORD AND STREAM 

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

format. 

¶ Recorded MPEG-2 files have embedded timecode. 

¶ Choose how far below 0dB FS (the maximum digital level) to set nominal level; record 

files with headroom levels of up to 20dB. 

¶ Store approximately 20 hours of 1080i video (or 155 hours of SD). 
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¶ Simultaneous output for broadcast, projector and live web stream to in-house and 

remote audiences. 

¶ ¦ǎŜ ŜƛǘƘŜǊ ²ƛƴŘƻǿǎ aŜŘƛŀϰ ƻǊ CƭŀǎƘ aŜŘƛŀϰ ǎǘǊŜŀƳƛƴƎΦ 

¶ Archive your Internet stream. 

¶ Connecting to multiple content delivery networks is a snap using the Configure Stream 

Connection panel. 

TRICASTER ϰ 

¶ Lǎƻ/ƻǊŘŜǊϰ technology lets you record up to four a/v sources at once, including all 

camera inputs, or a custom set of sources chosen from Program, Aux and camera 

sources. 

¶ Multiple encoding formats, including MPEG-нΣ !±LΣ vǳƛŎƪǘƛƳŜϰ ŀƴŘ IΦнсп όƳпǾύΦ 

¶ Capture MPEG-2 clips with embedded LTC (linear timecode). 

¶ ¦ǎŜ bŜǿ¢ŜƪΩǎ ¢ƛƳŜ²ŀǊǇϰ ƛƴǎǘŀƴǘ ǊŜǇƭŀȅ ŎƻƴǘǊƻƭ ǎǳǊŦŀŎŜ without interrupting full-time 

recording of your program (or other sources). 

 

2.4.11 IMPORT AND EXPORT 

IMPORT MEDIA  

Clicking the Import Media link in Startup opens a system file explorer.  Selected files are 

automatically copied individually to the appropriate folder in the current ¢Ǌƛ/ŀǎǘŜǊϰ session 

according to file format, for access in the Media Browser under Still, Clips, and Titles. 

TRICASTER ϰ   

TriCaster ϰ features a discreet Import Media module in Startup, providing a 

convenient one-stop approach to managing productions assets. 

¶ .ŀǘŎƘ ƛƳǇƻǊǘ ƳŜŘƛŀ ŦƛƭŜǎ ŦƻǊ ǳǎŜ ƛƴ ¢Ǌƛ/ŀǎǘŜǊΩǎ Media Players. 

¶ Imported files are automatically categorized and sent to the correct locations, making 

them easy to find and use during live productions. 

¶ Optionally transcode selected to high quality and TriCaster-friendly file formats, 

ensuring smooth playback. 
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EXPORTING CONTENT 

The Export Media function allows you to create a batch list of files for export, and optionally 

select new file formats for the exported media. 

2.4.12 AUDIO MIXER 

¢Ǌƛ/ŀǎǘŜǊϰ provides extensive multi-channel audio control and management in two dedicated 

tabbed panels.   

¶ 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. 

¶ Convenient mixer presets allow single-click access to prepared setups. 

¶ Audio follow video options. 

 
 

TRICASTER ϰ 

 

¶ Advanced audio controls including: 
 

o Seven-band equalization along with 
compressor/limiter for each source 
and also every output. 
 

o Source grouping and multi-bus 
routing options. 

 
Figure 9 

2.4.13 INTEGRATED MEDIA PLAYERS 

¢Ǌƛ/ŀǎǘŜǊΩǎ numerous specialized Media Players and title system serve up graphics, titles, video 

clips and audio files quickly and easily during your live productions. 

¶ Add a/v clips, sound files or still image files to Media Player playlists. 

¶ Trim and re-order playlist entries. 
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¶ Store playlists as presets for easy recall. 

¶ Flexible playback controls include variable Speed and Loop options. 

 

Figure 10 

¶ Media Players have volume and more elaborate controls in the mixer, along with 

convenient per clip audio level adjustments right in the playlist. 

¶ Start and stop playback manually or automatically based on Switcher activity. 

¶ Use two Media Players tƻ ŎǊŜŀǘŜ ŀǳǘƻƳŀǘŜŘ ΨǎƭƛŘŜ-ǎƘƻǿǎΩΣ ŎƻƳǇƭŜǘŜ ǿƛǘƘ transitions. 

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

¶ 9Řƛǘ ǘƛǘƭŜǎ ƭƛǾŜΣ ŜǾŜƴ ǿƘƛƭŜ Ψƻƴ ŀƛǊΩΦ 

2.4.14 KEYING, VIRTUAL SETS AND VIRTUAL INPUTS 

¶ Use LiveMatteϰ ǊŜŀƭǘƛƳŜ ƪŜȅƛƴƎ ǘŜŎƘƴƻƭƻƎȅ ŦƻǊ ƎǊŜŜƴκōƭǳŜ ǎŎǊŜŜƴ ŜŦŦŜŎǘǎ. 

¶ Apply independent LiveMatte settings to all video sources. 

¶ Virtual Inputs (Figure 11) permit M/E (Mix/Effect) style compositions of two primary 

switcher sources, with convenient Scale, Position, Crop and Rotation controls. 
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Figure 11 

¶ !ŎƘƛŜǾŜ ǘƘŜ ƭƻƻƪ ƻŦ ŀ ǎƻǇƘƛǎǘƛŎŀǘŜŘ ǎǘǳŘƛƻ ǎŜǘǘƛƴƎ ƛƴ ŀ ǾŜǊȅ ǎƳŀƭƭ ǎǇŀŎŜ ǿƛǘƘ bŜǿ¢ŜƪΩǎ 

astonishing LiveSetϰ ǾƛǊǘǳŀƭ ǎŜǘ ǘŜŎƘƴƻƭƻƎȅΦ 

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

¶ Virtual Inputs also sport an integrated overlay channel (selected from any Switcher 

source or an assigned Frame Buffer graphic) with its own position controls. 

¶ Convenient presets allow single-click access to pre-configured Virtual Input setups. 

2.4.15 GRAPHICS 

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

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

graphics, including scrolls and crawls. 

2.4.16 EDIT 

¢ƘŜ Ŧǳƭƭ ǾŜǊǎƛƻƴ ƻŦ bŜǿ¢ŜƪΩǎ ǇƻǇǳƭŀǊ ŀƴŘ ǾŜǊǎŀǘƛƭŜ ƴƻƴ-linear video editing program {ǇŜŜŘ95L¢ϰ 

is included as well.  SpeedEDIT provides powerful, professional 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. 

http://www.newtek.com/liveset/index.php
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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, TriCasterϰ gives you the combined power of both a network control room and a 

complete post-ǇǊƻŘǳŎǘƛƻƴ ŦŀŎƛƭƛǘȅ ƛƴ ƻƴŜ ǎƛƳǇƭŜ ǘƻ ǳǎŜ ōǊƻŀŘŎŀǎǘ ŀǇǇƭƛŀƴŎŜΦ  [ŜǘΩǎ ƧǳƳǇ ƛƴ ƴƻǿ.  

First, ǿŜΩƭƭ ƎŜǘ ȅƻǳ ŎƻƴƴŜŎǘŜŘ. Following that, ǿŜΩƭƭ begin to ŜȄǇƭƻǊŜ ¢Ǌƛ/ŀǎǘŜǊΩǎ Ƴƻǎǘ ƛƳǇƻǊǘŀƴǘ 

features. 

2.4.17 OPTIONAL CONTROL SURFACES 

 

Figure 12 

Several models of optional TriCasterϰ control surface are offered, including models designed for 

primary control and others for specific purposes such as instant replay.  Control surfaces make 

many operations even more convenient. Once you get your hands on ƻƴŜ ȅƻǳΩƭƭ ƴŜǾŜǊ ǿŀƴǘ ǘƻ ƭŜǘ 

ƎƻΣ ŀƴŘ ǘƘŜǊŜΩǎ ǎǳǊŜ ǘƻ ōŜ ƻƴŜ ƻǊ ƳƻǊŜ ǘƘŀǘ ǿƻǳƭŘ ōŜ ŀƴ ideal companion to your system. 
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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 
¢Ǌƛ/ŀǎǘŜǊϰ system. 
  
It also reviews registration for warranty purposes and technical 
ǎǳǇǇƻǊǘΦ !ŦǘŜǊ ŎƻƳǇƭŜǘƛƴƎ ǘƘƛǎ ǎƘƻǊǘ ǎŜŎǘƛƻƴΣ ȅƻǳΩƭƭ ōŜ ŀƭƭ ǎŜǘ ǘƻ 
continue into the Walkthrough chapter that follows it. 

To beginΣ ƭŜǘΩǎ ǊŜǾƛŜǿ Ψwhat came in the boxΩΥ 

¶ NewTek TriCasterϰ 

¶ Keys to front panel of case 

¶ Four attachable rubber feet (for desktop use) 

¶ A/C power cable(s) 

¶ BNC removal tool (to assist with cable connection and removal) 

¶ DVI to VGA adapter 

¶ NewTek mouse and keyboard 

¶ Quick Start Guide 

¶ bŜǿ¢Ŝƪ оt[!¸ϰ ōǊƻŎƘǳǊŜ 

¶ Getting Started Training DVD 

¶ bŜǿ¢Ŝƪ ƛ±D!ϰ /5 

¶ NewTek ¢Ǌƛ/ŀǎǘŜǊϰ registration reminder card 

¶ New product letter 
  

3.1 COMMAND AND CONTROL 

1. Connect an external computer monitor to the (uncapped) DVI port on the backplate 

(labeled Interface on ¢Ǌƛ/ŀǎǘŜǊϰ урлύ. 

Note: TriCasterΩǎ ǳǎŜǊ ƛƴǘŜǊŦŀŎŜ requires a minimum screen resolution of 1440x900. 

2. Connect the mouse and keyboard to USB ports on ¢Ǌƛ/ŀǎǘŜǊϰΦ 

3. Connect the A/C power cord(s) from the three-prong connections on TriCasterΩǎ 

backplate to an external power receptacle (see Hint below). 

4. Turn on the computer monitor. 
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A word about UPS devices:  

Ψaodified sine waveΩ UPS devices are 

popular due to low manufacturing costs.  

However, such units should generally be 

viewed as being of low quality and possibly 

inadequate to fully protect the system from 

abnormal power events.. 

For a modest added cost, consider a "pure 

sine wave" UPS.  These units can be relied 

on to supply very clean power, eliminating 

potential problems, and are recommended 

for applications demanding high reliability.  

 

5. Press the Power switch located on 

TriCasterΩǎ faceplate. 

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). 

Though not a requirement, we do strongly 

recommend that you connect ¢Ǌƛ/ŀǎǘŜǊϰ 

using an uninterruptable power supply 

ό¦t{ύΣ ŀǎ ŦƻǊ ŀƴȅ ΨƳƛǎǎƛƻƴ ŎǊƛǘƛŎŀƭΩ ǎȅǎǘŜƳΦ  

[ƛƪŜǿƛǎŜΣ ŎƻƴǎƛŘŜǊ !κ/ άǇƻǿŜǊ ŎƻƴŘƛǘƛƻƴƛƴƎέΣ 

especially in situations where local power is 

ǳƴǊŜƭƛŀōƭŜ ƻǊ ΨƴƻƛǎȅΩΦ 

Surge protection is especially important in some 

ƭƻŎŀƭŜǎΦ tƻǿŜǊ ŎƻƴŘƛǘƛƻƴŜǊǎ Ŏŀƴ ǊŜŘǳŎŜ ǿŜŀǊ ƻƴ ¢Ǌƛ/ŀǎǘŜǊΩǎ 

power supplies and other electronics, and provide a further 

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.) 

When you see the Welcome to Windows screen: 

1. Click Next at lower right. 

2. Choose your time zone. 

3. Accept the license agreement. 

4. Enter your 25-digit key (on some models, the sticker is on the bottom of the case). 

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

6. Give ¢Ǌƛ/ŀǎǘŜǊϰ 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 ¢Ǌƛ/ŀǎǘŜǊϰ to it with an Ethernet cable, the 
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Internet is the fastest method of activation.  (See Section 3.16 and Chapter 14 for more on 

network connections.) 

1. /ƭƛŎƪ Ψhōǘŀƛƴ Lt ŀƴŘ 5b{ ŀǳǘƻƳŀǘƛŎŀƭƭȅΩ. 

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

screens again. (Registration with Microsoft is optional). 

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

perhaps ǎƛƳǇƭȅ άTriCasterέ. 

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

!ŦǘŜǊ ǊŜǎǘŀǊǘƛƴƎ ŀƴŘ ŀŎŎŜǇǘƛƴƎ bŜǿ¢ŜƪΩǎ User Agreement, the interface will load automatically. 

3.3 ¢wL/!{¢9wϰ LICENSE AND REGISTRATION 

On launch, ¢Ǌƛ/ŀǎǘŜǊϰ presents an End User 

License Agreement dialog.  After you accept this, 

the Registration dialog shown in  is presented.   

If necessary, enter the unique ¢Ǌƛ/ŀǎǘŜǊϰ Serial 

Number and Product ID for your system. 

¢Ǌƛ/ŀǎǘŜǊΩǎ ǾƛŘŜƻ ƻǳǘǇǳǘ ǿƛƭƭ ǎƘƻǿ ŀ ǿŀǘŜǊƳŀǊƪ 

until the system is registered and unlocked (by 

entering the registration code). 

  

 

IƛƴǘΥ LŦ ǘƘŜ {ŜǊƛŀƭ ƴǳƳōŜǊ ŘƻŜǎƴΩǘ ŀǇǇŜŀǊ ŀǳǘƻƳŀǘƛŎŀƭƭȅΣ ŀƴŘ ŎŀƴΩǘ ŦƛƴŘ ƛǘ ƻƴ ȅƻǳǊ ǳƴƛǘΣ ȅƻǳ Ŏŀƴ 

obtain it from the registration webpage mentioned in the next section, or by calling Customer 

Support Desk (open seven days a week).   

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

¢Ǌƛ/ŀǎǘŜǊϰ or from another system connected to the Internet) as described next. 

Figure 13 
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3.3.1 ONLINE REGISTRATION 

If you have connected your ¢Ǌƛ/ŀǎǘŜǊϰ 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 ¢Ǌƛ/ŀǎǘŜǊϰ to a network can be found in Section 3.16 and 

Chapter 14. 

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 4 of the dialog.   

IƛƴǘΥ LǘΩǎ ŀ very good idea to record the login name and password you choose when creating your 

website profile and keep them in a safe place.  Jot down registration code too; it could come in 

very handy if you ever need to restore the ¢Ǌƛ/ŀǎǘŜǊϰ software to its as-shipped state when you 

ŘƻƴΩǘ ƘŀǾŜ ŀŎŎŜǎǎ ǘƻ ǘƘŜ LƴǘŜǊƴŜǘΦ 

Check your personal area of the site from time to time afterward; among ƻǘƘŜǊ ǘƘƛƴƎǎΣ ȅƻǳΩƭƭ ōŜ 

able to download any free software updates that are made available going forward. 

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. 
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3.4 INPUT CONNECTIONS 

3.4.1 CONNECT A/V SOURCES 

External audio and video sources are connected to the appropriate inputs ƻƴ ¢Ǌƛ/ŀǎǘŜǊΩǎ 

backplate. 

 

Figure 14 ς ¢Ǌƛ/ŀǎǘŜǊϰ прл ŀƴŘ ¢Ǌƛ/ŀǎǘŜǊϰ прл 9·¢w9a9ϰ 

 

Figure 15 ς ¢Ǌƛ/ŀǎǘŜǊϰ урл ŀƴŘ ¢Ǌƛ/ŀǎǘŜǊϰ урл 9·¢w9a9ϰ 

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 SDI source connectors to upper row of BNC connectors in the 

Video In group (marked SDI). 
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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 all 

three analog BNC connectors (labeled Y, Pb and Pr) in each column 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 second analog 

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

bottom connector (labeled Pr). 

 

d. Composite ς Attach 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 ƻǊ ѻέ connectors in the Audio In group box.  ¢ǿƻ ŎƻƴƴŜŎǘƻǊǎΣ ƭŀōŜƭŜŘ άŀέ ŀƴŘ άōέΣ 

are provided for each input group. ²ŜΩƭƭ ŘƛǎŎǳǎǎ ŀǳŘƛƻ Connection Type options a bit 

later, in Section 3.14. 

Note: SDI video sources with embedded audio do not need a separate analog audio connection. 

3.5 GENLOCK CONNECTION 

The Genlock ƛƴǇǳǘ ƻƴ ¢Ǌƛ/ŀǎǘŜǊΩǎ backplate ƛǎ ŦƻǊ ŎƻƴƴŜŎǘƛƻƴ ƻŦ ŀ ΨƘƻǳǎŜ ǎȅƴŎΩ ƻǊ reference signal 

όƻŦǘŜƴ ŀ ΨōƭŀŎƪ ōǳǊǎǘΩ ǎƛƎƴŀƭ ƛƴǘŜƴŘŜŘ ǎǇŜŎƛŦƛŎŀƭƭȅ ŦƻǊ ǘƘƛǎ ǇǳǊǇƻǎŜύΦ  aŀƴȅ ǎǘǳŘƛƻǎ ǳǎŜ ǘƘƛǎ ƳŜǘƘƻŘ 

to synchronize equipment in the video chain. 

Genlocking is commonplace in higher-end production environments, and genlock connections 

are usually found on professional gear.   If your equipment allows you to do so, you should 

genlock all cameras supplying TriCasterϰ, and ¢Ǌƛ/ŀǎǘŜǊϰ itself.   

To genlock ¢Ǌƛ/ŀǎǘŜǊϰΣ supplȅ ǘƘŜ ǊŜŦŜǊŜƴŎŜ ǎƛƎƴŀƭ ŦǊƻƳ ǘƘŜ ΨƘƻǳǎŜ ǎȅƴŎ ƎŜƴŜǊŀǘƻǊΩ ǘƻ ¢Ǌƛ/ŀǎǘŜǊΩǎ 

Genlock In connector. 
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3.6 TIMECODE CONNECTION 

TRICASTER ϰ   

TriCaster ϰ supports external linear timecode (LTC).  Connect the cable from your 

timecode generator to one of the connectors in Audio Input 7 ŦƻǊ ¢Ǌƛ/ŀǎǘŜǊϰ урл 

ϰΤ ¢Ǌƛ/ŀǎǘŜǊϰ прл ϰ ǳǎŜǎ !ǳŘƛƻ LƴǇǳǘ 3.  External timecode is 

enabled and configured in the Live Desktop (see Sections 3.16 and 7.3). 

 

3.7 OUTPUT CONNECTIONS 

bŜȄǘ ǿŜΩƭƭ ŘƛǎŎǳǎǎ the audio and video output connectors along with relevant settings. 

²ŜΩƭƭ ǎǘŀǊǘ ǿƛǘƘ video output, not only so you can view your results, but because some aspects 
are best considered before even beginning a ¢Ǌƛ/ŀǎǘŜǊϰ session. 

3.7.1 A/V OUTPUT 

¢Ǌƛ/ŀǎǘŜǊϰ provides separate video and audio output connector groups, and very flexible options 

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

¶ Simultaneously send output to standard and/or high definition devices from HD sessions. 

¶ Simultaneously send program output to both analog and digital devices. 

¶ Send program output or other layouts to a secondary monitor or projector using Multiview.  

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

3.7.2 HD AND SD 

As mentioned earlier, for HD sessions ¢Ǌƛ/ŀǎǘŜǊϰ supports simultaneous output of both SD 

(Standard Definition) and HD (High Definition) video.   

The Video Output section ƻƴ ¢Ǌƛ/ŀǎǘŜǊΩǎ ōŀŎƪǇƭŀǘŜ provides vertical columns of four BNC 

connectors, offering the following connection possibilities for live production: 

¶ Row 1 video output format is determined by the session (see Section 5.1) 
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o When the session is SD 4:3 or 16:9, output is likewise SD 4:3 or 16:9. 

o When the session is HD, output is HD. 

 

¶ Row 2 outputs are user-configurable, and can be set up in the Live Desktop (Output 

Configuration panel). 

 

o CƻǊ ¢Ǌƛ/ŀǎǘŜǊϰ урл ŀƴŘ ¢Ǌƛ/ŀǎǘŜǊϰ урл ϰΣ wƻǿ н ƻǳǘǇǳǘǎ ŀ 

secondary, configurable copy of the main Program video stream.   

 

o ¢Ǌƛ/ŀǎǘŜǊϰ прл ŀƴŘ ¢Ǌƛ/ŀǎǘŜǊϰ прл ϰ ŜƳǇƭƻȅ Row 2 to supply 

the AUX video output, which has even more options. 

 

¶ ¢Ǌƛ/ŀǎǘŜǊϰ урл ŀƴŘ ¢Ǌƛ/ŀǎǘŜǊϰ урл ϰ όƻƴƭȅύ ǇǊƻǾƛŘŜ ŀ ǘƘƛǊŘ ǾƛŘŜƻ ƻǳǘǇǳǘ 

row, and use it to present AUX output. 

 

 
Figure 16 

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 plug) 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 uppermost row of BNC 

connectors in the VIDEO OUT group, labeled 1, 2 and AUX.  
 

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

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

BNC connectors (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 second analog BNC connector row (labeled Pb at far 
left in the VIDEO IN group).  Attach the C (chroma) connector to the third analog 
connector (labeled Pr). 
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d. Composite ς Attach the deviceΩǎ ŎƻƴƴŜŎǘƻǊ ǘƻ ǘƘŜ first (top) analog connector, 
labeled Y. 
 

2. Connect TriCasterΩǎ ŀǳŘƛƻ ƻǳǘǇǳǘǎΥ 

 

a. Analog audio ς Connect external audio devices to the connectors in the AUDIO 

OUT section. Note that there are two pairs of two connectors each; Connectors 

1a and 1b provide Program (Master) output, while 2a and 2b are designated 

AUX (Auxiliary Output). These two output sections are configured and 

controlled separately in the Live Desktop. 

 

b. Digital audio ς A separate digital audio connection is not necessary for SDI 

output with embedded audio. 

Hint: TriCasterΩǎ {5L ŀƴŘ ŀƴŀƭƻƎ ƻǳǘǇǳǘ ǎŜŎǘƛƻƴǎ Ŏŀƴ ōŜ ǳǎŜŘ ǎƛƳǳƭǘŀƴŜƻǳǎƭȅΦ  CƻǊ ŜȄŀƳǇƭŜΣ ȅƻǳ 

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. 

 

3.7.3 SUPPLEMENTAL VIDEO OUTPUTS 

Additional dedicated video outputs make it possible to connect monitors or projection devices to 

¢Ǌƛ/ŀǎǘŜǊϰ for a variety of purposes including program output for IMAG (Image Magnification) 

installations or flexible monitoring for the convenience of the operator.   

1. An HDMI connector provides an additional primary Program output.  Simply connect a 

suitable external monitor or device to the HDMI connector on the backplane 

 

2. ¢Ǌƛ/ŀǎǘŜǊΩǎ Multiview output may be supplied by a DVI connector ό¢Ǌƛ/ŀǎǘŜǊϰ урлύ ƻǊ ŀƴ 

HDMI connector found ōŜǎƛŘŜ ǘƘŜ Ƴŀƛƴ LƴǘŜǊŦŀŎŜ 5±L ŎƻƴƴŜŎǘƻǊ ό¢Ǌƛ/ŀǎǘŜǊϰ 450).  

Again, connect a suitable external monitor or device.  The new device should be 

recognized and enabled by the system automatically.  This output offers a variety of 

optional monitoring layouts that can be selected at any time ƛƴ ¢Ǌƛ/ŀǎǘŜǊΩǎ Live Desktop. 

Note:  For best results, it is important to configure Multiview Output to the native resolution of 

the external display (monitor or projector) connected. 
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3.8 TALLY LIGHTS 

¢Ǌƛ/ŀǎǘŜǊΩǎ Tally Light support allows you to connect external tally lights and similar devices.  

¢ƘŜǎŜ ǘȅǇƛŎŀƭƭȅ ǇǊƻǾƛŘŜ ŀ ǊŜŘ [95 ŦƻǊ ǘƘŜ ǾƛŘŜƻ ƛƴǇǳǘ ǘƘŀǘ ƛǎ ŎǳǊǊŜƴǘƭȅ ǎŜƭŜŎǘŜŘ ƻƴ ǘƘŜ {ǿƛǘŎƘŜǊΩǎ 

Program row. 

3.8.1 EXTERNAL CONNECTIONS 

Here is a pin-out listing ŦƻǊ ¢Ǌƛ/ŀǎǘŜǊΩǎ 5.мр ¢ŀƭƭȅ ŎƻƴƴŜŎǘƻǊΥ 

¶ Pin1 ς LED1  

¶ Pin2 ς LED2  

¶ Pin3 ς LED3  

¶ Pin4 ς LED4  

¶ Pin5 ς LED5  

¶ Pin6 ς LED6  

¶ Pin7 ς LED7  

¶ Pin8 ς LED8  
 

¶ Pin9 ς GND  

¶ Pin10 ς GND  

¶ Pin11 ς GPI1  

¶ Pin12 ς GPI2  

¶ Pin13 ς NC  

¶ Pin14 ς 3.3V (with 20 Ohms current limit)  

¶ Pin15 ς NC  
 

ENGINEERING NOTES 

- Pins 1-у ŀǊŜ ΨƘƻǘΩ ǿƘŜƴ ǘƘŜ [95 ǎƘƻǳƭŘ ōŜ ƛƭƭǳƳƛƴŀǘŜŘΦ 

- Each LED pin (pins 1 - 8) has a 200 ohm current limiting resistor inside ¢Ǌƛ/ŀǎǘŜǊϰΦ 

- With no load (open circuit) pins 1 - 8 can reach 5V. With a typical LED load, they can be 

expected to reach about 3V. 

- GPI stands for General Purpose Interface. Pins 11 and 12 are assigned for possible future 

use as GPI1 and GPI2 connections, but support for GPI triggers has not been 

implemented in ¢Ǌƛ/ŀǎǘŜǊϰ at this time.) 

- To prevent dŀƳŀƎŜ ǘƻ ¢Ǌƛ/ŀǎǘŜǊΩǎ ŎƻƳǇƻƴŜƴǘǎ ǿƘŜƴ ƳŀƪƛƴƎ ŜȄǘŜǊƴŀƭ ŎƻƴƴŜŎǘƛƻƴǎ ǘƻ ǘƘŜ 

tally light jacks, care should be taken that connection to Pins designated GND (Ground) 

are always at ground potential. 
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3.9 STARTING A SESSION 

If ¢Ǌƛ/ŀǎǘŜǊϰ is not already running, power it up now to reveal the Startup Screen. (If ¢Ǌƛ/ŀǎǘŜǊϰ 

is 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, or click the Back arrow at upper-left in the Session 

Page to return to the Home Page.) 

The Startup Screen consists of two similar pages ς Home and Session.  Among other things, the 

Home Page is where you choose basic ¢Ǌƛ/ŀǎǘŜǊϰ session settings (see Section 5.1 for a 

discussion of sessions). 

THE HOME PAGE 

 

Figure 17 

When no previously created sessions exist, the icon ring dominating the Home Page defaults to 

New, inviting you to create a new session.  A link labeled Enter Session Name is shown at the top 

of the right-hand pane when New is selected on the icon ring.  Click in this area to modify the 

name using the keyboard if you like.  (The default name is the current date.) 
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Note: Trƛ/ŀǎǘŜǊϰ supports a variety of optional session configurations for live production.   You 

can choose either HD (High Definition) or SD (Standard Definition) operating modes.  

SD options include both 4:3 and 16:9 (widescreen) image aspects.  ¢Ǌƛ/ŀǎǘŜǊϰ Multi-standard 

models permit you to select from different video standards according to your locale, choosing 

between NSTC, NTSC-J (Japan) or PAL. 

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

standard ƳƻŘŜƭǎ ƻƴƭȅύΦ  CƻǊ ǘƘŜ ƳƻƳŜƴǘΣ ƭŜǘΩǎ ŎƘƻƻǎŜ 1080i for Resolution (even if the cameras 

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

By default, new sessions are created on TǊƛ/ŀǎǘŜǊΩǎ 5Υ όaŜŘƛŀύ ŘǊƛǾŜ όsee Section 5.2.1 for a 

discussion of session Volume options). 

THE SESSION PAGE 

Clicking Start Session will take you to the Session Page.  As our intention is to configure our 

ŎƻƴƴŜŎǘƛƻƴǎ όŘƻƴŜ ƛƴ ¢Ǌƛ/ŀǎǘŜǊΩǎ Live Desktop), click Live on the icon ring. 

  

Figure 18 

Simply click the link labeled Start Live Production to launch the Live Desktop, which is likely where 

you will spend most of your time working with ¢Ǌƛ/ŀǎǘŜǊϰΦ 

THE LIVE DESKTOP 

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

barren (Figure 19). 

http://thesaurus.reference.com/browse/configuration
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Figure 19 

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

glimpse at the Live Desktop back in section 2.3Σ ōǳǘ ǿŜΩƭƭ ŜȄŀƳƛƴŜ ƛǘ ƳƻǊŜ Ŏƭƻsely in Chapter 4, 

Live Production  ς coming up soon.) 

3.10 CONFIGURE VIDEO OUTPUT 

¢Ǌƛ/ŀǎǘŜǊϰ 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. 

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

ƻƴ ¢Ǌƛ/ŀǎǘŜǊΩǎ backplate (see Section 3.6).  High definition video monitors should be connected to 

either SDI or Component connections. 

3.10.1 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 LiveTextϰ ƻǳǘǇǳǘ ŀǊŜ ǇǊŜ-defined, and cannot be 

user-modified.  Please see Chapter 17 for details.  

 

Figure 20 

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 20) to 

open the Output Configuration panel. 

The first tab in this panel is labeled Output.  Optional settings for SD Analog Connections are 

located in the central part of the panel (). 

 
Figure 21 

These settings provide optional configurations for the first 
output connection, designated as Output 1 (a.k.a. Program 
out).  
 
Note that the video format for Row 1 output (and, for 
¢Ǌƛ/ŀǎǘŜǊϰ урл ƳƻŘŜƭǎΣ Row 2) invariably conforms to the 
format you chose for the session (e.g., 1080i). The only suitable 
analog connection type for HD is component, so the SD Analog 
Connection options are ghosted in HD sessions.  
 
By contrast, SD sessions do support several optional connection 
types.  Choose between Component connection or Composite + 
Y/C in this case. 

Selecting Composite + Y/C sends composite 
video output to the second BNC connector 
in an output row (Y), and Y/C to the third 
and fourth connectors (Pb and Pr, 
respectively). 

Figure 22 
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3.11 CONFIGURE AUX VIDEO OUTPUT 

 

 
Figure 23 

 

The Aux video output allows you to 
choose a different video source for 
output if you wish, using the Source 
menu. 
 
 

You can also choose from a wide array of output formats, and opt to send either the Master or 
Aux audio mix to accompany it.  Aux configuration and options are detailed later, in Section 7.1.4 
 

3.12 CONFIGURE MULTIVIEW OUTPUT 

The next tab in the Output Configuration panel is 

Multiview.  Settings in this tab determine what is 

displayed on TǊƛ/ŀǎǘŜǊΩǎ secondary DVI output, 

and the resolution of that display.  You might use 

this output for subsidiary monitoring purposes, or 

perhaps to supply a projection system. 

The Screen Layout drop-down menu provides 

numerous optional displays, including Program, 

Preview or FX monitors, an All Sources (monitors 

for all Switcher sources, plus a clock) option, and 

many more.  

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

different display options to find a suitable setting. 

3.13 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. 

 

Figure 24 
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2. Move your mouse back and forth over the input monitors. Notice that a Configure 

button (gear icon) appears above the top-right corner of each input monitors as you do 

so. 

 

3. Click the Configuration button to open a tabbed settings panel for Camera 1 (Figure 25). 

 

 

Figure 25 

4. 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), 

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

 

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

ǎƛƳǇƭȅ ΨŎƭƛŎƪ ƻǳǘǎƛŘŜΩ ǘƘŜ ǇŀƴŜƭ ǘƻ ŎƭƻǎŜ ƛǘ). 

 

6. Continue to configure all connected external video sources in the same manner.  

²ŜΩƭƭ ƭƻƻƪ ŀǘ ǘƘŜ ƻǘƘŜǊ ƻǇǘƛƻƴǎ ŀƴŘ ǎŜǘǘƛƴƎǎ ƛƴ ǘƘŜ Configuration panel later (see Section 7.2), but 

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

monitors. 
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3.14 CONFIGURE AUDIO 

Click the External Audio tab in the lower-left quadrant of the Live Desktop to reveal set up and 

control features for external audio sources. 

 

Figure 26 

The tab houses individual control panels for each of tƘŜ ŜȄǘŜǊƴŀƭ ŀǳŘƛƻ ƛƴǇǳǘǎ ƻƴ ¢Ǌƛ/ŀǎǘŜǊΩǎ 

backplate (Inputs 1-4). 

Hint: Audio tab layouts for different ¢Ǌƛ/ŀǎǘŜǊϰ models varyΦ  CƻǊ ŜȄŀƳǇƭŜΣ ¢Ǌƛ/ŀǎǘŜǊϰ урл has 

eight audio inputs rather than four, so Network source controls are located in the Internal Audio 

tab.  

¢Ǌƛ/ŀǎǘŜǊϰ прл ǇǊŜǎŜƴǘǎ bŜǘǿƻǊƪ ŎƻƴǘǊƻƭǎ ƛƴ External Audio (Figure 26).  Beyond this, please note 

that TriCaster ϰ ǎȅǎǘŜƳǎ ƘŀǾŜ ŀŘŘƛǘƛƻƴŀƭ ŀǳŘƛƻ ŦŜŀǘǳǊŜǎ ŀƴŘ ŎƻƴǘǊƻƭǎ ǘƘat do not 

appear in the audio tabs of standard models. 

TRICASTER ϰ.  The advanced audio features provided by TriCaster ϰ 

are discussed in Chapter 13, Audio. 
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There is a source Type selector drop-down at the top of the control 

panels for each Input.  Clicking it reveals the list of Connection Types 

(Figure 27).   

Options include Mic 1, 2 (with and without phantom power), Line, SDI 

Embedded, and in selected instances, Line Quad.  (The latter option 

combines two neighboring input pairs as a one 4 channel source 

governed by a single Gain slider.)  

 

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 1, 2 for professional grade microphones or other low impedance connections 

(use the Phantom option for condenser microphones requiring supplementary power) 

 

¶ Choose Line for higher impedance device connections (such as a CD player, computer 

audio output or VCR), or Line Quad where required. 

 

¶ Select SDI Embedded to access digital audio from an SDI video source. 

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 96 kHz. 

The Gain sliders (next to the VU meters) default to their lowest settings on first launch.  After 

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

Hint: Most numeric controls in ¢Ǌƛ/ŀǎǘŜǊϰ can be reset to their defaults using Shift + double-click 

on the control knob.  The default value for Gain sliders is 0dB. 

Some variation exists as respects signal levels from individual sources, even 

within the same type.  For Mic (and Mic + Phantom) connections, the Trim 

controls provide a preliminary adjustment allowing you to fine tune the 

input level.  Use Trim to bring the levels for microphone and similar sources 

into a useful range on the VU meter. 

Figure 27 

Figure 28 
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Note: In digital audio systems, signal levels exceeding allowable values ŀǊŜ ΨŎƭƛǇǇŜŘΩ όǳƴƛŦƻǊƳƭȅ 

assigned the maximum level value), inevitably entailing audible issues that cannot be corrected 

later. The Audio Headroom setting In Record Configuration allows you to offset input signal levels 

to provide a safety margin (see the heading Audio Headroom in Section 16.1.1). This can greatly 

reduce the possibility of clipping in captured files. Beyond this, use Trim and Gain controls 

judiciously to avoid over-modulation.   

 TRICASTER ϰ Compressor/Limiters in ¢Ǌƛ/ŀǎǘŜǊϰ Ωǎ Audio Mixer tabs 

provide another powerful tool to prevent clipping problems ς see Section 13.4. 

3.15 CONFIGURE GENLOCK  

1. If the Live Desktop ƛǎƴΩǘ ŀƭǊŜŀŘȅ ƻǇŜƴΣ ƭŀǳƴŎƘ a TriCaster session from Startup. 

 

2. Access the Output Configuration panel by clicking the Configure button (gear icon) that 

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

monitor on the Live Desktop. 

 

3. Click the Genlock tab in the Output Configuration panel (Figure 29). 

 

4. The default Reference Type in the Genlock settings is SD (Bi-level), as this is currently the 

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

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

 

Figure 29 
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5. 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. 

Ideally both the cameras and the ¢Ǌƛ/ŀǎǘŜǊϰ should be genlocked.  If they are not genlocked to 

the same reference signal as the ¢Ǌƛ/ŀǎǘŜǊϰ output, a TBC (Time Base Correction) operation is 

automatically applied.  Time Base Correction may drop or insert occasional frames as necessary 

to maintain sync, hence is a less desirable approach. 

Note: For a deeper discussion of genlocking, please see Section 7.1.6. 

3.16 CONFIGURE TIMECODE 

¢Ǌƛ/ŀǎǘŜǊϰ uses the system clock ǘƻ ƎŜƴŜǊŀǘŜ ΨƭƻŎŀƭ 

ǘƛƳŜŎƻŘŜΩ for the time display shown in the Live Desktop 

and to be embedded in captured MPEG-2 video clips. 

To configure timecode, click the configure button (gear) next 

to the timecode display in the Live Desktop titlebar.  Please 

see section 7.3 for more detail. 

 

TRICASTER ϰ If you have an external linear 

timecode (LTC) source, you can use that timecode reference 
instead of relying on the local (system) time.   
 
A switch is provided in the Timecode Configuration panel to 
enable this support - please see Section 13.4 for more detail. 

 
Figure 31 

Figure 30 
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3.17 NETWORKING 

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

client software, output from otƘŜǊ ǎǳǇǇƻǊǘŜŘ ŀǇǇƭƛŎŀǘƛƻƴǎ όǎǳŎƘ ŀǎ bŜǿ¢ŜƪΩǎ ƻǿƴ LiveTextϰύ, or 

ƳŜŘƛŀ ǎǘǊŜŀƳŜŘ Ǿƛŀ ŦǊƻƳ !ǇǇƭŜ !ƛǊǇƭŀȅϰ ǘƻ ŀ ŎƻƴƴŜŎǘŜŘ ƴŜǘǿƻǊƪ.  

Connecting ¢Ǌƛ/ŀǎǘŜǊϰ to a local area network (LAN) may require additional steps beyond those 

mentioned back when we discussed MƛŎǊƻǎƻŦǘ ²ƛƴŘƻǿǎ ϰ ŀŎǘƛǾŀǘƛƻƴ ό{ŜŎǘƛƻƴ 3.2).  Here is the 

basic procedure involved in joining a workgroup: 

1. Connect a suitable cable from the ETHERNET port on TriCasterΩǎ ōŀŎƪplate to your 
external network. 

 
2. (If necessary) ς close the Live Desktop; click the Back arrow to return to the Home Page. 

 
3. Click Shutdown, then select Exit to Windows at right to access the ƻǇŜǊŀǘƛƴƎ ǎȅǎǘŜƳΩǎ 

own desktop. 
 

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

5. Scroll down in the right hand pane of the System panel that opens to find the Computer 
name, domain and workgroups settings area. 

 
6. Click the Change Settings link at right. 

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

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

your system administrator. 
 

9. Close the OK button. 
 

10. Close the System control panel. 
 

11. 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 ¢Ǌƛ/ŀǎǘŜǊϰΦ 
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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 TriCasterϰ. In a very 
short time, these basics will be second nature to you. 
 
More detailed reference material on all aspects of ¢Ǌƛ/ŀǎǘŜǊϰ 
follows in Part II (Reference). 

 

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

¢Ǌƛ/ŀǎǘŜǊϰ session, and skim through some important fundamentals: 

¶ Startup and Import 

¶ Monitoring and related features. 

¶ Audio mixing (and the Follow feature). 

¶ Network sources. 

¶ Switching between video sources, and using transitions. 

¶ Program Output and Recording. 

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

¶ Adding (and editing) title pages and graphics. 

¶ Using LiveMatte to create a simple chromakey effect. 

¶ Virtual Inputs. 

¶ Creating a LiveSet (virtual set) shot. 

¶ Streaming to the Internet. 

4.1 CREATING A SESSION 

We ran through the basics of starting new sessions and configuring input and output devices in 

sections 3.9 through 3.15.  If you need to review this information, go ahead and do so now. 

(WŜΩƭƭ ƭƻƻƪ ŀǘ ǘƘŜm individually again later in Part II (Reference), too.) 

1. In the initial Startup Screen, create a new 1080i session - ƴŀƳŜ ƛǘ άPractice SessionέΦ 

 



 

Page | 42 

 

2. The Session Page will appear when you click Start Session. 

 

3. Click Manage on the icon ring (Figure 32). 

 

 

Figure 32 

4.2 IMPORTING CONTENT 

[ŜǘΩǎ ƛƳǇƻǊǘ ŀ ŦŜǿ ŦƛƭŜǎ ǘƘŀǘ ǿŜΩƭƭ ǳǎŜ ƭŀǘŜǊ ƛƴ ƻǳǊ ǿŀƭƪǘƘǊƻǳƎƘΦ  ¢ƘŜ ǇǊƻŎŜǎǎ ǾŀǊƛŜǎ ǎƭƛƎƘǘƭȅ 

depending on your ¢Ǌƛ/ŀǎǘŜǊϰ model: 

4.2.1 ¢wL/!{¢9wϰ 

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 multi-
select everything in the folder) ς then click Open.  
 

7. ¸ƻǳΩƭƭ ǎŜŜ ǎŜǾŜǊŀƭ ƴŜǿ ŦƛƭŜ ǿƛƴŘƻǿǎ ǇƻǇ ǳǇΣ ŜŀŎh showing the content you imported in 
its new location. Notice that different media types are automatically sorted into their 
ǊŜǎǇŜŎǘƛǾŜ ŘŜǎǘƛƴŀǘƛƻƴ ŦƻƭŘŜǊǎ όǿŜΩƭƭ ǳǎŜ ǘƘŜǎŜ ŦƛƭŜǎ ƭŀǘŜǊύΦ  
 

8. Close the file windows, click Live on the icon ring, and then click Start Live Production at 
right. 
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4.2.2 ¢wL/!{¢9wϰ ϰ 

 

TRICASTER ϰ The import process for TriCaster ϰ is slightly different. 

 

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

 
Figure 33 

 
5. Click Add in the Import Media panel (Figure 33) to open a system File Explorer. 

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

 
7. Press Ctrl + a (to multi-select everything in the folder shown in the File Explorer) ς then 

click Open, adding these media files to the file pane of the Import Media panel (Figure 
33). 
 

8. Click Import (different media types are automatically sorted into their respective 
destination folders on import).  ²ŜΩƭƭ ǳǎŜ ǘƘese files later. 

 

Hint: Although you might well never even notice, a two minute initialization period begins after 

you start (or re-start) ¢Ǌƛ/ŀǎǘŜǊϰΦ  ¢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 6.5.1 for more information. 

We are ready now to commence our tour of the Live Desktop, beginning with further 

consideration of monitoring features and options. 
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4.3 MONITORING 

4.3.1 PROGRAM AND PREVIEW 

LƴŜǾƛǘŀōƭȅΣ ȅƻǳΩƭƭ ōŜ paying a lot of attention to the main Program and Preview monitors (Figure 

34), occupying the right half of the upper (monitoring) section in the Live Desktop by default.   

 
Figure 34 

¢Ǌƛ/ŀǎǘŜǊΩǎ Ψ[ƻƻƪ !ƘŜŀŘΩ Preview monitor 
reflects the outcome of the upcoming 
switching operation. 

 The Program monitor displays what 
you are sending to downstream 
devices and your audience.  

 

Situated beneath these principal monitors are Stream, Record and Grab buttons, their respective 

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

master volume knob appears here, too (notice the VU meter monitor overlays in Figure 34). 

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, Multiview and Genlock settings. 

4.3.2 ALL MONITORS 

Click the All Monitors tab at upper left to view dedicated monitors for all camera inputs, along 

with an array of other sources.  These include monitors showing the current playlist items in the 

two DDRs, Graphics module, and Network sources ς such as an iVGA input from another 
























































































































































































































































































































































































































































































































































































































